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SPECTRUâÂ

SPEED TRENæ HUNCR tooD

FREEryruI&CK I 6

SWNE SUCKER 2 8 AnythinS

srcBUUS 3 7

DUST BRAIN 5 5 8læd

FIST FACE 5 I

HORN HAD 6 6 1

SKULL FACE 7 I Sbbac€s

5CRfuIN'MEEMIE I 9 3 Coke

'REEI(ÿ 
IUN !OR EVERÿONE

gecome top MADBALL on th€ planet ORB (and in so doing score as
many points ôs possible). The key to domination is to become the
leader ofthe notorious gôngs ofMADBALLS who collectively
control whôt passes for a pôrliament, on this most unfortunate of
planets. you are "Dust Brain" and hôye decjded that none but your
good self should rule From nil on. To this end you must 'tonvince"
the otherthôt your Nn policies ôre ultimately the best.
This is ôccomplish€d by smashing them into the goals, ônd onto your
team or'tabinet'l Once captured, their individual talents dnd
idiosyncrasies can be used to help'tonvinc€'remaining doubters.
The MADBALLS on yourteôm can swôp places by diving into the
nearest open DUSTBIN and when you have collected ôll the rogue
MADBALLS you hôve become the Boss ênd hôve thus won!
The fact that the other MADBALLS hile had the same idea, or âre
iust plain mean 'n'dil complicôtes mêtters and you'll soon notice
fôr instance thôt ôll the other MADBALLS are out to kill you...,
There êre other bôrls, undistinguished BUREACRATS whom
everybody hates, ifyou kill one ofthese, you score ryen more
points.
Cêndidacy for boss MADBALL is not forthe squeemish.... Gross is Great!

LOADING
1, Place th€ cassette in your recorder ensuring thôt it is fully
rewôund-
9. Ensurethôt the MIC socket is disconnected ônd thôt the volume
and tone controls ôre set to the appropriate læls.
3. lf the computer is a Spectrum 48K or Spectrum + then loôd as
follMs. Type IOAD""(ENTER). (Note there is no space betw€en the
two quotgs). The " is obtôined by pressing the SyMBOL SHIFT ônd P
keyssimultaneously.
4. Press PLAy on your recorder ônd the game will load êutomôtically.
lf you hôve ôny problems try adjusting the volume and tone controls
ônd consulting Chapter 6 of the Spectru m mênual.
5. lf the computer is a Spectrum 198K then follry the loading
instructions on-screen or in the ôccompanying manuô1.

cot{lRoLs
The gam€ is controlled by Joystick or Keyboard.
Pressing 1-4 on the title page selects different Keyboôrd.4oystick
options.
the keys for option 1 ôrer-
O-UP
A _ DO\IÿN
O - LEFT
P _ RIGHT
N _ FIRE

UP

DO\ÿN
Pressing ENTER pôuses the game, pressing H whilst in pause mode
quits the gôme.
Press FIRE to start a nry game.
To swap with a côptured MADBALL bounce over an OPEN DUSTBIN
pfess FIRE when you land.
lfrcu need tô BRAKE your dir€ctional bounce CENTRE the JOySTICK
and hit FIRE as you lônd.

GATIE PLAÿ
Each MADBALL moyes ôt a different relatiw speed according to
type, ênd has a pôrticular momentum. 50 that if you are in control
of a "slry" MADBALL the other ones will mrye faster in relôtion to
the bôckground thôn you do, and vice wrsa of course. The
pôrticulôr strength factor determines hw easily or otherwise the
MADBALLS are deflected from th€ir paths, by interaction with both
§cenery and other MADBALLS.
Each MADBALL ôlso hôs its energy ldel, indicated when in pla!/ by
the rate of rotation ofthe "barber shop poleÿ'which lead into the
MADBALLS cabinet. Each MADBALL hôs its wn food ônd
consumption requirements, see on,

MADBALLS use the scenery to bounce on whilsttrying to kill eôçh
other. The scenery consists ofvôrious objects and plônes to be'
bounced on, hazardous or helpful depending on the condition and
type ofMADBALL in play DO\)ÿNHOLES, UPHOLES, OUTHOLES, ând
GOALS take you on through, or out ofthe game.
TRAMPOLINES:- Help a flagging MADBALL to regain ô little bounce.
SPRINGEOARDS:- Boost yourvelæity to get you ryer those chasms.
RUBBER TyREST- Very bouncy in ôll directions.
CATAPULTS:- For those longer bounces.
DUSTBINS:- Bdrriers ônd deflectors.
OPEN DUSTBINST- To swap MADBALLS.
RAMPS ônd PyRAMIDS:- Forvôrious uses.
OIL SLICK:- To send you sliding.
FRIED EGGSr- you can squash these and collect extrâ points,

STAIUSAàID SCONING
At the startofthe Sôme the status display is an empty tubq into ônd
out of which gæs a spinning "barber pole".
The rôte ôt which this spins indicdtes the currenteneIgy lqel of the
ball in play. As you score points numbers appear on the stâtus line
giving current tally.
tf you t<nock a mÀDBALL throush a goôl he fôlls ihto the empty tube
and onto yourteam. lfyou go into OPEN DUSTBIN atthis point you
will leave the screen ônd reappear in the tube. As you bounce along
the tube you will knock into the captive MADBALLS côusing the
nearest one to the other end of the tube to fall into play, the energy
indicators reflectthe nry MÂ,DBALLS current condition.
Points are scored when you knock other MADBALLS into the goals
to getthem on your team.
Use côptured MADBALLS to get around and to score, collect refuse
to feed your MADBALLS and increase energy.
Points ôre also ilôrded forr-
Squôshing FRIED EGGS.
Bashing BUREACRATS out ofthe gôme.
Using any of the bôckground ôppôratus.
lf you failto win before getting killed you will see the HIGH SCORE
table on which only th€ BADDEST êppear.

HI1iI15 AND IIPS
* Lure prospectiw victims to the proximity of a Soal.* Môke a môp of eôch læ1.

TADBALLS
Its program code, graphic representation and artwork are the
copyrightof Ocean Software Limited and môy not be reproduced,
stor€d, hired or broadcast in ôny form whatsoryer without the
writtèn permission of Ocean Softwôre Limited. All rights reserued
worldwide,
This softwar€ product hôs been côrefully dryeloped and
manufactured to the highest quôlity standards. Please reôd carefully
the instructions for loading.
IF FORANY REASON YOU HAVE DIFFICULTY IN RUNNING THE
PROGRAM, AND BELIEVE THAT THE PRODUCT IS DEFECTIVE, PLEASE
RETURN IT DIRECT TO:
tR. yÀÎE3, OCEAX SO]TWARE LttllED, 6 CEI{lnAL SrREEr,
talrcHEsTEn tt 5ir5.
Ourquality control departmentwill test the product and supply an
immediôte replacement if we find a fôult. lf we cannotfind ô fault
the productwill be returned to you at no chaBe. Please note thôt
this dæs not ôffect your statutory rights.

cnEDtrs
Progrômmed by Strye Lâmb
Producid by D,C. \ÿard
Designed ônd Created by Denton Design O 1987
O 1987 Ocean Softwôre Limited
TM designates trademark of O 1986 Those Characters from
Clæland, lnc.
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MADSALL 5PÉD NENGÿH HUNGER FOOD

FREEKYruIBCK a 6

SWNESUCKER I 7 8 ArMhinE

5@BUUS 6 7

DUSTBRAIN 5 5 Elood

frsT rAc€ 5 2

rcRN HUD 6 6 7 bbbôS6ônd fiuir

SKULL FACE 1 GbbôS

SCRhIN'M€ilIE 8 I 3 Coke

;REE!(ÿ ]Un FOn EVÉnÿoxE
Becôme top MADBALL on the plônet ORB (ônd in so doing score ôs
môny points ôs possible). The key to dominôtion is to become the
Ieader of th€ notorious gangs ofMADBALLS who collectively
contDl what passes for a pôrliadent, on this most unfortunate of
planets. you are "Oust Brain" and have decided that none but your
gæd self should rule from nN on. To this end you must'tonvince'
the otherthatyour c rn policies ôre ultimôtely the best.
This is accomplished by smôshing them into the goals; and onto your
teôm or'tabinet'l Once captured, their individual talents and
idiosyncrôsies can be used to help'tonvince" remaining doubters.
The MADBALLS on your team can swap places by diving into the
nearest open DUSTBIN and when you have collected ôll the rogue
MADBALLS you hôw become the Boss ônd have thus won!
The factthôtthe other MADBALLS haye hâd the same idea, or ôre
just plain meân 'n' ryil complicates môtters and you'll soon notice
for instônce that all the otheTMADBALLS are outto kill )ou....
There are other bôlls, undistinsuished BUREACRATS whom
ærybody hâtes, if you killone of these, )ou score æn more
points.
Candidscy for boss MADBALL is mt for the squeemish. . . . Gross is Greôt!

LOADING
cPc464
Plôce the rryound cassette in the cass€tte deck type RUN,, and
then press ENTER key. Follw the instructions ôs they appear on
sr€en. lf there is ô disk drive attôch€d then type I TAPE then press
ENTER key. Then type RUN" and press ENTER key.

(The I symbol is obtained by holding shift and pressing the @ k6y).

cPc 664 ând 6128
Connecta suitable cassette tape recorder ensuring thatthe correct
leads are attôched ôs defined in the User lnstruction Booklet. Plôce
the reound tape in the côssette recorder ând type I Tape then
press ENTER key. Then type RUN" ônd press ENTER key follw the
instructiss as they ôppearon screen.

Dtst(
lnsert the program disk into the drive with the A side facing
ugdêrds. Iype I DISC and press ENTERto môke sure the machine can
accessthe disk drire. Næ type RUN" DISC and press ENTER the
game will nry load automatically,

coilrnotS
The gôme is controlled byJoystick only.

UP

ESC - Pause game.
Q - Quit (whilst in Pause mode).
Press FIRE to stôrt a nil game,
To swap with a captured MADBALL bounce owr an OPEN DUSTBTN
press FIRE when you land.
lf you need to BRAKE your directional bounce CENTRE the../OySTICK
and hit FIRE ôs you land.

GAIIE PLAÿ
Each MADBALL mæs ôt a different relative speed according to
typg and has ô particulôr momentum. So thôt ifyou êre in control
of a "slw" MADBALLthe other ones will more fêster in retation to
the bôckground thôn you do, ônd vice rersa of course. The
particulôr strength factor determines hoil easily or otherwise the
MADBALLS are deflected from their paths, by interaction with both
scenery and other MADBALLS.
Edch MADBALLâlso has its energy lryel, indicôted when in ptay by
the rate of rotôtion ofthe "bêrber shop poles" which lead intô the
MADBALLS cabinet. Each MADBALL hês its wn food and
consumption requirements, see on.

MÂDBALLS use the scenery to bounce on whrlst trying to kill each
other. The renery consists of various ôbjects and plônes to be
bounced on, hôzardous or helpful depending on the condition and
type ofMADBALL in plal DO\ÿNHOLES, UPHOLES, OUTHOLES, and
GOALS take you on through, or out ofthe game.
TRAMPOLINES:- Help ô flagging MADBALLto regôin a little bounce.
SPRINGBOARDS:- Bæst yourvelocity to getyou ffirthoæ chasms.
RUBBER TYRES:- \€ry bouncy in all directions.
CATAPULTS:- For those lonser bounces.
DUSTBINS:- Barriers and detlectors.
OPEN DUSTBINST- To swap MADBALLS.
RAMPS and PyRAMIDST- Forvarious uses.
OIL SLICKT- To send you sliding.
FRIED EGGSr- you can squash these ônd collect «tra points

31Â1US AXD SCORilTG
Atthe start ofthe game the status displôy is an emptytube, into and
out of which goes ô spinning "bârb€r pold'.
The rate at which this spins indicôtes the cufient.netgY ldel ol lhe
ball in plôy. As )ou score points numbers appeôr on the status line
giving current tôlly.
lfyou knock ô MADBALL through a goôl he falls into the empty tube
and onto yourteêm.
lf you go into OPEN DUSTBIN at this point )ou will leæ the screen
and reappear in the tube. As you bounæ along the tube you will
knock into the côptive MADBALLS causing the nearest one to the
other end ofthe tube to fall into play, the energy indicâtors reflect
the n€rÿ MADBALIS current condition.
PoinG are scored when you knæk other MADBALLS into the goals
to getthem on yourteôm.
Use côptured MADBALLS to get around and to score, côllect refuse
to feed your MIIDBALLS ônd increôse energy.
Points ôre also ilârded forr
Squdshing FRIED EGGS.
Bashing BUREACRATS out ofthe game.
Using any ofthe bôckground ôpparatus.
lf you failto win before getting killed you willsee the HIGH SCORE

table on which only the BADDEST appear.

!ilil15At{D.1tPS
* Lure prospectire victims to the proximity of ô goal.
* Make ô map of each 19re1.

IIADBALLS
Its program code, grôphic representation ônd êrtwork are the
copyright ofOcean Softwôre Limited and may not.be reproduced,
stored, hired or broâdcsst in any form whôtsoærwithoutthe
written permission of Ocean Software Limited. All rights reserved
worldwide.
This software product has been carefully deloped and
manufôctured to the highest ôuality standôrds. Please read carefully
the instructions for loading.
IF FOR ANY REASON YOU HAVE DIFFICULTY IN RUNNING THE
PROGRÂM, AND BELIEVE IHATTHE PRODUCT IS OEFECIIVE, PLEASE
RETURN IT DIRECT TO:
iln. ÿa1E3, OCEÂI{ 3o}lwarE LtrrlED,
6 CENTIAI. s?nClr, âlAt{CarES'En rtit 5113.
our quality control department will test the product and supply an
immediate replôcementifwe find a fault. lfwe cannotfind a fault
the product will be returned to you ôt no chârge. Please note that
this does not affect your statutory rights.

CNEDIIS
Progrômmed by Steve Lâmb
Produced by D.c. Ward
Designed and Creôted by Denton Design O '1987
O'1987 Ocean Software Limited
TM designates trademark of O 1986 Those Chôrâcters from
Clryeland, lnc.



S?EEO TRENqH HUNGER FOOD

FREEKY ru[3ACK a

SVINESUCKER I 8

SLOBUUS 3 6 Fish hæds

DUST ERAIN 5 Blood

flST TACE 5 9 Bon6

HORN H€AD 6 6 Gbbôgesênd fruit

SKUTL FACE CabbôSs

SCREMIN'MEÉMIT 8 I Coke

IREEKÿ ]UN }OR EUENÿOiIE
Become top MADBALL on the plan€t ORB (ônd in so doing score ôs
môrry points ôs possible). The key to dominatiôn is to b€come the
leader of the notorious Sôngs of MADBALLS who collectiyely
control whôt pêsses for a parliament, on this most unfortunôte of
planets. you ôre "Dust Brain" and have dêcided that none but your
Sood self should rule from now on. To this end you must 'tonvince"
the other thôt your own policies are ultimôtely the best.
this is accomplished by smashing them into the goals, and onto your
teôm or 'tabinet': Once captured, their individual talents and
idiosyncrôsies côn be used to help 'tonvince" remaining doubters.
The MADBALLS on your team can swôp places by diving into the
nearest open DUSTBIN ônd when you hæ collected ôll the rogue
MADBALLS you hôve become the Boss and hile thus won!
the factthêt the other MADBALLS have had the same ideô, or are
just plain mean 'n' dil complicates mêtters ônd you'll soon notice
for instance thôt all the other MADBALLS êre out to kill you,,..
There ar€ other bôlls, undistinguished BUREACRATS whom
ærybody hôtes, if you killone of these, you score ryen mor€
points.
Côndidacy for boss MADBALL is not for the squeemish.... Gross is Great!

LOADING
Position the côssette in )our Commodore recorder with the printed
side upwards and make sure that it is rryound to the beginning.
Ensure that âll the leads are connected, Press the SHIFT key and the
RUN,/STOP key simultôneously. Follil the screen instruction- PRESS
PLAy ON TAPE. This prosram will then load automôticôlly. For C198
loading type GO 64(RETURN), then follN C64 instruction.

DISK
Select 64 mode. Turn on the disk drive insertthe progrôm into the
drive with the lôbel facing upwôrds type IOAD '*';8,1 (RETURN) the
introductory screen wlll appear and the progrôm will then load
ôutomatically,

cor{rR0r5
The gôme is controlled by Joystick.

UP

DO!ÿN

To swdp with a captured MADBALL bounce over an OPEN DUSTBIN
press FIRE when you lônd.
lf rc.u need to BRAKE your directional bounce CENTRE the IOySTICK
ônd hit FIRE asyou land.

êln: prnv
Each MADBALL mffis at a different relative speed êccording to
typq ônd has a pôrticulôr momentum. So that if you are in control
of a "sl@" MADBALLthe other ones will mrye faster in relation to
the bâckground thôn you do, and vice versa of course. The
particulôr strength factor determines how easily or otherwise the
MADBALLS are deflected from their pôths, by interôction with both
scenery ând other MADBALLS.
Each MADBALL also has its energy ldel, indicated when in plây by
the rât€ of rotôtion ofthe "barber shop poles" which lead into the
MADBALLS côbinet. Each MADBALL hôs its own food and
consumption requirements, see on.

MADBALLS use the sceneryto bounce on whilst trying to kill eôch
other. The scenery consists of various objects and planes to be
bounced on, hôzardous or helpful depending on the conditiôn ônd
type of MADBALL in plôy DOWNHOLES, UPHOLES, OUTHOLES, ônd
GOALS tôk€ you on through, or out of the game.
TRAMPOIINEST Help a flôgging MADBALL to regain a little bounce.
SPRINGBOARDST - Boost your velocity to get you over those chasms.
RUBBER TyREST- Very bouncy in all dir€ctions.
CATAPULTS:- For those longer bounces.
DUSTBINS: - Barriers ônd deflectors.
OPEN DUSISINS:- Io swap MADBALLS.
RAMPS and PyRAMIDS:- Forvôrious uses.
OIL SLIC(:- To send you sliding.
BUBBLES:- !ÿhich pop to gi,€ dtra points.
tRIED EGGSr- you côn squôsh these and collect points by lônding
on the CHICKENS releêsed,
Most ofthe background scenery animates as you will djscover.

STATUS A1{D SCORIilG
At the startof the game the stôtus display js an empty tube, into and
out ofwhich goes a spinning "barber pole'l
The rate at which this spins indicôies the current energy level ofthe
ball in plôy. As you score points numbers ôppearôn thebtatus line
givins current tdlly.
lf you knock a MADBALL through a goal he falls into the empty tube
ônd onto your team. lf you go into OPEN DUSTBIN at this point you
will leare the screen and reapp€ar in the tube. As you bounce along
the tube you will knock into the captiw MADBALLS causing the
neôrest one to the other end of the tube to fôll into play, the energy
indicators reflect the nil MADBALLs current condition,
Points are scored when you knock other MADBALLS into the goals
to get them on your team.
Use captured MADBALLS to Set around and to score, collect refuse
to feed your MADBALLS and increase energy.
Points are also ilarded for:-
Popping EUBBLES by landing your MADBALL on them.
Squashing FRIED EGGS and côpturing the CHICKENS they release.
Bôshing EUREACRAïS out of the gôme.
Squashing BUREACRATS by landing your MADBALL on them.
Using eny of the animêted background appôratus,
lf you fôil to win before gettins kill€d you will see the HIGH SCORE

table on which only the BADDEST appeôr.

1il1{rs a1{D ltPs
* Lure prospectiw victims to the proximity of ô goal,
* Discoyer which balls eat which items for food.
* To succesfully bump another MADSALL it helps if you hile

more heishtthan he hôs when attêcking.
* The CHICKENS don't hông âround for very long.

iIADEALLS
Its program code, graphic representation and artwork ôre the
copyright of Ocean Software Limited and may not be reproduced,
stored, hired or broôdcêst in any form whatsoryer withoutthe
written permission of Oceôn Software Limited. All rights reserwd
worldwide.
This softwôre product has been carefully dæloped and
mônufôctured to the highest quôlity stândards. Pleôse reôd carefully
the instructions for loading. lF FOR ANy REASON yOU HAVE
DIFFICUITY IN RUNNING THE PROGRAM, AND BELIEVE THAT THE
PRODUCT IS DEFECTIVE, PLEASE RETURN IT DIRECT TO:
llln. ÿaÎEt, ocEAN sotlwaRÊ uü|lED, ô cEl{1na1 lrnEEl,
,rlÂl{CllE§TEn lll 51{S. Our quality control department will test
the product and supply an immediate replaqement if we find a
fault. lfwe cannot find a faultthe product will be returned to you ôt
no charge. Pleôse note thôt this does not ôffect your statutory rightè.

CREDIlS
Produced by D.C. \ÿard
Designed ônd Creôted by Denton Design O 1987
G) 1987 Ocean Software Limited
TM d€signâtes trademark of O 1986 Ihose Characters from
Clælônd, lnc.


