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The Future Classics Collection consists of five games 
that can be p layed by one player alone. two plnycrs altcrnmcly. 

IWO p layers s imultnncollsly. or one player agai ns t one of our three computer 
personalit ies. Enjoy fu ll-sc reen play for the single player or a speda! 

"split sc reen" for head-In-head competition. E;;lell game has 1210 50 or lllorC 

levels for single Jl la ~' and /or competi tion play. 
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BEFORE STARTING GAMES 
The maSler disk is "wri te prOlcclcd," so if 
you run Ihe game from the maste r copy. 
the h igh scores. compcl ilon games. a nd 
player info rmation will no t be saved . 

Do not "write enable" you r master d isk. 
YOll should play the game lI si ng a working 
copy. You can create a working copy ll sing 
standard eLi commands. Herer to your 
compu Ter operati ng manual if yo u need 
furt her instru ctions. 

This inSirllC lion manual, code book and 
software are copyrighted .:md may nOI be 
co pied. duplicated or reproduced in an~' 
part except to load the software into your 
computer as a working copy for your 
personal file ol/ Iy. 

LOAD ING THE GAME 
I. You can insen your work ing copy of 
Future Classics Collection at the wo rk 
bench prompt. Or, i f you have more than 
512 K, you can rlln the g.Hlle from your 
workbench by opening the Future Classics 
di sk icon on your workbench and then 
opening the Future Classics game ico n . 
2. A screen wilJ come up requesting a 
nu m ber from you r Software Security Code 
Book. User Instructio ns arc on the back 
of your Code Book. 

HARD DISK INSTALLATION 
The Future Classics game can be installed 
a ll your hard disk. To do thi s from th e 
workbench. drag the future Class ics 
drawer from th e Future Classics game 
disk onto yo ur hard d isk. 

KEYBOARD 1 JOYSTICK 1 OR 2 KEYBOARD 2 

Qe!Jl2l " ~ !5J[](2) 
!3tJ~ 

A " BLleJ ) 

EJEJEl '" y 

~EJEJ V 
BUTTON (JOYSTICK) BUTTON 

CJ"(J 
BUTTON Elor[) 
0 

All movem ents of your joystick or keyboard will move your man or the 
objects in the game. Joystick or keyboard control is optional. 

Keyboard 1 and 2 keys m arked button are equivalent to joystick button. 

IAl LEFT 
~ AMIGAKEY 

Gill RIGHT 
~ AMIGAKEY 

Please send inlhe prodUCT regbTra lion card wiTh ro ur CO llllllents. We walll 10 know what 
yo u lhink. We will al so put you m} our ma iling lis t for future release datc~ of all new LI VE 
SlUd ios ga mes. s pecial offers and uther useful information from LI VE Stud ios. Inc. 

NOTE: This inslruct loll l1lanuaJ, code book and FlHure Classics Collection sort ware 
arc registered and copyrlghwd 1990 by LIVE Studios. Inc. ' , with a ll rights reserved. 
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SAVING CHANGES 
While playing the Future Classics 
Coll ec tioll , no ne of your edit s u r high 
scores for any game wil l be saved 10 Ihe 
disk ulltil you select " EXIT GAME" from 
the main menu. 

SELECTING A MENU ITEM 
Usc controller one (0 move the red 
selector box uver the item you wish to 
sclccl. Theil press the bUllon. 

SINGLE PLAYER GAME 
One plnyer can play a full sc ree n ve rsio n 
of each game. 
I. Selec t "SINGLE PtJ\yEH G!\~ IE " from 
the main mell u. 
2. Selec t [he name of player one. To en te r 
a new name. select a "I3LANK" en try and 
type the player's name, then press 
<ENTEIl>. 
3. Select the game you want [ 0 play. 

TWO PLAYER GAME 
Two players Ciln play it full screen vcrsion 
of each game. one player a t it lime. 
t. Select "TvVa PLAYER GAME" from the 
main menu. 
2. Se lect player one. Select plOlycr two. 
:·t Selec t Ihe gam e YOLI want to pl a y. 

COMPETITION GAME 
A "Competit io n Game" is a se ries of 
games you play against all opponent 
simuliancolls ly on a split screen. Both 
pla yers Iry to he the flrsl lo complelC each 
of the gallles that come up during the 
compe tition. The player wil h the h ighes l 
scorc i1tlhc e nd is the wi nner. 
I. Select "COl'-I PETITlON GAl'-IE

H 

from 
the main m enu . 
2. Selec t Ihe competi ti on you wall1lO 
compe te ill . 
3. Selec t player one. The n se lect player 
twO or se lec t "CO~IPUTEn " 10 play 
agains t one of the three computer 
characters. 

SAVING A COMPETITION 
Save a compet itio n tha t you have nO! 
finis hed to con tinu e at a later timc. 
I . Select "S/\ VE COM PETITION " from the 
compe titio n to tal m enu. If you are in a 
ga m e. prcss <ESC>. then select " SAVE 
COMPETITION." The gamc YOli were 
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playing will start over when you continue. 
2. Select iI "BLANK" entry or wri te o\'er an 
existing me. 

CONTINUI NG A SAVED 
COMPETITI ON 
1. Select "LOAD CO\ IPETITION '" from 
the m a in menu. 
2. Select the saved compe titi on that is the 
series you wa ll t 10 continue. 

ED ITING A PLAYE R' S NAME 
1. Select "ED IT pl.I\YEn NAMES" from 
the main Illenu. 
2. Se lect a "BLJ\:-.JK " entry or write over an 
ex istin g name. Use the back a rrow key to 
crase mis takes. then press <ENTElh . 

EDITI NG A COMPETITION 
Your FUlllre Class ics gamc comes with sLx 
predesigned competit ions. You can also 
c reate your own competitions . 
I. Select " ED IT CO~IPETITI ON ~ from the 
main me nu. 
2. Sc lcclthe competi tion that YOLI want to 
ed it. The li st of games in the competit ion 
you select will appear on the righ t side of 
the screen . 
3. To change an ite m . use thc con troller 
to move the selecto r over the itcm yo u 
want to change. Then push and hold the 
bUllon while you use the lcft / right. up l 
dowll contro ls to change that item. 
4. Selec t "SAVE EDIT" to save the 
changes. 

VIEWI NG TH E HI GH SCORES 
I. Select "SEE HIGI I SCO nES" from th e 
m ain me nu. 
2. Pick the game fo r Ihe high scores you 
want to see. You can al so selec t "P1.AYER 
STATS" to see the individ ual hi gh scores 
of each player. 

CHANGE OPTI ONS 
I. Select "RE-CO:-.JFlGUllJ\TION" from 
Ihe main menu 10 se lec t new joysl ick or 
keyboard settings. 
2. To turn sound on or off. press <Fl >. 
3. To s kip the title seq ue nce, press the 
<ESC> key or b utton onc. 
4. To pause or quit a ~arne. press the 
<ESC> key. then se lect " IlF$lJivlE" or 
"QUIT Gi\r-. IE. " 
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DlS KMAN 

Object: Back up your computer disks! Colleci as many 
di sks ~IS ~'Oll ca n. avoid all hazards along the way and 
inserllhc di sks into the d isk d rive. Co llect more d isks 
ror a higher score. Once you have placed one good 
disk into the drive. the exit doors will o pen allowing 
you 10 go on 10 the ncxl]cvcL You witl have 10 Sian 
each level over if you lose your Illall or time rUlls OUI. 

Single Player: You must co mplete each level berore 
you can go o n 10 the next level. l ligh score is a to tal 
score o f a ll levels completed. 

Two PI.lycrs: Same as the single player game Inll the 
two players take turns. 

Competi ti on Play: You mlls t co mplete a maze before 
yo ur opponent does or be rore you lose all your men in 
o rder to add the sco re to your competit ion to la l score. 

Energy Plug - This is tilllchombs. Be carefu l tlOI 

where vour ma n will [Q get run over by one 
appear. Whcn hc rllns Ollt yourself'! 
of energy. JU St rccharge by m running back ovcr a plug. Dynamite · Thc dynamitc 

i ~ li ke the timcbomb. IHH 
Bugs - Bu),;s will kill your ~'ou can push the d ynam it e. 
man! It can be cxp loded by 

pushing "Debug Ball " into 
l\ lunchcrs - Winch Ollt for it. Be c~lrcful whe n 
the munchers because pushing the d ynamite 
the,,'" lIlunch 0 11 an\' di sk aro und! 
in their path! . 

~ Keys & Doors · Pick lip a 
Bombs - The ho mbs will color-coded key to gt't 
blow yOllr man away. through the door uflhe 

0 same color. You are safe 
Magnets · il. lagnc ls are when s tanding in a 
;mractcd 10 your man. doorway. 
Getting 100 d ose will zap 

Q any di ~k! Disks - You can hold lip 10 
fi\'e d isks. 

Virus - Beware of the 
spreadi ng virus! (-""," 

Disk Drive - This is where 
you have 10 insert your 

Timebombs -The~' will a ... tli ~k s. In5ening one good 
blow up al a ~et t ime and di <;k will o pen the exi l door 
dest roy a nr th ing d irectly tn Ihe nex t level. 
ncx l to them. 

$ Diamunds & Hubics-
Debug Ball - Yuu can push These arc worth extra 
the balb arollnd 10 destrov 

~ 
poillt ~. Pick up as mall )' ilS 

bu g~. Illunche!"" I.'t c. Tll('~' you can 10 gel the highe., t 
will <;et o ff d ynam ite and .,cu re, 

To move Debug Ball or Dynamite, face the item , push a nd hold the button to grab the 
it em. Then move your control in the direcl ion you want the it em 10 go, When all is 
hopeless, p layer one press left i\miga key und p layer two press right i\miga key. Walk 
yo UI' lIlan directl y inlo the disk drive 10 load your disks. Press ing the plus or minus key 
wil l lake yu u buck and fo nh through the levels yo u have a lready com pleted. 



TANKBATTLE 
Object: Wo rk your way across the halt lefield, find and 
cap tu re the opposing coal ofa nn s. a nd bring it back 10 
yo ur hase. 

S in gle Player: YO LL wi ll have a sci num ber o f Ill iss iles 
to li se to find and cap lUre the computer's coat of arms. 
I' inish your missio n befo re the lime runs OUI to ge l 
bonus points. Conse rve your missiles. Any miss il es 
left over will be ad ded 10 "our a ll ol men l o f miss il es on 
the next level. . 

Two Players: Same as Ihe s ingle pl<l)'cr ga me bU l thc 
two plnyers l ake [urns. 

Competition Play: Be the fi rsl to bring yo ur oppo­
ne nt's coal o f a rms back to yo ur bnse or destroy a ll of 
your opponent's tanks. You will gCI bo nus points for 
li me left an d fo r the Illlrnhcrofw nks you have left. 

Tnnks - Your tank will hold 
12 missiles and can 
wit hstand four missile hi lS. 

Suppl )' Crates - To get 
morc miss iles and fuel, rUIl 
your tank over your cralc. 

Yo ur lank will rlln our of fuel. so "'nlch 
your fuel gatlgc 10 make SlIre YO ll have 
enough fue l 10 make il back 10 your 
base. Bcturning 10 your base will repa ir 
\'our tank and rclond il with miss iles 
~lIld fue l. Ifyollr lank runs out offuel 
a nd missiles. it will se l f~d estrllct. 

Denecto rs - Thcse will 
delleel ~'O \ll" miss iles. 

I.ase rs · ,\ laser bea lll will 
shine lInlil it hi ts an ohject. 
II will causc damage to 
your tank. 

o 
1l] 

~ 
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Coal of Arms· Th is is the 
color-coded symllollh;n 
identifies each player. 
Ci!Jlttlrc the coal ofanns in 
,·our opponent 's silos and 
bring it back 10 your basc. 

Silos - There are t\\'o 
differenl silos. The" <Ire 
Illarked by the co;u·ofarills 
~\, l1lb()1. These hold "our 
coal of arms. If Ihe re is 
more than one of your si los 
on thc battlefield. ·only one 
will aClllall" have the coat 
of arms in (I. 

Turret Silos · These arc 
computcr cOlltrolled 10 
aim and fire when Iher 
lock in on your tank. 

Suppl y Trucks - The 
<; lIpply trllck will hring 
supplies for your lank. 

Tracking Mines - Trackillg 
m ines gel launched fro lll 
Ihe Illi ne holes on Ihe 
hali lefielcis. These will 
seck OUI and cause damage 
10 your lan k. 

Blocks · The block Willis 
can nUl be destroyed. t\ 
lank can pass over olle 
when it goes d uwll. Plain 
blucks move r<lndomly. 
The blocks with the COJI of 
arms s\"mbol 011 them will 
move clowlI on ly for their 
OWIl lank. 

He lna tl Ligh l . This liglll 
!lashes red . Ihen yellow. 
after vou flrc a shol. If vo ll 
tly to· fire another shot · 
hefore Ihe li ght goes green. 
a IIlb')ile will 1101 he firl'd 
,lI1d tlib will t.:<luse SOIlll' 
slIIall damage 10 yuur lank. 

Press and rel ease Ihe button to fi re miss il es. Press a nd hold the bu tto n Ihenlurn for 
tu rre t moveme nt. In singlc player game o"ly. you can trade extra tanks for more 
missilcs by press ing Ihe <F5::> key. (See ,)(Ige 2 for key/ward allli joystick wllErols.) 
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LOST 'N MAZE 
Objec t: Quickly tfa vcllhrough Ihe corridors lIntil yOll 

l()c~le the exiL Pick up treasures along !ill' W"}, tllil! ca n 
help you lind your way utlL YOIl Illay need 10 li nd key:­
(0 gel through [he loded doors. 

Sill g le Playe r: Don', wilSie lillie si nce YOllr hOllu!:> b 
co u nt ing clown. Usc wha tever means you can to help 
you find Ihe exit. Your high score is ((Haled for all lhe 
mazes played. 

Two Players: Same a:. ~ing lc player game with the two 
players lak ing IlIrtI::.. 

Competitio n Play: Two player::. fal:C through the maze 
looking for Ihe ex it. Usc treasures [0 help ::. pccd you 011 
your way and 10 slow your opponent down. Find your 
wav OU I before lime runs out 10 emn maximum point s. 
l'ui'1HS <Ire award ed 10 hoth players hilsed 011 how close 
each player is \0 I Ill: ex it. Earn additional points hy 
finding bonlls trcn ", lIre~ bcfore your opponent doc.;;. 
YOII will lose the StOp Spel l. Slow Spell. Lipper or 
Bonus Poilll s unless you find them first. 

X Marker - Thb pbces n player from moving for a 
m;]rkcr to mark your pillh. limited lime. 
The marke r will appear on Slow Spell - This ye llow 
thc noor as wcll as on Ihe 0 light will slow your 
Ill;]p. It mny only bc • > 

0pp0I1CIH down for a picked up by Ihe OIl C who ce rtain lime period. 
used it. Th b ~vmbul b 
locmed at the hU ltolll uf Q Crysta l Ball - The Cryswl 
the screen and has I3nll allows the player to 
unlimitcd use for each vicw the entire maze and 
playcr. find thc exit fa ster. Very' 

Question Ma rk - This 
I /O Ilta hIe! 

svmbol allows vou 10 view ¢ Za pper - Th is twin 
tile IXl.rI of Ihe inazc that ligh tni ng bolt allows YO ll in 
you have :llready heen steal one item from your 
through . It is located:1t the o pponent. It ma y be used 
bottom of the screen for whenever your opponelH 
both players. It may be has an item you would like 
used a! any time. to take from him. 

Keys & Doors - Find the G Treasure Chesls - These 
color-ended key 10 get cOllwin allihe objcct~ 
Ihrough the millching lock found wi thin the maze as 
10 o pen the door and well as bonus points. The 
continue through Ihe chests wi ll di s;] ppear o nce 
maze. There is a se l of keys Ihey have bee n fo u nd . 
for each player. 

0 Ar row Sign - When used. 
Stop Spell - Thi~ symbol is the ,t rrow will point the 
a red light. You may usc wa)' to the exit. 
this spell 10 SlO p the other 

Press Ihe bu tton to use the special menu ilems loca ted at the bOllom or the screen. 
Pos it ion the curser ove r Ihe item yo u want to usc ;:md press the b lillon again. To ca ncel 
the seleclio n , move the cont ro l li p o r d own. (See page 2 jor key/ward (llId jUY~·lid.: I·Olllrols. ) 
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DIET RIOT 
Objec t: To put all junk fond stores QlIt of busincss, 
have your man gather nil the food crales fo r each 510 ft! 

amllhrow them into the d umpster. Once the sto re is 
closed. no food wi ll be produced. Beware of junk food 
lurking for a hcalth~1 vic tim. Eating 100 IlllH:h junk 
food will kill ~'OU. Good frui ts and healthy exercise will 
help lose ullwalllcd pounds. Calltio,,: Exercising iOn 
qllid.:/)' call be stress/III to YOllr Iwart.' 

Single Player: Keep slim an d keep going. Playas 
mallY levels a s you C;1Il withuut killing off all your men. 

Two Players: Same tl S the single playe r game with [WO 

pbycrs taki ng turns. 

Compe tition Play: Eat:h pla yer will play ulltil the level 
is fini shed or you run Olll ofmell. nOllU S points will be 
awa rded 10 the wintle r al Ihe end of the leve l. hased on 
the number of men remaining. 

Bea ting Il eart . Your Illan U Fruit - The good fruits wi ll 
will appcar at the Bcating help prcvent yOll frolll 
Ilcnn svm bol when vou cra\'ing "lithe junk foud 
press b~lIlOn one. . Ihnl is roam ing around. 

Junk Food - Junk food 
The\' will also reduce vour 

cOllles in a variel v of 
wciglll if you are a lillie 

shapes and s izes.- }\I I junk 
heavy on the sca le and Ihc\' 

foods arc harmful to vo u 
jlLsllil ighl save your life. . 

and will increase yo u·r p Bc nch Press - Exerc ise is 
wCight ench lime Ihey are the key to s taying a live in 
eatell. Diet Rial. To regain your 

Jun k Food Storcs - These 
slim form. you must work 

are the stores thai wi ll keep OI H! The marc yo u cat. the 

producing deadly Junk 
more you wi ll necd to 

Food unt illhey arc pUI o ut 
exercise. You Illust drop 

ofhus incss! c rates \0 exercise. Keep all 

111 <c. II' 10 t~, ';11 cye 0 11 yOUI' scale. When 
Food Crates· l\'lusl he 

" I " I " " 
you have reached yo ur 

thrown ilHo the dumpster minimum weight. SlOp 
in urder to ]JUllhe Slores exe rcising by pressing Ihe 
0111 ofhusilless. Whcli in IUlllon. 
good s hape you cnn carr)' 

Il eart l\ lonilOr · Keep;ln 
three crates. The more 
weight you gain. the fewer 

e}'e on the Il eart 7\ionllOr 
while }'ou' re exercising. 

crates you call carry. 
Do n ' t tlVercxerl ... or else! 

Du mps te r - The food 

@ Out Of Bus iness - This 
c rates m us t be thrown iliin 

symbol appears nn ;ls torc 
the dumps tcr ill order to 
pUl the s tore out of 

when you hnvc dumped all 

business. 
Ihe Cril lCS for that s tore. 

Press the button to drop a c nlte you <lrc carrying. To put c rates inlo the dumpster, face 
the front of the dumpste r and walk yo ur man into the dumps ter. Press the button to get 
off exercisc equipment (bench press). (See page 2 for key/JUarri (l 11f/ joystick co ll /mis.) 
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BLOCKALANCHE 

Object: Pack your blocks in as tightly 'Hi possible . 
trying nOl to lenvc any open spaces. The level is over 
whcn a ny pan ofa scu[cd block breaks through the 
gl,lss lOp of [he grit!. If you drop your blod berore 
time f lill S O llt, yo u will ge l [0 pick (Jile of three hlocks 
to drop next. 

Single Plaver: To advance \0 the ncxl lcvel. Vall must 
fill the grid up 10 the pcrccllwgc val ue mark'ed by the 
arrow on the percen t scale. [(YOLI fai l. YO li will remain 
on Ihe saille leve l. Drop ping your hlock fas te r will give 
YOIl mo rc poilll s for that block. As the levels ge t 
higher. the percen tage will ill crC;lSC and the lime 
allowed 10 drop yo ur b locks wil l dccrcil sc. 

Two Players: Sa me as the si ngle player game wit h each 
player ta king turns. 

Competition Pla y: The fi rsl player to drop the block afte r it touches the glass will gct 10 
pick the ne xt block 10 fall. For each time ill a row yo u are first 10 drop th e block, you will 
ge t more point s, If tim e fllll S Ollt before the block is d rop ped, the com putc r will pick the 
next block 10 fa ll. Thc playe r who d oesn ' t break through th e glass tOP wi ll wi n the level 
and gel bonus po int s for b locks dropped. 

Press and rc lco:ase th e b utto n to rotat e your block clockwise. To drop yo ur block press 
and ho ld the bulto n, (See page 2 for keyboard alld jo)'srid.: cumruls, ) 

Play aga illst aile of ollr I IIree comp"ter cllaracters. 

Surr s up ... and ~ is Ihis 
guy's ego! In faCI. it 's SO big 
thaI he ha~ a ICnderll.1 ' ro 
[rip ovcr it. which ),011 can 
lISC 10 you r ;l(lvalll agc in 
Blockalam;he ;r " d Dbkmall. 
H()h'~ rIOt a~ bri~ht as he 
Ih inks he b, but Ire ' ~ ju~ t <IS 
mean and he bclien!s in 
winning Ihrough in tim ida­
tion. He proves his ~ lrcngth 
in T<"lnklJ;rule and 
Lust 'N 1'-.laze! 

Whirl a tittle brain! ,\11 you 
galllcrs l)Cwflre! S<"lra is a 
s poi led and very nasty lillIe 
redhead who really haleS to 
lo~c . She likes 10 lease Ihe 
boy!> ami bea t Ihern OIl their 
own game. If rou heal her 
al Die[ I(iul or Losl 'N i'o laze. 
she's SlIre to throw a fil ! 
See if you can givE' her a 
reason IO! ,\ s much as 
you 'rc tem pled 10 beal 
her .. . it's 11 0 \ as easy as yuu 
rni).;hl th ink! 

Ilc's the kind of IWell you 
100'e 10 halc -- he's alw:rys 
righi, and he's always 
willing 10 prove it. And jllst 
when you Ihit,k you 've go, 
hh number. he cOllle~ up 
wi th a difreren l eq uation! 
Stan looks down h is no~e a t 
Diet Him and l"allkl3altl c. 
bUI he' ll pJa~' just to prove 
him ~el f righ t aga in . 
Ilc 's nC\'cr been bealen ;11 
li lockalanche ~ Ir Diskrll:tn .. 
so ii's up to yo u! 
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SCFTWARE SEt:'URln ~ 'lDE · BOOI( 

To utilize the code-book, you mu.'lt 'type in th~ 5-digit nUDlber at 
the ind icated l?AGE; LINE, and COLUMN location of the code­
book and then preSs the <ENTIiR'> key, ,The location of the 
number ,viUbe diSplayed 'Y',thlna reqllester that will 'come-up' 
immediately afteI:_'the,:'progranLstarts executing. You wiUbe given 
three 'attempts to correctly enterth~, ?-<ligit number before, t~e 
,system will be,reset, The following ,message will be display~ if 
you trpein th~ Wrongnuml;Je.t; 

( I Nt 0 R R E C t,t tV aga in ! ) 

Below. is a representation 'of what : th e: requester looks like: 

(}ODE· B,QOK : 0002 

Please e Ii Ie r "u m b e ra I : 

Pa g e 

01 

Li n e 

20 

000'00 

Col umn 

D 

( an d p r ~s$ <E NTER> 

For ,example; u you were pr~e:d.' :vatith· the , above requester, you 
would look up the!}Umber at page m, line (20), and column (D), 
This number is (63560); so you would ,go ahead and type '63560' 
and then preSs the <~> ,key, The program would then begin 
executing, As mentionedbefur", you are alloWed (3) attempts to 
_eJlter the number. Iff(".! Sorriereas-on you. wish to exit the . 
requester before enferi'ng the: correct number, you may do so by 
,pressing the <ESC> key, ' 

NOTE:.r "_i_sCode bookt-,in6trudlon'mantMi a'_itd .Fu,ture Cl as&i,cfI Coll ed ion 9Oft ,Witrt' 
~n. regiSfe-rt-d; ~_rKrCop~Ti~_t~!1 fl !li.tJt~Jli Lvv'.itStiia j O!f" ,lnc. '.', with .tll right&resen't!d. 


