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Tic-Tac-Tiles!

You've selected your level, anc
now the colored tiles start to fum-
ble down the ramp. You 2000m your
paddie back and forth to carch
the tiles and flip them into the
bins to create rows of same col-
ored tiles. The rows can be vertical,
harizontal, or diagonal, and three
ar more tiles in a row create a
Kian.

Souncs easy, right? It s, until the
tiles speed up and tumble down
the ramp s0 fast you can barely
weepn up! Faster ang faster, your
paddte becames a Biur a3 you
struggle o Keep up with the pace
Wil you 3ce the wave or are you
destined to fail? Either way, you'll
find yourseif guickly agdicted to
the good klean fun of tic-tac-kKLAax

Getting Started

#iax is @ fast-paced game of con-
centration, skifl, and chance

Foliow the steps listed below to
start the game:

1. WIth your 2600 (or 7800™ game
SySEem switched off, Insert the
Klax cartridge into the cartridge
siot a5 described i your owner's
rmanual,

2. Connect a cantroler to the left
Controiler port.

3. Switch anyour TV and 2600 jor
78000 game console The Kiax
title screen Appears.

4. Press the fire button once o
bypass the title screen. The
Wave Select screen displays,
Press left or right an the
joystick to mowve the Klax Hand.
When the Klax Hand points to
the desired skill fevel, prass the
fire buttan to select rthat skill
level and display the Wave
Description scraan

Note: The more difficult the
Sk fevel, the faster the tiles
tumble down the ramp

Optional Game Controls

To enhance play, the following
oprianal game controals allew you
to pause and restart the game:

® |F yOu are tising an Atari 7800
press PAUSE 1o pause the game
Repeat to resume olay, on a3
2600, push the TV TYPE switch
1o "BW' 1o pause the game
SwWitch Back to "Color to
resume glay

+« To return to the Wave selection
SCreen and restart the game
with the currentiy selected
options of to choose a differ
£nt wave press SELECT



Playing the Game

The object of the game is to
accurately place colored tiles that
tumble faster and faster down the
ramp To earn points and to grog-
ress from level to level, you must
place the tiles in vertical, norizon-
tal, or diagonal patterns called
Klaxs. Three or more same colored
tHes in 3 row s a Kiax,

The colored tiles advance down
the ramp roward a paddie that
you contral with the joystick You
miust move the paddie back and
forth in the paddie silde to catch
the tumbling tiles as they arrive at
the hattom of the ramp. Move the
paddle By pushing the joystick
right or left. The thes fall onto the
paddle. Yau can stack a maximim
of five tiles on your paddle at a
tome,

To form Klaxs you must filp tiles
into five bins below the paddle
slicte, To flip a tile fram the paddie
into a bin, position the padoie
ower the desired bin and press the
fire batton. The top tite on your
paddle flips into the bin

Each time you make 3 Klax the
entire Klax hightights and disap-
pedgrs fram the tins That gives
you mare room to place more
tiles, ¥You receive palnts for every
Klax yvou complete If you pian
ahead and create more complex
Klaxs, you earn maore poines. you
aiso receive points for empty

spaces left in the bins and for any
tiles left an the ramp when you
COMPLETe 3 Wave,

Use wild tikes (which count as any
calar to compiete especiatly com-
plex Klaxs. Wiltd tiles flash multiple
colors in turn as they tumble
down the ramp

You can also make the tiles come
down the ramp more quicklhy. fust
Bull the joystick toward you to
increase the speed of the tiles

If you don't want a particular tile
an your gadadie anymaore, ar you
want to rearrange the ties on
Yyour paddie push forward on the
Joystick to fliip the top tile back up
the ramp. But be carefult You don't
want tod many thes on the ramp
at one time. If your paddie s full,
afF youl dart gert ta a tite in time,
the tile fails into the deadly drop
20Ne, YoU don't want that on your
canscience, do you? And if tog
many tiles £ali into the drop zone
abyss, it's the end of the game

Each of the 100 Klax waves has
an objective. The objective it
displayed before you bagin each
level. On some waves you must
achieve a certaln number of
horizontat or diagonal Klaxs Some
Waves reguire you to survive a
number of tiles any way you £an,
placing the tiles guickly to make
Ktaxs and freemng up space in the
bins for the tumbling tiles. St
other waves require you to earn
a certaln number of Doints.



Tiles mave faster and Faster and
you become more and more fran-
tic to place them befgre they fall
Into the drop zone. The Dame ends
1f wou Fill ug atl 25 spaces in the
hins pefore you have completed
the level objective, or if you let too
many tiles fall off the ramp,

If you fall to successfully complete
a wave, you will be given the
chinice of continuing or starting
over, Move the joystick up or down
to move the arrow next to your
selection, and press the fire but-
ton. Starting over returns you 1o
the Title screen. Continuing allows
you ta try the level aoain.

screen
Score your current score
Wave NuUmber the Curment wWave

Drop Meter shows the number af
drops that will cause the game to
end. When you drop a tile, ong
Drop Meter space is Filked in, The
game ends when all cmpty spaces
in the drop meter are fitked. Al
drop meter spaEces are cleared
WwWhen you et to a warg wave or
restart the game if you suc-
cessfully complete a8 wave with
some of the Drop Meter siors fillea,
these siots remain filled when you
pegin the next wave.
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Drops Per Game

Paddie maoves from side £o side in
the paddie slide and catches tHes,
flips them into the bins ar back up
the ramps.

Tile Ramp the ramp that the tiles
tumbie down

Loading Bins :cewve the thes flip-
ped from the paddle

wave Objective Status the num-

ber of Klaxs, tites, ar points needed
10 clanpiere the wave

A wave is a level £0 e completed.

EVErNY wave has its own wave abjec-

tive that you must compiete to
progress to the next wave Warp
SCresns apnear Detween some
WaVEeS When yodl reach a warg
coreen, the Wave Selection screen
displays. From the Wave Seigction

screen you can choose to either
continue with The next wave, or
warp ahead to a higher wave,

Wave Selection Screen

0On a warp screen, the Wave Selec-
tion screen appears and allows you
o choose betweer thres wave
levels. Two of the choices are
higher wave levels than the level
just compieted. See helow for an
examiple of 3 Wave Setection
screed.

Wawve Number s the number of
the wave to which you can warp.

orops Per Game is the number of
tiles that can fall into the drop
zone f that number of thies falls
into the drop zone the game ends.
The number of wies you can drop
is represented on the Drop Meter
[See Drop Meter.
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Bonus Points (ists the number of
bonus paines you wiil receive
when you suceessfully complete
that warp wave. The higher the
wave the higher the numiber of
banus paints you will receive

Wave Objectives

There are five types of wave ob-
iectives, each more difficult to
achieve as you prograss o higher
wave levels. On some waves the
tiles tumble down the ramg more
guickly. On others there are more
tile colors (up to a maximum of
eight different calors). Ang an
higher wave levels you must
create a greater numiber of Kiaxs
to achieve your objective For
example 2 Klax Wave requires vou
to create a number of Klaxs 1o
complete the wave You need to
create 3 Kiaxs 1o win the level 1
Kiax Wave but the level & Kizx
Wave reguires 10 Kiaxs to win.
AnCther way waves Decome maorea
QEfFficUlt |s an increase in the nom-
ber of tiles on the ramp at ane
time

You receive points for every Klax
you Create no matter what the
wave ojective is, But only those
¥lans that march the wave obiec-
tive will count toward completing
the wave

The following is 2 Bst of all wave
types:

Kiax Wave requires a number of
Klaxs ta complete the level All Klax

types count toward complating
the wave gbjective Four and five
thie Kiaxs always count as more
than ane Klax. See Scoring.

Diagonal Wave regquires 3 number
of diagonal Klaxs to complete the

wave objective The more Caomplex
the diagonal, the greater the num-
ber of polnts received.

Horizontal Wave requires 2 nume
ber of horizontal Kiaxs to com-
plete the wave abjective

Points Wave requires a number af
points to be earned to complete
the wave objective Yol can create
any type of Kiax to earn points,
but only the more compiex Klaxs
will earn points fast enough for
you to successfully complete the
Wave

Tile Wave reguires vou to sunvive
a number of nles. Every tiie that
eitner lands on your paddie or
Falls off the end of a3 ramp counts
as one oie But if you want to
meet your wave objective you
must create Klaxs to free op bin
space to place more tiles. You can
place the tiles in any type of ¥lax,
ot vou will probably want to
keep it simple when the tiles start
tumbling down the ramgo more
Lsckiy,

Strategy

Try for complies Klaxs an iower
level waves 10 INCrease your score
4o for chain reactions and
simultaneous Klaks



Con't throw too many ties Dack
Up onto the ramp. You can get
into trouble very guickly!

Try for more complex Klaxs on
Eoints Waves. Get the big points
guickly—you probably will not be
able to complete the level with
simple, vertical Klaxs.

sometimes simple Kiaxs work best,
Don't get cacky on a high level Tile
Wave, ar you whl end up with five
full bins and a bunch of tiles with
nawhera 1o ga.

Use wild tiles to complete multiple
lans,

Scoring

During game play you receive
points for the Klaxs you create
Wwhen vou complets a wave, any of
the following bonus points earnad
will e added to your score: points
for the empty spaces left in the
Ioading bins, al tiles left an the
rama When you camplete 3 wave,
and ary warp bonus points that
apply to the wave.

sometimes placing a tile will resutt
in 2 multiple Kiax. For example you
could camplete both a vertical and
a diagonal Klax with the place-
ment of 2 single key tile If this
QCCurs, you receive multiple Kiax
bonus points in addition to the

poines for each Klax. Muitiple Klaxs
are also warth more than one Klax
rowards the completion of certain
waves,

vertical Klax

Stiles .. SOpoints ... 1 Klax

A thes. ... 1,000 points. . . .. 7 Klaxs
5 tiles, ... 1,500 points. . .3 Klaxs
Horizontal Kiax

I tiles ... 100 points. .. .. 1 Kiax

Atlles . . 500 points .2 Klaxs
5 tiles. ., . 4000 points. . .3 Kiaxs
Diagonal Klax

Ztiles ... BODpoints . .1 Elax

4 tikes . .. 1000 points. .. 2 Ki3Ks
Gtiles..... 1,500 points. . __3 Klaxs

To create a four tile vertical Klax,
place two tiles of the same color
in ope bin. Then place a file of a
secand coior In that same bin,
and finally two more of the first
color Now make the middle tile
disappear by involving it ifi a hori-
zontal or diagonal Klax.

You can also create four tile
vertical Klaxs by stacking thes very
auickly while another Klax is being
srored.




