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: eritical thinking, Eventua.lly you 1bw to proceed in each case.

: 'But to keep things interesting, the com eontinually vary the correct
golubion to the particular problem so that you never know what the answer
‘should be until you begin each session. And, of course, if you're not careful,
it may be too late at that point to do anything.

Finally, later in this manual, We pro vide descriptions of each of the envi-
ronments and the major challengés contained therein, If you think that this
information will spoil your enjof .- of.the game, don't read pages 11 and
1 2. Peraonally, we think you'reigoing ta need all the help you can get. In faat,
‘there’s a special menu which letd ¥ou just practice any of the games as many
bimes as you like befors you try to set your own personal speed record
withoub getting Blown Away.

INSTALLATION INSTRUCTIONS ’

Step One; Install Video For Windows :

Blown Away makes uge of recently released Video for Windows faat.uras and will

probably require updating VFW on your computer, even if you have a.lz-ea,q;v inatalled

it. To install Microsoft Video for Windows 1.1 Runtime, please do the fol[o‘wﬂng

1. Click on the FILE option of the Program Manager menu bar .

and a pop-up menu will appear.

Choose RUN and a pop-up box will appear.

Type d:\VFW1 1\SETUF as the file name and press ENTER (substitute your
U CD-ROM drive letter for d: in the above line).

4, Follow the SETUP program’s instructions. (This may take up to 8 minutes)

Step Two; Install Blown Away

Run the Blown Away Setup program. To accomplish this,

please do the following: r“""" -

Lia rﬂnak on the FILE optioh 3 of the Program Manager menu bar
a.ﬁd,a. pop-up menu will appear.

g. Ohncae RUN and & pop-up box will appear.

3. Type d:SETUR.EXFE as the file name and press ENTER. (substitute your
'0D-ROM drive letter for d: in the above line).

You will need to restart Windows after this installation in order for
all the relevant features to be active before starting the Blown Away game.

To start t.he :Blown .&way ga.mﬂ duuble omk on the
Blown Away [con in the Imagination Pllot.a Multimedia group
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1. Once you‘i?e carefully viewed any video sequencse,
-~ you can skip it in the future simply by clicking the
~ mouse anywhere on the screen during the movie.

<. Once you've clicked on an active object or clue, it will
not necessarily operate again. In addition, certain objects
- or clues will not operate unless you have previously
_..clicked on other specific objects or completed other
‘operations, &

3. Accessing the MENU acts as a pause control on the game
and stops the game progress. Use the “return” button to
resume game play at approximately the point at which you

. paused. As you reach new environments or attempt new chal-

b useful to “save” your existing game in case you fail and
sume play at a point later than the beginning of the entire
DU may “save” multiple entry points into the game in thig

1 to allow you to return:from time to time to your favorite
sacmencaa or the most challenging and dﬁ‘ficult problems._.
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BOSTON BOMB SQUAD LOG [NCIDENT REPORT

Time y Location

08:45 p.m. 1. Jimmy Dove's Hospltal Room
A. Access Panel

10:15 p.m. 2. Living Room—Jimmy Dove's Apartment
A. TV Game

B. Video Poker Game

¢. Clues to Hostages

12:15 a.m. 5. TV News Studic—Robin Small
A, Card Game
B, Thermal Maze

0R:156 a.m. 4, Police Laboratory—Patrick Green
A. Key Box

B. Fuse Box

©. Lab Room Maze

D. Mercury Puzzle

04:15 am. 5. Sam's Toy Store

A, Xylophone

B. Train Game

0. Labyrinth

D. Grid Game in Back Room

05:18 a.m. 6. Phone Company
A. Template Game

06:15 a.m. 7. Helicopter
A. Code Word
B. Audio Scramble

07:16 a.m. 8, Bomb Van
A Phone Game
B. Detonator #1

08:00 a.m. g. Tunnels
A. Intelligence Puzzle
B. Slider Puzzle
| 0. 4x4 Puzzle
' D. Water Obstacle
' E. Tunnel People

08:45 a.m. 10. Switch Room
A 1-3-5-7 Switch Game

11. Detonator Room
a A Detonator #2
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0 navigate the silver ball
e lower left corner. This will

bagk room of the Toy Btore. Use

tHe game board so the ball will

~ through the maze down to the finish hole
release one of the locks on the door to th
the navigation tool in the lower box to bilt
roll in any direction.

14, Grid Game in Back Room: The floor tiles all resemble playing cards-the
walls are marked with suits-Sam's trapped across the room-and you've got
to find a safe path (moving from tile to tile) to get to him without stepping
on a Bouncing Betty, Sam will give you some helpful directions, but he'’s too
“tied” up to do much else. el )

15. Template Game: The flas lightr on the map indieates the geographic
origin of the cellular call from “daughter. One of the templates stored
In the bins to the right of the map matches the grid surrounding the
flashing signal-find the correct template in less than two minutes and
you'll have the right location.

16, Code Word: You've got three minutes to decode the numbers shown on i
the control sereen into a word using the alpha/numeric data entry key pad.

You should already know the word if you've come this far—or maybe you've |
Just been lucky. |

17. Audio S8cramble: You've got 30 seconds to dentify the jumbled message
playing on the speaker using the three control dials to adjust various audio
components of the sound-the video display helps to measure your progress
&8 you try to lock in the solution. k

18. Phone Game: Three numbers are missing which relate to the first tﬂ% b
And the last three numbers which eppear on the screen—you've got to
tletermine the correct thres numbers and their order and insert them
before time runs out. You've got three minutes.

19, Detonator #1: You've got to enter the correct code into the detonator to
start the timer for the final sequence. Don’t press any of the center control
buttons and finish in less than a minute,

#0. Intelligence Puzzle:,,._l.‘bzéka";]ike kids’ stuff, but it’s very tough. You've
#ot to grab the right magnetio letters to spell the missing word. The correct
ANBwer relates to the words to its left and right, just like the three words
above and below it relate to each other. All clear now? Four minutes to get
it done.

«1. Slider Puzzle: It's no help that the control panel's missing-but you can
do it. Move the chips around until you find the secret button. Frese the
button and the door will open just like that.

@@, 4x4 Puzzle: Oh, nol It's back. But now it's 4x4 and much, much
tougher, You'll also need to find the constant this time. Same deal other-
wise. Use each number only once.

£3, 1-3-8-7 Switch Game: Face to face with Justus-you'll take turns
throwing switches until only one switch is left. You can turn on as many
switches in any one of the four panels as you want each time it's your
turn, but don't be left with the last switch. The only way to the second
detonator is through the Switch Room. Five minutes or you're history.

#4. Detonator #3: You've got 30 seconds to enter the gorrect code into
Lhis detonator to activate the center control button. You'll nesed precision
timing after that and Lizzy’s help in order to end the struggle and
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f Wardrobe and Make-Up o1
Talent & Casting Assistance \
Quality Assurance & Testing Phil Davis ;
- Daniel P. Di@aro

) Michael Downen
4 — Bill FPGBtO
3 Virgil Cruz.
Tvan Shel:lon

Manual Cantent &_;Design Carolyn I:uedars
Beta Materials & Distribubi -Branda. L. Rowland
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¢ Relations 9 ola Davis PR )

The cast members of the inte
Jimmie F. Skaggs (Justus
(Patrick), Janna Mick
(Phone Guy), Step

(lnne Wola.nda (Tunnel Grook) Ltva action aaq ]
Image G Studios in E.?:udio City, California. '

In its t.heatﬂE?.l release, MGM‘S Blnm '

8creenpla.y by Joe Ba.tbeer & John_
music used in the intéractive game are based

the original film score by Alan Bylv‘"’ stri. We are
fntertainment Group, the producers of th fllm,
for their assistance and support throughout the (i
interactive game. £ ] ) ? :
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SOFTWARE AGREEMENT AND COPYRIGHT NOTIFICATION
The software described in this document is furnished under &
Licenge Agreement for the end user's personsdl use and enjoyment
and may -only be used in accordance with the terms of the License
Agreement. In addition, this software is protected under Federal
Copyright Law and no part of the software or this document may be
reproduced or transmitted, translated or reducad, in any medium or
form or by dny means, electronic or mechanical, including photo-
copying and recording, for any purpose without the express prior
written consent of Imagination Fllots, Ine. ©1994 Imagination Pilots,
Inc. All rights reserved. Printed in the United Btates of America,

LIMITED SOFTWARE WARRANTY
We warrant that the CD-ROM on which the encloged software
program is recorded will be free from defects in materials and
workmanship for a period of 30 days from the date of purchasge.
If within 30 days of the date of purchase, the CD-ROM proves
defective In any way, pleasa call 1-800-754-17285 to obtain an
authorization number, and then return the disk as indicated below
for a free replacement. After the 30 day warranty period, we will
replace defective disks for a reasonable charge. The softwars is
provided "AB 18" and without warranty of any kind, expreas,
implied, or otherwise, including without limitation any warranty of
merchantability or fitness for a particular purpose.

REPLACEMENT DISK
In the event that you require & replacement compact disk, please
send the original disk along with a brief explanation of the problem
which you encountered with the disk, and any required payment to:

IVI Publishing, Ing.
7600 Flying Cloud Drive
Eden Prairie; MN BB5344-3738

SYSTEM REQUIREMENTS 486/33 or better IBM-compatible full Multimedia PO
Lzval 2 system = 8 MB HAM and 5 MB fres Hard disk space » 540 X480 Supsr VGA
Minifor with 256 Colors » Double spesd CD-ROM drive with minimum 300 KB/sen
transfer rate « 18 Bit Microsoft Windows compatible Sound Card and speakars
» Microsolt Windows 5.1, MB8-D0OS 5.0 or higher, antl MS-DOB OD-ROM axtensions

FOR TECHNICAL SUPPORT CALL: HINT HOTLINE
1-800-764-1726 1-812-996-6390




