TEAMO:

i TECMD, LTD, 1992

THIE GUUME 18
e
rcn MY O THE

lllllll

Printad in Jiapan

ECMO.

INSTRUCTIG B OOKLE]

E-J




Iwcdlcwzml e parazivaex thl Helek " Fm
spAame ke oo dp ¥ ko pedoel Abvayn Ko fer i
el nms emw e awd Wi m D e'nee
nddp e pudd f sl gl ARk i E e
Splpn. fEH el prd i cir beapdm e Kiage
W s Wi ariTeE e Bl ks rles
Semprdc el el paky

ENTERTAINGENT SFETER Y
This game is licensed by
Mintands for play on the

ErFTERTEINITE T
SRoTEMm®

Baverde ar Heimok brin Dmes =07 Spil by
e prrsiprad rEiesarks o] SINTEHIIZN LN SWIESEDY I8N0

Thanks you for choosing the tun-filled
FIRE'N ICE game pak by
TECRAD, (N

SAFETY PRECAUTIONS

Flease take S (ocsad the ippaiént isssiections nlhs
hrablet Chserang the step by =2ap ndlnicliong, Bnocom
ateng it wamis will be poar peesanl quaeniog b
giealer gime sesafacton w2 lenp penod of Jing

A0
IEAD DERO=E LSIME YINH MESISIFER HES

B R T e b e o P e e LRt ok LRI tE bt el LalL]
B TR TTE R R TTR TTIRS R EPRO  C T T R [ 4]
fRiniFipEn e teiwn fb et X b 1Y X e pohoRe s

© A R T P e B A b
L e p i e i Wy i e
R R RS RN ERE I § e g g

GEEIL SR AT a0 I R T L b, i) R e e
=aA s dog rerhlicie el el

& WARKING A
] WL USE WIS TREST (9 NERR FRILICTRI T
St HEN
i d rém gimn

PETILT L

Core uie b e B @y U o 1H ik s wil e i el ez Irsenl
wi i m e gl o libnniEy aEr Ripte AT
s [ p el e ] e g e R e 1
R TR R S R I TR S EUHE SR AT Y b
M Ein bd e I b e micmiE Epndhkd ®
e o T A R o L e e e e L T
FECHECR I TR F TR R PR LR TR REE - e g o s AT

HE RESCUE OF COOLMINT ISLAND

X

This is a shary from long ago, when the powerful WIZARD Dana was
juat a beginner

[n the sea b the Far north | there was a amall island made of e This
island was called "Coolmint lsland”. On this heautiful little island of
ice, there were many Winker Faires all living in peace.

BUT one day...

The wicked wizard Druidle appeared, and let flames loose on
Coolmint laland!

The Hames scattered all over the jsland, and Lkl by Bttle they began
to melt the ice. The little island weas in terrible da nget(! ;
The Winker Fairies were determined o do somethine o save heir
ieland, but thiny were not strong enoush o face the ﬁa rres hﬂ-‘.'
themselves, The Queen of the Eaires knew about the dang:r the
Winter Fairies were lacing, so she called forth o wizard to fight against
the flames let loose by Draidle :
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[he one chosen by the Queen of the Fairies to defend the seland was
Dana. This was a tremendous surprise to everybody, Dana was shill
just an apprentice and had very little magic power of his own, But the
Chueen krew that Dara had intelligence and possessed more courage
than anyone else,

Ther the CQueen gave Dana some special magic that could be used to
pat oul the wicked lMames.

“And what happened after that. Grandmother?”

, “Well. .. that's where Dana's adventures begins”

o

K TARTING THE GAME

Pressing the Start buttor whila the stary is being told on the Cingma Display will
frings up the title screan. Pross the Slart hufton again o start the game.

i

innma FMEmd e

TH iirh O FOHE TS, Te.
LICCHEET Ny HIHTEHA

(13 IF a "Round” has not hean cleared
since the power was teemed on, it will
loak like this:

(2] IF ane or more “Rounds” have been
cleared, the following messape
appeans:
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“heginning™ -
cleared,

= Thee game starts from a point whare no screens have baen

“continue”™ - -- Put in the Magic\Wond 1o continue he game from he paint whare
yau lett aff,

“conl. story” - - - This takes you hack 1o the screen just before you gat to this
SOTEEN,

“quit” - - - All of the “Hounds” you have cleaed will be saved as a MapicWord.
Write down the MagicWord so you don’l forgel i

“edit mode” - -- This epters the Cdit Mode where vau can create yoor oen
"Roingl”

" The Cinema Displays can be cancelled by preszing the Staet Bullon.

At the begianing, Dana appears in e upper left part
of the sereen. Ling up the cursor with the world you

want and press the G0 Button, This causes Dana

ty mave 1o the small map below. (Usa the (B Button
[ cancel this choice.) Using the left and right sidas
of the # Control Pad, select whichever"Roand" you

like, and press the G0 Button o bring up the Puzzle screen.
The Puzzle screens which have already been cleared will change from red to blue.

Ertering a Magic Word
I you put in the Magicword that appeared when you selected “quit”, the game can '
he continued from the same point as where you left off.

Lise the <+ Control Pad to mova Lhe arrow and select a character. Then prass the

i Hutton to make the selection. When all of the choices have been made, move

the arrow [n “END” and press the GO Duttan,

I the magsage “Errar! try again.” appears, chock carefully e find the mistake

in the Magicwesd, Pressing “forth” moves the cursor 1o the rght, anid pressing

“hack” maves it to the el Move tha cursor to the location of the emar, and, after
rorrecting the error, select “END” anil press the (5 Button.



l’ HE TARGET ASIC OPERATION

A" Round™ is cleared by defeating all of the fames and any anemy figues which
may appezr fmm the Puzzie screen.

Whean all of the nine "Rounds”™ contained in a World have been cleared, you will be
ahle to advancn 0 the Boss sceen for hat Wodd. NOTE: H you have not alreary
claared the Boss scraen from the previous World, you cannat get fo the Boss ol
the next Woarld,

If Dana fouches a flame, you can select "TRY AGAINT from the window that
appeares at the hattom of screen. Yoo can also get this window to zppear, at any
fine, by pressing the “Start button™, == T \

0 anil B Buttons - -- These buttons create ice

beside (ana's feet, in the direction in which he

e Tacing. If ice already exists fhere, it will ba
~ remoyad.

I vons get stieckz om g Puzzle sevoen, pross the Slavt bdton,

B ) v LiL] THE i

P TRY BOHIN HEW GAME

I therz are any objects to the aght or left ol
the place where the ice is created, the ice
“TRY AGAIN" - - - This lets you try that “Round” again fam e beginming. will attach to those objects. However, it will

; il attash Lo anything ahove or helow i, ' -
"HEW GAME" - - - This cancels the " Rownd” and qoes hack 1a the Map screen Y Gy R a




+ Control Pad - - - This lets Dana move o the el ight, push ice to & new
position, climb up on 3 block, and go inside of a pipe. The Up and Down bittons

i anly be used when Dang is gaing inside of 2 pipe

Dana cannat jump, Alsa, he can onfy climb one black at one
time. T your are claver alioad placing your Black of e so
that you [eave stoiraays Tar yoursell, you will be abla Ly
complete afl of the *Rounds".

HE OBJECTS IN THE GAME

1) “ICE"

Dana can use his magic to create ar remave a block of ice.
The blocks of ie creatzd by Dana and those already
arranged on the sureen from the baginning of the Jame can
be used the zama way.

It & single black of ice iz pushed, it moves Sidleweays until it
cames o i place where there is no floor beneath it, and
than it Falls dowmwards, 1 it bumps inta anything while it is
'u'.!'.lim] sideways tanother block af ice, a wall, or annlher
abject), if stops.

T 11 buirps into a flame, it will put out the flame, but the
block af ice alzo dizappears.
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2) “FLAME"

Thieze e the Pzmes released by Dnidle, There are diltferznt kinds
af Flames in the warimes Worlils,

It Dana tnuches = flame, qe will get horned, and will be unaale o
mave. IF this happsns, & windos appears at the hoftam of he
acreen, ani you can select the next ephion, such Bs "TRY AGAIN
If a flame is positioned om top of a hlocs of e, pushing the block
al ice cagses the Hame b fall doenwands,

I won slack up bsn Bames on e seeen, esch llame must be
axlinguished saparalely,

e camnol e mate in e same place a5 a [Rame

3) “PIPE"

when Bana enbers o pipe, 152 aulamatically comes Qul the othe
e Moo if e cod of the pige s Dlocked, Be ssill nct be
allowed b onler fhe pipe,

Il the entrznee of dhe pips iz facing Dana. he can enler (ha pipe,
bt fwe camned elimb o oon tep of tha entrance to 1ha pipe.

41 “JAR"

Thiese ame glass jars which contain oil. Jars which are not
o fine ae handled in the same way a5 hlocks of Hhe wall,

If a flame is positioned an top af o jar, the jar catches fine.
You can put owt a Tame which iz on top of a jar, hut you
cannol gxlinguizh & jar once it has caught fire, Whan the
iz is positioned on the flame, the ice disappears. Also, if is
not pozsible to create a block of e on fop of & jar that is
an firg, IF Dang bouches & jor which kas caught firg, he will
cel hurned, I Lis bappens, you can seloct “TRY AGAN"
from the window that appears at the botiom of the screen
The "Round” can be cleared, without putting out & jar which
is on fire, Thenz is noway to put out a jar which s on firel

La




5] “STONE"

These magic black Rocks are already in place 20 the
heginaing of the sczeen, If the floor is made of ice, these
Rocks slide in the same way a5 ice blocks, but if the Hoer i=
nat ice, they can be moved ong block at a tima.

Msn, whan a flame is put oul, these do nat melt away, like
ice hlocks do, so thay can he placed an top of @ burming jar.

X HOWDOWN WITH THE BOSS ENEMY?

When " Bownd” 1 fhrowgh 9 of Waeld 1 have been cleaned, 3 bridge is lowernad from
the castle of the Eagmy Boss of Wodd 1, allowing Dana to come face-ta-Face wilh
the Enemy Boss.

On the Bass “Rovnd 7, new danners such as monsters and ghosts may cama out!
Far examplz, an anamy bolding 2o umbrella canaot be defented by a block of ico
falling Trarm above. s yoo wark yous way up, be sune to extinguizh the flamas or
olan thoy will appear Trom the top again. So take your fime and make surs you get
them all an the way upl

*To anter the Boss, "Round”, you must completa all of the "Hounds” NOTE: Even if
you hava cleared “Aoumt™ o 8 of Word 2, you cannol enter the Boss "Hound” of
Worldl 2 unlazs yau lave already cleared alf of the “Rownds" and the Bazs from
Waorld 1.
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[{ *edit mode™ is selacted on the first sceen, you will enter a made to create yoor
cdn “Raound”,

F EOET EXIT
rEouHD ¥ EXET

——— T PIPE 1 WUERT AL
PLPE £ HDR L DHIAL
PEFE 5 LGSR = IO
FIPE1 UPFLR=E33H1

FIPE | LOWIRL=10FT
FIFE L UPPER-LEF T
1EE = SIWGLE
1€E &RIRI NS
FIELD i ! 1tE s LEFE EHR
FLOCH i 1TE =[O IWAE
SROTHE f BUEH G JAR

Use the (& Buttan to choose one of the items in the asling box at the foap ol
the screen. (The () Butlun can be uzed to cancel tha selection i you change
your mind.)

“EDIT ... This lefs you create your gen “Haumd".

EXIT

PIRE T UDRTIC
FIE 1 ORTERTE
PIPE & LOMER=RIGiH
P1PE & UPPER~ RDGHT
PAPE § LOWER LIFT
PIPE § UFPER= LEFT
ICE = EIHELE

108 @ k@A EnD
1LE :LEFI EHR

(1) From among the items listed
such as "FIELD™ and

"HLOGE", cheoss an abject 1o be
(ositicied on the screen. Usa the
+ Control Pad to mave the anow, SRR ICE [ OBEHANS
and prass either the () or () L BUFING JAR
Button to make your selection. Wnen the button is pressed, the mark indicating
the pressed button (A or B) appears & the laft ol thal objact. This hacomes the
plijeat that will ha placad oo fhe screen. Whan Lhe olject has been selected.
[prass the Select Bullan,

By zalacting “EXIT at the top of the zcreen, you can reiurn to the baginning of the
Edit Macde.




EXET
PEPE 2 WERTICH
PEPE T HORETTNTAL
PIPE S LDWER = R3EHT
FEPE 3 UMRDR = REEHT

(2) Inside the lange bo at the | ; r il

upper el of the screen ame smallar (1 : * ICE & STHBLE
sguare haxas which ara flashing. ; :"E rL“-"E::"EE
Move to thre lasied In._l:a1|-:|!'|.u5|ng g : e PR
1!\]:3 4 Control I:'i'llﬂI and press the e BUEHERS &6

3 or {6 Button to place e nhject
an the screen. The object placed ot that position is the ane selectad with the G0
or [ Bultan, When the object has baen positioned on the screen press fhe Select
Button o seturn 1o Step (1) and chaose a different type of ohjeet for e 8 and
(B buttons. Xeep repeating the process untill you have completed your “Raurd”,
;furtcnn retuen e the begining of the Edit Made at any tima by prassing the Stant
artton

® Precautions When Creating a Screen

Be carcful when creating & Puzzle screen:

13 Be: caredul nat to farget to enter Dana an the scraen.

2% Maka sure you pui at least ane llame on the Screpn.

A% Kake sure blocks of ice are linked together the right way.

Gowl axainple: [:j E
Bad example: [Z GZI -D} -E

41 Be vareful not to position lmes, e, or stones in tha air, 5o that they ar
Hnating on the sgrean,

Bad example:




31 Be careful not to position lce ar stones above Hames,

Bad example:

6] Be careiul not to put tamaz an top of jas which are oot yat on dire.
71 Be caraful not ta put ice on top of a jar which is on lis
i) B camaful nol ta put a Aame on top of Dana.

“PLAY -- - This lets you select a Puzzla scraen created in the Edit Mode.
“EXIT - - - This takes you hack to the screen showing the Grandmather

£l
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COMPLIANCE WITH FCC REGULATIONS

Mhis eoulpmens geonaies o oses mda irecaenoy enerey and 0 At insiolled and wsesd
gty inosbict necardango willy e moaeolacturees instrections. Alerereran G eadie ared
leieiainn receptan may oncur it has baen Tepe tesied ged loard 1o comphe with ta limils o
it Llnsa B eompuling deice in accandnnzn wilh ihe specilications o Suaparl J of Pad 15 al
FOC Hules, whigh aoe dogigred b provide reasonable praleclion agaings saeh interdorenes o
o regidenlial instalation Howsss, iere is e guarmanloe shas alorarenca sill nol acear
i parizular inetalation IF is equaeanl daes couse alerlernran 15 rda an belidzien
reraplicn, shish can bo delermingd By laemivd e equipment onoand ofl, B user is
eranuaged 16 Iyl corect the intareience by ara ar mae al e fallowng measares:

— Bearknt e resaiviog anlenng

= Felocntn fhe MES wilh respss) o the receser

— Mlawve the W23 pway ram (hin reseie:

Flug thee RJES infe & dillernrs anskl a2 ihal compuler ard reseiess are an dillerens cocuils

fancaniany, [haaser shoukl conselt te eaalon or an asgeriersed rdizdle cdsian leckaigion
far s seagestions. The aser may ind thie lelliwing becs sl prenared by e Feba)
Commuriaalion Sommigsan Paisful:

Haey 1o eluertily and Saaclea Sagio — Ty iredemonce Frabkms
Thia bBeaklel is ayvailable from the LS, Gosermeent Frinkng Ollice, svash nghan, 00, 20402
Sinck bg, Q0E-000-00505-4,
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