AL,

DESTRUCTION!

Duke it out in hand-to-hand
combat when yau get too
close an the battlefield.

Choose your men from a
total ol 4 nasty squads.

THE BB SPORTS 4WAY PLAY ROAPT

ELECTRONIC-ARTS | L DL,

Annihilation is the name

of the game n this
hilanously brutal Sega

game. Choose your troops

then shoot, homb. or bake
the enemy on over 50
different battlefields.

Blast 'em with flame

throwers, grenades,

machine guns, bazookas

and dynamite,

.-

m fﬂ,ﬂ_u_,_,w«&_._* thr the wuﬂ!n: lhara are a

gmited number of medics.
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WARNING TO OWNERS OF PROJECTION TELEVISIONS!
Sl pichuras or imoges may cousa permonent picture-ube domage or
mark e phasphor of the CRT (lelewvision screen). Avoid repecied o
exfended use ol video gomes on lorpa-screan projechon ensions

EPILEPSY WARNING
PLEASE READ BEFORE USING YOUR SEGA VIDEC GAME SYSTEM
OR ALLOWING YOUR CHILREN TO USE THE SYSTEM

& very smoll percentoge of people hove o condifion that couses hem o
axparience an apileplic seizure or oflered consciousness whan axposed fo
carfain light potherns or fiashing lights, including those thal appear on a
ielevision screan ond whille ploving gomes. Pleose fake fhe foliowing pre-
couthons 1o minimize any risk

Prior 1o use

« If you, or anyone In your fomily, hos ever hod an
aplephc condinon ar has experianced oliersd CONSCIOUSNSSS winan
expased o fMickenring lighie, consult your dochor prior i playing

= Sitaf least 2.5 m (8 A.) away from the lelevision screen

* If you ave fired or hove not hod much sleep, rest and commenca playing
onky after you one fully restad,

& Moka sufe that e room in which you afe ploying 5 wall [t

# Lisa the game on a3 small 4 lelsvision strean as possible (prafarably
14" or smofler

During use

= Rest for of least 10 minutes per hour whils playing o video gome

» Parents should supenvise thadr childmen's use of video gomes. If you o
your child axperience any of he foliowing sympioms while playing o
Video goms: diZZiness, olered VisIon, eve of muscle hilches, loss of
oworeness, disoneniahon, any iInvoluniony movemen!, of convulsions
IMMEDIATELY discontinue use ond consull your dochor

ABOUT THE AUTHORS

John Salwitz has been writing computer
gomes of ona sort or another since 1975,
when he was in high school in Westfield,
N.J. After groduating in 1980 with o B.A. In
Compter Science from Wilkes Collegs,
Wilkes-Barre, Pao., John went fo work for the
Navy o5 a confractor/systems programmer at the Marine
Ocean System Center in San Diego. His first love was still
coin-op gomes and so after a year he opplied fo Alon and
wos hired. He and Dave Ralston hove worked together
since they met at Atarl (Oclober 1981), producing Akko-
Ahhr, which flopped, and Paper Boy, 720 Degrees,
Cyberball, Cyberball 2072, and Raomport, which didn't. He
joined Eleciranic Ars in 1991. John spends a lorge part of
what spare fime he hos rebuilding his house. This includes
woodworking, electrical work, plumbing and finish work
He Is also on avid Giants, 49ers, and Warriors fan

Dave "Doc” Ralston, a native son of
Pomona, Ca., received o BA in Fine Arls
from Sonto Clora University. When asked
“What on earth are you going fo do with o
fine ans degree?”, he would answer “Unh.. |
dunno,” or “Go Dodgers!”, depending on his
mood at the time. His previous gome design credits include
the coin-op versions of Paperboy, 720 Degrees, Cyberball,




Cyberball 2072, and Rompart. He is often heard to quip
“Angther punchvkick game?! | think I'm gonna blow chow!”

and *Rubic the Amazing Cube®. He olso
worked on the cull animaled feature “TWICE
UPON A TIME®". During 8 years at Alari, he
worked on such arcade classics as
Paparboy, super Sprint, Gauntlet, Hard Drivin, 5. T.U.N
Runner, Toobin, and Rampots. Hounting is the first con-
sumer game he's worked on.

Keith Roberson’s first exposure 10
computer/video games was at Yale University

in the mid-70's where he studied Physics.
Computers made such a great impression on
him that he hung up his whife lab coat when
he left school and went fo work for the
microcompuler industry. For the past five years, he's worked
as a consuitant for various Bay Area firms os a real-time sys-
tems progrommer In a variety of opplications Including gas
analyzers, voice-mail, video leleconferencing, and nelwork
operating systems. Again, oll this he gave up fo retum to his
first love: GAMES! Hounfing is Keithv's first game.
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HOUSES

Overhead Mo IIH'
Pause

Move

Kick

Superkick

Fright "Em

Use Spell

Press START; this will also
Pouse the game.

D-Paod

D-Pad to direct kick (Up, Down,
Left, Right, or at angles) and
press B,

Press B (while Polterguy is
standing still to make him spin;
direct Superkick with D-pad).

Press A to enter a Fright "Em;
press A again to activate it

Press C to activate Spell Menu,
Use D-Pad to highlight the Spell
you want 1o use, then press C
to cast it,

Press A to cancel o spell when
you are in the Spell Menu.

Semng Up

Turn off the power switch on your Sega™ Genesis™
Never insert of remove o game carfridga when the
power is on

insert fne game carindge into the slot on the Genesis
Press the carridge down firmly to lock it in ploce

Tum ON the power swilch

The EA logo oppears and the infroduction begins. You
can press START a faw fimes o quickly bypass the
intro. (Note: Press START on confroller 1 to storta 1
Hlayer Game, or press START on confroller 2 1o start g
2 Player Game.)

Intro: Go Haunt A House

Dude — death sucks. | had a lot of
things | wanted fo do, and becom-
ing o ghost was nof, like, real high
on the list. | mean, not having fo go
to school is excellent, but all these
Dungecns | have to hang around
are uncool. They make study hall
look lke o rave

Polterguy




The Object of The Game

It's pay back time for the Sardinis. They own four houses,
purchased no doubt with Vito's ill-goften gains; since
Paolterguy Is now in the house haunting business, it's
prafty obvious how he's going to even the score.

And | didn't even do anything wrong o get this way. It 's
Vito {rhymes with maosquito) Sardini's foult, What o blood
sucker, Dude, that dude doesn’t even deserve o be called
"dude”’, He's, like, an anti-dude. And I'm not the only one
he screwed up, him and his junked-out skateboards

Polterguy has to scare Vito and his obnoxious family — his
wife Flo, his son Tony, and his doughter Mimi — out of the
housas one by ona. He has two ways to do if: Spells that
fieé ¢an pick up, and ifems in the houseas thal he can
possess and tumn info Fright 'Ems

sardini set up an overseas skaleboard factory. He was 100
cheap o hire gualified workers, so ha sat up a robohc
assembly line. It's bod enough that robots know nothing
about skatin’, bul Sardini was too cheap fo keep them oiled.
And he used the cheapest parts he could in his boards

As long as he keeps his Ectoplosm level up, and as long
as he survives the Dungeon frips he hos to make, he
should be able to make the Sardinis lives miserable. And
just maybe he’ll get his own life back

Music On/Off

And that's not all. Sardini’s lowyers used all kinds of tricks To tumn off the music while playing Hounting Starring
to hide his ownership of the skaleboard foctory, He made o Polterguy, press and hold down A while the game Is
lot of money from skaters gelting wasted, but he never paid starting up

the price for i,

squeaky mochings with sore elbows building high-velocity
leisure devices from yesterday’s frash.. dude, the best you
can expect from that is major epidemic of concrele measies
and a bumper crop of sireat maraschinos. The worst you
can expect happened fo me. And | wasn't the only one

Not until now, dude 1 Player & 2 Player Games

1 Player Game
To start a 1 Player Game, ot the title screen or after the




infroduction, press START on the controller plugged into the
port marked control |

2 Player Game
To start a 2 Player Game, ot the fitle screen or after the

infroduction, press START on the coniroller plugged into the
port marked conirol 2.

In a 2 Player Game, each player fokes turns confrolling a
different Polterguy. Player 1 will usa the controlier plugged
into the port marked control 1, and Player 2 will use the
confroller plugged info control 2.

In the Dungeons, two Polterguys will be represented with
circles below them. Player 1 will confrol the guy in the blue
circle, and player 2 will confrol the guy in the red circle.

Winning

Ina 1 Player game, you win by scaring oll of the Sardinis
out of all fneir Houses and surviving unhl the end of the
gome

In a 2 Player game, the player who scares the Sardinis out
of all their Houses and survives o the end of the game
wins. If boih players survive to the end of ihe gome, the
player with the mos! points wins.

Moving

Walking

You direct Polterguy arcund Houses and Dungeons with
the D-Pad. Polterguy con move in all 8 D-Pad direclions,
not just up/down, left/nght, but also at angles.

Jumping

in the Dungeons, Polterguy will sometimes need fo Jump
fo avoid danger or get over obslocles, Press A fo make
Polterguy Jump, and use the D-Pad fo guide the Jump's
direction

Kicking

Every now ond then, Pollerguy will have to battie Ecto
Beosts. He fights by Kicking. He can Kick only in the
sardini's Houses, never in Dungeons

To make Pollerguy Kick, press B while he's moving and
use the D-Pad fo direct the Kick

Superkick

To deliver a Superkick, o more damaging ond spectacular
version of a Kick, Polterguy needs to sland shil and spin to
build up momentum, To make him spin, press B when
he's not moving. To make him deliver a Superkick while
he's spinning, press the D-Pad in the direction you want




him o kick. Like a Kick, a Superkick can only be performed
in a Sardini House.

The Overhead Map

When you're in 0 House, prass Start lo see an overheod
map of the House you are currently haunting. This will also
nelp you find o Sardini fo scare. Everyone in the House is
represented by an lcon on the overhaad map: a white V
icon for Vito, a yellow M icon for Mimi, a blue T icon for
Tony, a red F icon for Flo, and an Ecto-green X for Polter-
guy. To locate a Sardini, head for the room where you see
thelr icon.,

The Map is accompanied by porralts of the Sardinis that
show their current Fear Level, When g Sardini leaves the
current Houss, their porrait no longer appears with the
Map.

Press Start again fo leave the Overhead Map and return fo
tha interior of the Sardini House.

Eclo
In a Room Meter

Your scare toctics against the Sardinis all toke place in the
Rooms of their houses. Rooms confains the Fright 'Ems
you need 1o achivale fo sirike fear into the cold, tiny hearts
of Vito and his family




Fear Levels

It helps to know exactly how frightened a Sardini is when
you're frying to drive them out of the House. While you're
scaring the daylights out of o Sardini, you can guess how
scared they are by their reactions, Fear Level is a more pre-
cise measurement of their terror

Fear Levels are displayed in close up poriraits of the
Sardinis. The poriraits appear in the lower right corner of the
screen while Polterguy is in a room with someone, and in
the corners of the screan when the overhead map Is show-
ing. The expressions on the portraits are associated with the
five Fear Levels:

Calm - Not scared af all.
Low — Starting 1o gel frightened

Medium — Frightened. Starting o lose control

High - Very frightened. Control has definitely slipped

Very High — Exiremely Irighlened. eady o run screaming
out of the room

When Polterguy scares someone beyond Very High Fear
Level, it will drive them out of the House.

Ectoplasm

Ectoplasm is the green slime that accumulotes from the can-
ceniration of supematural forces in Dungeons and Houses. |
might look like something you'd want to

avoid, but it's This goo that keeps you

going. To pick up Ectoplosm, just walk

over If

Ecto oceurs naturally in Dungeons, but

it evaporates fast so you'd befter pick it Ecto Glob
up in a humy; it won't disappear com-

pletely, but It will be greatly reduced in size. If you pass by
any Ecto, o green amow appears pointing in the direction of
ihe goo you left bahind

Ecto condenses in Houses only when o Morfal is frightened
by a Ghost. Whenever Polterguy frightens one of the Sardinis
out of a room, Ecto appears. One glob of Ecto appears for
every fime Pollerguy scared the Sardini in that room. Make
sure you grab it before it disappears: Il you leove o room
without picking up the Ecto, it will be gone if you come back,

Polferguy needs o gather up Ectoplasm in order fo maintain
his prasence in fhe Sordinis’ Houses in the upper world
When his Ecto is oll gone, Polterguy automaticolly refurns fo
a Dungeon fo grab some more. The Ecto Meter fells you how
much Eclo you have (see following page)




The Ecto Meter

The Ecto Meter - the green bar of the bottom of the screen
displays the amount of Ectoplasm you have. You see it only
in the Houses, never in fhe Dungeons. As Polterguy picks
up Ectoplosm In Dungeons or Houses, the Eclo Meter level
incraases. As you use up Ectoplasm, your Ecto Meter level
gets lower and lower, The more fima you spend in the
housa, the more Ecto you use. When the Eclo Meler is
empty, you outomoficolly go to a Dungeon to coliect

more Ectoplasm.

The Dungeons

Grasping
Hand

Spell Ecto

Heaith

Polterguy con pick up Ectoplosm and Spells, and lots of
fhem, in Dungeons. Thot's the good part. Dungeons are
also homa 1o supematurol nasties who wont o put some
hurt on Polterguy. These include disembodied arms,
bouncing skulls, and swarms of bats. Watch out for steam
and vacuums, foo. Even though Polterguy is a ghost, all
of these Dungeon monsters can do him ham

Picking Up Ecto & Spells

Ecto and Spells drop from the ceiling throughout the
Dungeon. Ecto evaporates quickly, but not completely. If
you leave even o small smudge of Eclo behind, the green
Ecto Arrow will oppear and point to if. More Ecto won't
appear unhl you pick up the Ecto the arrow 15 pointing fo
spells evaporale even more quickly than regular Ecto, and
If you don't pick them up fast, they’ll vanish completely

Dungeon Exits

When you pick up as much Ecto and as many spells as
you can, its time fo go to o House and scare some
sardinis, Getting out of a Dungeon can be fricky. To exit:

1. Find a glowing spot on the floor and move over it
A sacral door will opan,

2. You will automatically leave the Dungeon




Two Player Game in the Dungeons

2 Players in Dungeons

In the Dungeon, Player 1 is surrounded by a blue circle,
and Player 2 by a red circle. The player who last picked up
Ecto or a spell will control the game’s point of view and will
have a yellow arrow pointing fo this player. For example, if
Player 1 picks up some Ecto and then moves away from
Player 2, in a few seconds Player 2 will be teleported fo
Player 1°s location

The player who finds the way out first leaves the Dungeon
and goes fo the House first; the other player will go sec
ond

When Player 1 uses up all his Ecto, Player 2's turn in the
House begins. When Player 2 uses up all his Eclo, bolh

Player 1 and Player 2 return fo the Dungeon fo pick up
more Ecto.

Health

Ina 1 Player game, a porirait of Polterguy appears in the
lower left comner of the screan whenaver he is In @
Dungeon. In a 2 Player Gome, a portrait of Player 1 will
be in the lower left comer, and o porirait of Player 2 in the
lower right cornes. These pictures indicale Pollerguy’'s
Health.

Every time Polterguy is domaged by a Dungeon monster,
the picture will get smaller as a block border appears on
its edges and begins to expand. When only Polterguy’s
glowing eyes are showing, his Health is almost gone
When the Picture is completely empty, Polterguy will evap-
orate and you'll have 1o sfart the game over.

Health Renaw

There is o way Paolterguy can restore his health,
Somelimes, a spaciol Ectoplasm slor will appear in
Dungeons. If Polterguy picks up this star, his health is
restored fo maximum and his porfralt returns to normal. A
Health Renew star appears at 50,000 point intervals (1 aof
50,000, another at 100,000, another at 150,000, efc.)
In a 2-Player game, the siar will appear at 25,000 point
infarvals




Ecto Beasts

Ecto Beosts are Polterguy’s night-
mare. He can't scare them, and
they're real pigs when it comes fo
gobbling Ecto. You can count on
running info them in Houses when
there’s Ecto around to suck up.

The Dog

The Sardinis own a Dog who's as
nasty as they are — maybe even

nastier. In many ways, the Dog is
Polferguy’s worst enemy. He can

clearly see Poiterguy even though

the Sardinis cant, He can calm the Sardinis after Polterguy
has scared them, If he barks ot Polterguy, it reduces his
Ecto Level (almost os if he’s faking a bite out of it), His
barking can olso summeon Ecto Beasts. And while Polferguy
con distract the Dog, he can't scare i,

I's almost as if he’s more thon an ordinary mutt

Fright "Ems

The Houses in Haunting are filled with

ordinary-looking everyday objects — fur-

niture, appliances, pictures, efc. But

don't be fooled: many of thase are

linged with supermatural qualities that  Fright 'Em with glow
Polterguy can exploit to frighten and

chase away the Sardinis. These special objects are called
Fright 'ems. They are Polterguy’s primary means for scar
ing the Sardinis,

There's one sure way of telling Fright "‘Ems from ordinary
shuff: Fright "Ems flash with an earie light when Polierguy
gets near them. Fright 'Ems can be entered at any fime,
but will only ocfivate when a Sardini is in the room. All
Fright "Ems have on unlimited number of usages, buf con
only be octivaled once per visil fo each room

To enter a Fright 'Em, press A. To exit a Fright 'Em (and
achvate if) press A ogain.

Fright 'Ems come in three varieties; Trap, Automatic, and
Controlloble

Trap
Trap Fright "Ems are Iriggered, like a bear frap. Jump Into
It to load it, and then jump back out again. Hopetully, this




will aftract @ Sardinl. Trap Fright ‘Ems glisten with a blua
|-EQ|"|T when YO wialk up to them

Automatic

Automatic Fright 'Ems call for a bit of lurking, Jump into one
ond activate it. Automatic Fright 'Ems glimmer with a char-
acteristic yellow light when you come near fhem

Controlloble

Controllable Fright 'Ems are hands-on hauntings that
require a lifle “driving”. As with Manual devices, jump Info
them use the D-Pad fo guide the Fright 'Em around the
room. To cancel on Coniroliable Fright *Em, press A or C.

Confrollable Fright ‘Ems are under a time limit once you
activate them. The green Ecto Meter is fransformed info o
red timer when a Controlioble Fright “Em is active, The
length of the red timer line indicates how much fime you
have left before the Fright 'Em is exhausted.

You can activate some Contfrollable Fright 'Ems for multiple
scares by pressing the A bufion. For example, supposa you
octivate a Confrolioble Fright *Em and o tornado appears; if
you press the A button, lighining will could shool out of the
tornodo unhil the Fright "Em’s ime runs out, These exira
scares will not increase a Sardini’s Fear Level, but will
Incraase the amount of Ecto thal you can scare out of tham

Controllable Fright "Ems glow with a green light while you
are close to them

Spells

Picking Up Spells

apells occumulate in Dungeons in e form of special red
Ectoplosm and condense in the shape of letters. These let-
ters indicate what spell the red Ectoplasm represents:

Dog-0ff
Supr-Scare
Boo-Doo
Ecto-Xtra
Zom-B-lze

Once your Spell Menu is full, you cannot accumulate more

spells

Spell Menu

|. Press C to aclivate the Spall Manu. The Spall Menu
lists all the spells; the spells you can cost are shown
in colored letters. Spells you can't cast are
greyed-out,

Casting Spells

To cast a spell:




Nexi, press the D-Pad up/down to highlight the spell
you want

Press C to cast o highlighted spell. To close the Spell
Window without casting o spell, press A.

Spell Descriptions

Dog-0ff

Ghosts have invented the Dog-Off spell to distract dogs by
laaving o bow! of dog food on the fioor, A mutt will chow
down when it sees the free grub and be distracted

Supr-scare

The Supr-Scare spell creates a gifi-wropped present that's
no gift ond leaves it in a room for some unsuspeching
aardini to find. To achivate Supr-Scare affer you've cast it

] Leave the room and prass Start to call up the over
heqad map.

2. Press A, B, and C, in that order. The box will then
expiode

if a mortal is in the room when the box explodes, their Fear
Laval will jump way up (this will be reflected in the Fright
Meter). Il there is no mortal in the room when a Supr-Scare
detonates, the spell is waslad.

Boo-Doo
The Boo-Doo spell equips Polterguy with throwable fire-
balls. These firebolls couse only nght, not damage.

*  To make Polterguy throw a fireball while Boo-Doo is
In effect, prass A.

The Boo-Doo fireballs fly in the direction Polterguy Is
facing.

Ecto-Xira
Instantly replenishes your supply of Ecloplasm, boosiing
your Ecto Meter up to full.

Zom-B-lze

Polterguy can possess humans for a short fime with the

Zom-B-1ze spell and move them around in a france-like

state. You move a possessed human around with the D-
Pad, just like you move Polterguy. The Sardinis are even
scarier as Zombies than they usuolly are, A Zom-B-1zed

Sardini can even scare a non-Zom-B-1zed Sardini jus! by
walking up to them and pressing A

Points & Scoring

Points are awarded for scaring a Sardini, picking up Ecto
offer a successful scare, efc. You win points only in the
Houses, not the Dungeon




Family Fear Factor

When you scare a Sardini out of the House, you are
awarded Bonus Points, determined by the Family Fear
ractor (FFF)

tach Fear level, from Calm up fo Very High, is worth a cer
tain number of points. FFF is the average of the remaining
Sardini’s Fear Levels. That is, it is the sum of all the Fear

Levels of every family member in the house divided by the
number of victims left

When you call up the Map, the current FFF appears at the
top of ihe screen,

Polterguidance: Hints and Tips

« Sometimes, you'll hear Ecto drop after you've scared
somebody out of o room bul you won't see where it fall
Try to remember where a victim was standing every fime
you scared them - that's whera the Ecto will be. If you
don’t remember where they were standing, check along
the walls and behind objects that block your view of the
fhoar

Usa the Supr-Scare spell when you'ra low on Ecto. If the
spell scores a Sardini out of a room, it will creafe an
exira-big Ecto drop that will fill up your Ecto Meter half
way when you pick it up.

* Use Trap and Automatic Fright *Ems fo confrol a victim's
movements. You can use a Automatic Fright 'Em fo
scare them foword o porticular door, or you can use an
Trap Fright ‘Em to keep them from exiting
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