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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER
ENTERTAINMENT SYSTEM. . e
A very small percentage of individuals may experience epileptic seizures when
exposed to certain light patterns or flashing Il?htg. Exposure to certain patterns or
backgrounds on a television screen or while playing video games, including games
layed on the PlayStation 2 console, may induce an epileptic seizure in these
individuals. Certain conditions may induce previously undetected epileptic
symptoms even in persons wha have no history of prior seizures or epilepsy. If you,
or anyone in your family, has an epileptic condition, consult your physician prior to
playing. If you experience any of the following symptoms while playing a video
game — dizziness, altered vision, eye or muscle twitches, loss of awareness,
disorientation, any involuntary movement, or convulsions = IMMEDIATELY
discontinue use and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation 2 console to a projection TV without first consulting
the user manual for your projection TV, unless it is of the LCD type. Otherwise, it
may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherials not authorized by Sony Computer Entertainment
America may damage your console and/or invalidate your warranty. Only official or
licensed peripherals should be used in the controller ports or memory card slots.

HANDLING YOUR PLAYSTATION 2 FORMAT DISC:

* This disc is intended for use only with PlayStation 2 consoles

with the NTSC U/C designation.

Do not bend it, crush it or submerge it in liquids.

Do not leave it in direct sunlight or near a radiator or other source of heat.
Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and

keep it in its protective case when not in use. Clean the disc with a lint-
free, soft, dry cloth, wiping in straight lines from center to outer edge.
Never use solvents or abrasive cleaners.

Agetec, Inc. PO. Box 70158
Sunnyvale, CA 94086-0158
www.agetec.com
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DUALSHOCK"2 CONTROLLER CONFIGURATIONS
L2 button — = / R2button ]
Ny — = L1 button g5 SO @ button
= =
=a - directional |
!
$400 i LINK connector i
@IS |
[ commiorponz = J | |
g | ‘
pushed down) i > . ®button
(R
Set up your PlayStation®2 computerenterfainment system ,_SELECT button [
according-to-the instructions in its Instruction Manual. Make mANALOG ! ;
surethe MAIN POWER switch (located on the back ofthe ! rin[gmmck
console) is turned-on. Press the RESET button. When'the power - pushed down)

indicator lights up, press the-open button and the disc tray will
open. Place the THE/ADVENTURES OF COOKIE & CREAM disc on
the disc-tray-with the label side taging up. Press the open-button
again and-the:disc tray will close. Attach game:controllers-and
other peripherals, as appropriate.-Follow on-screen instructions
and refer to this manual-for information:on using the:Software.
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t was the eve of the Moon Festival. But the moon, which

should have been illuminating the night sky was nowhere

to be found. The Moon Festival, a Rabbit (lan tradition &
that had been held on this night since time immemorial, had
been cancelled.

Upon hearing this, the two heroes decide to take
matters into their own hands and seek out the moon.

“You two must overcome many challenges... here, take
these crowns as proof of your undeniable courage!”

As Cookie and (ream trudged along the path toward
home, a messenger suddenly appeared and spoke to them: “lt
seems as though the moon has run away. If the moon doesn't

reigﬂi there will never again be another festival...”

And as the Rooster’s cry came to an end... theY were no
lo thel pajh home and instead found themselves on a
sland,

'l



Cream

A young rabbit (@), Her personality is marked by impatience. She wanls
to gel this adventure over with as quickly as possible so that she can
return home,

A younyg rabbit (cF ). He possesses both an advenlurous spirit and an
easygoing personality. He's been brought to the mysterious island by his
helper and is enjoying the adventure thoroughly.

White Roaster

) The Moon guardian. He is the one who has

senl our wo beroes on their adventure.
Indeed, it’s said that he used lo assist
many adventurers as a helper. He retired
s0 that he conld spend his time doing
whalever he wished, but was forced to
return because of the disappearance of the
moon,

Black Rooster

White Rooster's twin brother. Although
he is getting along in years, he still talks
and acts like a youngster. He really
doesn’t want to work, and as a result hes
somewhat irresponsible as a helper.




urn on the MAIN POWER switch at the back of the
PlayStation®2 console. Insert the game disc in the
console and press the RESET button. The TITLE sereen
is displayed immediately following the game’s opening
screens, or when the START button is pressed during
the opening screens,

Gontraller Sntuig Selection
After sedecting STORY from the TITTE screen, o
controfler setup Lype must be sdected, IT & single
controller is connected to the PlayStation®2 computer
entertainment system, only confroller setup TYPE A
can be sejeeted.

TYPE A
% A sirggle controller is used by ove or twn players.

Please seleel one of the two svailable game modes displaved on the TITLE sereen.

Story M_EIEB Two controliers are used, one b) each plm"r
The objective-of the story mode, whether

il s played single-plaver or lwo-phver. is T'Y PE [_: B e
10 chear all the worids. Two controliers are used, one by each player with a
VS Matde variation of TYPE B bation setwp.  ~

Two to four players compete against each he Tafons tked Wil ndi the’ eontroflar setap Tvpe. selecied.
other as they attempt Lo reach the goal. e tmtioes o) e peoding on Rl e

" ; ¢ Tantroller Character Cantrals

g Setug Type eamialie Fiave Jiwp Actian
TYPE A Left (Cookir]  |MeMasbgstk| L1 bolton | L2 button
b‘ Right (Cream) |t xmiog ikl R utton | R2 button
Varfous game setlings can be adjusted via the OPTION selection on the TITLE screen TYPE B |controller 1 (Cookie) | eft asaiog stk | L1 putton | L2 button
| controller 2 (Cream) {right analog scd R button | B2 button
Sount Ep (oo ] (Cooki) [ imi ok | @bulion | 9 blon
Set the sound (o efther stereo or mond. n P | controller 2 (Cream) Jright asabes sikk| @ batton & button

BGM L2 button h—— R2 bullon
Adjast the nmsic volume. L1 button R1 button
SE A butlon
directionnl =) buttod
Adjust (he sound effects volume. Eattons
. 3 = @ button
Vibration left £ button
Tarn the yibration function of the DUALSHOCK™ or DUALSHOCK™? analog anajog stick right
controller ON/OFF. The vibration fanction does NOT work in the V5. Mode. analog stick

Load

Lond saved game data from s memory card (BMB) (for PlayStation®2).

START button

. ANALOG
LED mode switch

SELECT batton

This software prodoct is compatible only with the
DUALSHOCK™ or DUALSHOCE™?2 annlog controflers. The
controfler’s vibration function can be switched ON/OFF
via the OPTION selection on the
THLE sereen.




START batton: World Selection Sereen--Save option
Game Sercen--Panse menn

SELECT Button:

(®) putton; Zoom the eamera Tn/bul
O button: Not uged
directionnl buttons: Used to highlight menit selections. The left and right

analog sticks can also be used to highlight meny

selections,

Mave

Characler movements are econirolled
vin the Jeft and right anslog sticks
The farlber the stick is moved in a
particular direction, the faster (he
character moves in that dfrection.

dum;

The character jumps when the JUMP
tmtton i= pressed. If the JUMP button
is pressed again, while the eharacter is
in mid-iv, the character will perform &
doublejump. The character can defeal
most enemies by double jumping and

World Selection Sereen-Return to tbhe TITLE screen

stomping on Lhem.

Special Actians

Special Actions become wvailable when
the  characler’ approaches certain
arcas objects in cach stage, The name
of the special nction that can be
performed is displayed on-sereen.
Pressing the ACTION bulton when o
special aetion f= available, allows the
character o petform moves soch ns
“Grab” and “Push”. The JUMP button
can also be used to perform special
actions, such ag “Throw", in batfles
puinst boss characters,

Playing the Game in

Press the left/right directional
buttons or Ielt/right on the analog
sticks {0 sefect a world. Only. one
world is available the first time the
gqume is played. New worlds will
become svailable os you progress
- through the game.

Once a world ‘has been selected, the
pext step is to seleel & stage within
i thal world. Each world has [ive
stages, with a new stage being added
each time the most recently available
one js cleared. The fifth stage,
displayed on the fur right of the Stage
Seloet sercen, is the BOSS stage. When

e a stage is highlighted, information
perlaining o it is displayed. This inclodes the best time, ranking, seore and any
portrait picces thal have been eollected.

The STAGE CLEAR screen appears
when both characiers reach the GOAL
al the end of a stage This screen
displays the stage clear time, score,
rank and any special Hems thal were
discovered.  The stage clear
ranking is determioed by
factors such as the smount
of lime (aken lo
complete (he  stage.
An"8" indicates the
highesl possible
ranking.




A centerling divides the screen (nto left and right halves (except for BOSS
Y Stages and certain others).

Action Guide

Timer The Action Guide displays the actions
{bal can be performed by pressing the
[JUMP button (top)] and the [ACTION
button (bottom)|

Displays the
remaining Lime,

Center Line

The cenler line
divides the screen
into left and right
halves. When no
gap exisls between
the el and right
sereens, this e

will not appear,

Camera Zoom

Zooms the camera
in/ont ench time the
() button i pressed.

Best Time Position Gauge
Displays the best clear  Displays the progress
time (lop) and current  for both characters.
time (boltom) for the

currenl stage.

%

When the characters are o cerlain distance from each other, the center line will
change color from yellow to red. When the center line is red, the charnclers
cannol eross over it Also, if the center line turns red nfter one character hns
erossed over to the other characler’s screen, (hal character will antomalically
be returned to the side of the sereen they normally inhabit.

m‘&ﬂm&ﬁgw‘ T —— e e e

When beginning a stage, the characters will appear on their respective sides of
the gereen, with Ibe cenlerdine between them. Conirol the characters In order
to advance through the stage and reach the goal before time runs oat. Since
most siages have obslacles along the middle of the screen, both characlers will
adyanee cooperatively withoul actually having made coplact. The speed al
which ench characler advances can be freely controfled, bul there are ceriain
arcas in which one charncter will require help from the other, or both
characlers must cooperate on Hming puzzies in order lo adyanee,

I - S T——— —

Fach stage has o time limil, and the Hime limils become shorter @
and shorler as {he game progresses, lowever time does not

conntdown when the characlers are comersing with their

Helpers, If o eharacter 15 injured they will be penaliged 20 Balé Clack
seconds, Acquire tbe Silver Clocks, and the timer will be |
increnscd Iy 20 seeonds; nequire the Gold Clocks, and the timer .
will be increased by 50 seconds.

A stage is deared when both characters enfer the
foal before the limer runs out, wherenpon the ame
adyances lo the next stage. During boss batties, the
B boss must be defeated within a specified amount of
(% time. A stone statue will appear when o boss has
been defeated. To complete & BOSS Stage, simply
touch the stalue.

The gnme ends when the timer reaches zervo, al
which point a confirmation message is. displayed.
Selecting RETRY starts the currenl stage over from
the beginning. Selecting QUIT returns you
World Selection sereen.
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Pressing the START button during the game displays the Panse meno.
Cantinue
Closes the Pause meny and eontinues the game.

Retry
Restarts the current stage from the beginning.

Quit
Extt current stage and return to the World Selection screen

b

Game dats ean bo saved aller a BOSS
stage Is cleared, or at the World
Selection screen. Saved game dala
Includes stage progress, gifts, portrails
onid the best times for each stage,

Saved game data Is aatomatically loaded
If & memory card (8MB) (for
PlayStation®2), containing  saved
Adventures of Cookie and Cream data, Is
inserted In the PloyStation®2 consok
apon start’ up. Game data can also be
loaded manunlly by sclecting LOAD
from the OPTION menuw

NOTE:A mintmmm of 200KB of free space !x reqitred on & memory eard (BMB)
(e PlayBiation®2) In order (o ssve gume data.

Be sure (o nscrt & memory card (BMB) (for PlarBtation®2) tn MEMORY CARD shot L

When uslug & maltitap (for PlavBtatton®2) (see py. 20) tusert & memory eard (BMB!
(b PlayStation®2) fato MEMORY CARD slot LA

The main island in the Adventures of Cookie and Cream consists of eight worlds
These worlds ean generally be eategorized fnto two types: natural and man made.
This section describes the Tirst three worlds

The game’s first world is & dense tropieal frest.

Enemies

Gaphers
Pop out of thefr burrows to attack.

Bass
Galem

\ large monster encased
in solid rock.




e careful nol to touch the cartuses thal dol the landscapel

:

- Enemies -
“% Scarpions A
Atiack using their t

- venomous stingers.

Bass
dean Paul
\:\n ancient, evil ghost with five faces.

This is a noksy world filled with musical instruments from
all over the world.

e X

Enemies
; lc Bells
% Floal through the air using the propellers on
{heir heads,
Boss
Cymbaurine

A large eolleetion of musical
instruments, its legs are s
winkness,

Besides the docks, various other flems nre hidden sway in the stages. These
items aren’t absojutely essential to the clearing of any one stage, but it might be
interesting to explore those stages you'se already eleared in order to find them.

Gifts

These might look like everyday objects al first glance, bul when a character
approaches one, the word “Gif1” will be displayed in the Action Gaide, Press the
Action button to pick these ftems up. Keep in mind that the character will not
actually acquire the ilem until the stage on which it was foand has been cleared.
Acquired gifts are displayed on the Stage Clear screen. There are a (otal of two
gifts in each world, for & tolal of 16, Each time a gift is acquired, it will be placed
in the background of the TITLE sercen.

Various Gifts

ﬂ.

A

Portrait Pieces

These are portions of portraits that have been cul into four pieces. There is one
piece hidden in each stage (stages 1-3), in each world. Once all four pleces of &
portrait have been eolleeted. the characler (hat appears in the completed portrait
becomes available in V8 mode. As with gifts, portrait picces are nol actually
acquired until the stage they were found on has been completed.

“If you sit idle, your enemies will attack from

oat of nowhere, Keep moving!™

R, \



Cantraller Selection
The bmttons used will vary, depending on how the controller is employed.
Controller setup selections are made after the mumber of players has been selected.

R2 bution
R1 button

L2 tutton
L1 button

directional
bultons

Jeft ’ g — &3 button
analog stick

right
analog stick

START button

2 ANALOG
LED ™ hode switch

SELECT button

JOTE: This software product is compatibfe oply with the DUALSHOCK™ or
DUALSHOCK™2 analog controllers. The controller’s vibration function can be
switched ON/OFF via the OPTION sclection on the TITLE screen. The yibration
function does NOT work in the VS, Mode.

Contra|ler Game Screen Menu Screen
Setup Type Mave | dump | Dash [Attack| Seiect [Coafirm| Caacel
laﬁwﬂ%‘%t&:c anﬂ:gﬂﬂﬂ ® 3 nm]olsgnllkk X ®
o i e I I -
O ooNTROLER [wosigauee] BT | B2 lenigua| BT | P2

START buotton:  Game Screen-Pause menu
SELECT button:  World Selection Sereen-Return to the TITLE sercen
® & @ buttons:  Not used
directional buttons:  Used to highlight menu selections, The left and right analog
sticks can also be used lo highlight menu selections.

Mave
Character movements are controlled via tha left and right analog sticks. The
fiurther the stick i3 moved in a particolar direction, the faster the character moves
in that divection,

dum

The c]?uracter Jumps when the JUMP button is pressed. I the JUMP button ts
pressed again, while the character I8 fn midalr, the character will perform a
doublesjump. The double:Jump/stomp method can be used to atlack an opponent.
An opponent’s stomp attack can be countered by Jumping tnto them from below.
Dotng this will repel the oppanent. Neither party takes damage In this case.

Dash

Holding down the DASH botton causes the character to cherge. The eharacter will
continue dashing (or as Jong as the button Is held down, but eventually the DASH
gauge will be depleted, When this occurs, the character whl become tired and for
a while will only be able to move at o redoced spoed. Dashing ean be used to
damage opponents.

Some Hems thal are acquired in & V8
game are not used automatically, even if
the character 1s oquipch with them,
For such iteps, the ACTIONATTACK
button must be pressed In order (o use
them. A Blinking “ATTACR™ teon
Indicates tems of this type.
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Please Canfirm That:

The contrallers are praperly Cannectes,
Ifthe controllers are removed or inserled afler starting (he VS mode, they may
not fanction property

The Multi-Tap is praperly connecte,

When using a molti-Tap (for PlayStation®2), be sure thal it ts connected to
controller port 1 on the PlaySlalion®2 console. Also, when conpecting
controllers to the multitap (for |)|n_\ Station®2), always do so in alphabetical
order, siarting wilh controfler port 1-A. For example, if two controflers will be
used, they would be conneeled (o controller ports 1A and 1-B. IT three
controllers will be used, they would be connecled Lo controfler porls 1A, I-B
and 1-C. When the multitap (for PlayStation®2) is in use, controller port 2 on
the PlayStation®2 console cannol be nsed.

Choose from two to four
players. Selections can be
made using any controfler,

each player must be selected in
order, using Controller 1, and
starting  with  Player L
Images of the controllers

Player 2 currently connected to the

ot p PlayStation®2 console will be

mM displayed on-screcn. Press the

o analog stick. lefl/right/down (o

select  the portion of the

Swc controfler, or the controller that

a player will use. The portion of the controller, or controller sclected will match
cach player’s assigned color. An “X” indicates any option that cannol he selected.
Onee the last player has been assigoed a controller. or portion of & controfler, the

Character Sclection screen is displayed.

Color Assignments

Each player, one through four, is assigned a separate cojor. This color remaing

consistenl (hroughout every aspect of the game, including controller selection
and sereen displays. Each player can be easily identified by his or her color.

Player 1=RED  Player 2=BLUE Player 4=GREEN



Ench player must select &
characler. When playing
the game for the fest
time, (lnll\' the iwo main
characlers can  be
sefeeted. New characters
become available when
their  portraits  are
completed in the Story
mode. Once the last
player  sclects  their
character, the World
Selection screen will be
displayed.

WORLD SELECTION.

Sclect the world in which the ¥S
compelition is to take place,
There are eight woelds in all,
bat if playing for the first Lime,
only Jungle World will be
available. More worlds become
available as they are completed
in Story mode.

aints

ﬁ!sp]ag\! the pointe accomalated by rach

plaver. The display reads Jeft to right In the
order of Plaver L 2, 8 and 4.

©ltem Charges

Thiz gnoge is displayed when an ftem with a
limited pumber of charges is mequired. The
guuge wiil disappear once all lem  charges
hmve been eed up.

©) Attack Display

|AITACK] 1= displmed when in possession of
an item thal ean only be used by pressing
the ACTION button.

Press the START button during the gume to

display the Pause mem

Continue

Closes the Pause meno and returns all plavers o

the game in progress.

Return ta Character Selectian

Ends the game in progress and returns all players to the Character

Selection sereen.

@ Dash Gauge
Thix gavge [x depieted when the dash action
Is used. The gauge will gradually recover
when the dash action i not in wse.

(@) Item Time

Thie gaoge is displayed when an Hem with a
Lime limit is nequired. The gaugn is depleted
aver tme.

O Player Indicator
The plaver indicator appears above the hend
of cach characler and displavs heir
corresponding namber and color,



Victory Conditions
b\ Each plmyer's olffective Is o collect jewels (stars and moons) und reach the goal. A K)-second

countdown begins the momenl (he first person crosses the goal line, Each plaver will be
awurded & bowis depeading on the order in which they cross the goal line, assuming they do
%0 within tbe time limit The winoer i the plmyver with the highest point total.

Star = 1point | . Maon= 5points

Attacks
Players can atlack their opponents in any of the following three ways:

Jum and Stamp Dash ang Callice

Players that have been 1l dashing foto an oppoment
stomped on will remain who Is also dashing, both
ina eoflapsed stale wntil characters . will  saffer

= bulton s pressed, Fien
®0, = characler In' the ‘
collapsed . state  ean

susiain damage {rom all
nttacks cxcepl another
stomp,

‘ Repe! Stamp Item Attacks

Repel an  opponent’s
On each stage there are a wide variety of
@ fomp 25 Jumping 180 ems that ean be used to hinder an
the at opponent’s  progress.  For  more
® properly. the JPPIRCM fnformation on different ltems, piease

repelled. Nelther party T & the Otjocts/Ttems section of Uhis
takes any damage when manual.
this peeurs.

Damage

Upon taking damage, the characler will drop any equipped items as well as
some of (he jeweds [n thelr Falling in water. or Jeaving {be game
screcn can nlso casse Ipfary Feen Il n character bas no carcent points, If
they are damaged, they will produce stars. All characters may earn points
until the yery end of (be stage.

Screen Seroll

The sereen scrolls coostantly during game play. If & character gots Jeft
behind, doe to the screen serofling, they will sustain damage. When ths
bagpens, (he charneler is returned 1o the gume screen and [loats above the
stage. Press the JUMBACTION bation lo drop back onto the siage, or wall
Ahree seconds and the character will be dropped aulomaticallv.

Characters can be controlled even afler crossing the goal
Iine. Tlowever, potnl totals cannol be changed after doing so.
The character thal is In first place, as a resull of point tolals.
is granted MAX status and can barass the other characters.

Each opponenl has a particular type and Jeved of ability. Characters are generally
calegorized as one of the following four types:

Abilities are strictly sverage. A type baving oo specific advantages or disadvantages

CODKIE
Hametawn: Rabbit Village
—&— Type: Rabbit ()
Coamments: As is typical for o main charncter, his
abilities are well baluneed. He's a little
1= bit stronger then Cream.

CREAM
Hametawn: Rabbit Village
Type: Rabvit (Q)
Gamments: As is typlcal for & mein character. her
abilitics are well balanesd. She' moves &
bit faster than Cookie,

This type moves fast, bul is Incking as far as ils olher ahilities are concerned.

) JAMMIN
Hametawn: Jungle World
Type: Native Islander ()
CommENtS: Trained as s hunter speed s his weapon.
He hates Being on the receiving end, and s
quick. (o drop any Jewtls In his posscesion
when atiacked,

PENGY
Hometown: Aretic World
Type: Hornless Pengain ()

Comments: She has honed her speed and Jamplng skills to
perfection, In order to wvold | 1be relcntless
abiacks of the horned penguins.

ZIGGY
‘q Hametawn: Masic Yorld
Type: Note Spirit

Comments: Ziqqy is an entity thab is & blend of a quarter
note and eal spirit, eoeased in the form of
a broom. Ite small size belies its great

eoarage apd speed.




T'!'ilﬂ: Hippopolamas [ Q}

Comments: A hippo (hal, for some anknown reason,
cannol swim, She lakes yory [t damage
doe Lo ber considerable bulk.

KOR0
NHometawn: Trick World
T‘]iw: Machine

Camments: This robot’s stainless sicel skin makes
him a frmidable opponent. e sometimes
moonlights as n ried cooker,

LANCE
Hametown: Tumble World
Type: Animated Armor (T)

! Camments: Lance ts yery strong, but is basieally just
# shell, He tires yery easily when dashing
for extended periods of time.

Though this type has no distinetive strong points, their defenecs are relatively good.
SPIKE
= Hametawn: Deserl World
T\j'ilﬂ: flaniwa Cactus (D)
I‘—_ Comments: She wears a cate red flower on ber head,
: and since she jsa planl, is strongly roated
=/ in the ground.

SNEAKY

Hametawn: Magical World
Type: Weasel Mascot ()

Comments; A dedieated Magiea] Warld amosement
park employee who (ills many different
rojes Since he bl (he. cutest magcol he's
nol yery popalar with (he park’ yisitors
Speaky fxn good all-round plaver.

There arc a wide yariety of objects and items that appear on-screen doring VS male
BASIC ORJECTS

Treasure Chest _
Touch a Treasure Chest to release the item confained within. Treasure
chests conlain efther one EQUIP ttem, or one STATUS ftem. Simply tovch
an item redeased (rom & Treasure Chest In order to acquire (£

Bonus Gate

L— When & character passes (hrongh a Bonos Gale, they recetve jewels in the
amount displayed on the gale’s dectronie display. Bonus Gales can only be
used one time per character. The mimber of jewels awarded, decreases each
Hme a character passes throngh a Bonus Gale,

Jump Tile
When a character steps on a Jump Tik, they are thrown in the dircetion
Indicated by the arrows on the tile. Certain Jump Tiles rotate.

kand Mine

A land mine is aclivated when a eharacter steps it and explodes when the
character gets off. A land mine will pot explode while a characler remaing
on lop of il. All characters in the vielnily of a land mine’s cxplosion fake
=) duvial;

i1 Capture Cage

Ifa charaeler sieps on a wooden tile, & Caplure Cage spriugs up and entraps
them. However, a character trapped fo a Capture Cage takes o damage whike
inside the eage. Characters trapped In a Captare Cage will be freed when
another  character npproaches (he cage. As a lokem o apprecintion.
characters released from 2 Capture Cage mast give some of their Jewds to
the one who freed them.

Whee| af Fartune

The wheel spins when a character sicps on il The oateome of stepping on a
Whed of Fortune depends on where it stops

2 Rantam Fr&e For All

’ All charaeters sre placed gnder the . Al characlers give Ball of the Jewels

mflocnee of & randomby selected they've eolleeted Lo the eharacter (hal
STATUS item. - sirpped oa the Whee of Fortone,

Payhack Freeze
All characters must give hail of their Stops the merven from serolling for

points 1o the character thal stepped thirly, moeonds,
om the Whed 'of Fortune. 3

Speei Uy Wiat Out
Increnses the scrofling speedd of the All gr-sereen
sereen for thirty steonde. Jewels dhmappear.
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(’hnrn:!ern mey pick up and carry FQUIP ITEMS released from Treasure Chests.
Some EQUIP ITEMS require a press of the ACTION button fn order to be used.
hrr_\ EQUIP ITEM has a time Iimit or usage limit associated with it, when either
of these expires the item disappears. When a character is carrying an EQUIP ITEM
and then touches another EQUIP ITEM, they will switch to the new Hem.

Hammer

When acquired, the Hammer is swung back and forth by the
character for a limited amount of time. While swinging {he
Hammer, the character is forced to move.

Cannon

Fires o eannonball when the ACTION button is pressed. The
cannonball explodes upon impacl, damaging all characlers
within the vicinity of the explosion. Fires (hree cannonballs.

Backpack

When equipped, this item will release limed mines behind the
character at sel intervals. The mines explode after a sel
amount of time, and all characters i the vicinity of an
exploding mine take damage.

Grenaie
When acquiced, pressing the ACTION bulton allows the character
10 throw the Grenade. When thrown, the Grennde explodes after
o certain amount of time. A Grenade that has been thrown can
be picked up and thrown agam (by pressing the ACTION batton)
rior lo c-,\ fpqu Any characters in the vicinity ofan exploding
damage,

Booster

When acquired, press (he ACTION button to place the characler
in “charged” mode, and then release the batton to

character forward. The character continues moving until they hit
something, or the Hems Umer runs oub Boosting causes more
damage than normel dashing.

Vacuum Cleaner
When acquired, the Vacuum (Jeaner is aulomatically
engaged for o set amoont of Uime, and sucks ap all pearby

Jeweis That jewsls picked up by (he Yacoum Cleanér then

become: the property of the character equipping it

A STATUS ITEM changes the status of the character (hat picks it up. Afler a cerlain
amount of lime passes, Lhe characler will be retarned (o their original status. When
a character loaches a STATUS ITEM, while already ander the inffoence of anolher, their
siates will change (o that of the newly acquired item. However, with some ilems, & pew
item may not be nequired while siifl wnder the inflaence of the firsl

Maximize

The character will increase in siee for a sel amoun! of lime
Characlers cannol jump or dash when in this stale, bul can
squash olbers who are not maxtmived, simply by touching them.

Minimize

The character will decrease fn size for 2 set amount of lime.
Characiers cannol jump or dash when i (his stale and CAN be
squashed by olhers who are nol minimized, simply by bumping
inlo them,

Jump

Camses the ot lo_jump repeaiedly for 2 sel amounl of
time. The character will nol be able Lo dash or move pormally
while under its infJornce.

( @» | Reverse

Reverses the directional inputs for 2 sl amouwnt of lime For
eample, pressing (he anslog slick ep, wosld actsally move (he
character down nstead of op.

Fire Barrel '
Sels a character on fire for 2 set amount of time. When in this |
siale, the character will dash around, dropping jewels the
entire lime. Characters that hme been sel on fire can damage
olber ch simply by Ipaching (hem.
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