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Warning! Before you go to “Start Playing (Game Start)”

! When you go to the page labeled as “Start Playing (Game Start)” after you learn what a “Spot Brace” is on that
: page, you are moved onto the “Spot” that contains that spot brace once you learn what a “Spot” is.

]
:
]
: Page: 107/Spot: A
]
1

|
|
|
|
1
I
1 When you start over, you can instead of starting over, use this box to return to the Hub World, if you desire to :
: go to the hub instead, your stage numbers are speared (you keep them in your imagination), then go to a page :
| with a page number that is the same as the number found above near the word “Page” , there, you are moved :
' :

|

1onto a spot with a “spot brace” that has a locator that matches the letter above after the word “Spot” above.
1



Gamebook Start Guide

Welcome, Friend! To play this type of gamebook, you need to learn how rules are taught in this type of
gamebook, rules are taught though objects which is called a “Note”, a note is a blue ring with a small blue
colored phrase wrapped around it, and a black letter or number in it’s center, see example below...

L‘“P A example of a note, see the object on the left.

smy
So how it works is, When you do something that matches the blue phrase wrapped around a note, and you did
that action to a element of the game that is near or contacting that note (or a element with no note but looks
the same or close like the one that matching note is contacting/close to), that note is acted.

The blue phrase around a note is read clockwise, also a letter or number within parentheses that is in a blue
phrase of a note pertains to another note with that letter or number in that note’s ring. Now when you act a
note or a note is acted, on the acted note will be a black letter or number within the center of the ring that
makes up that note, if it is a letter.

Compare that letter to one of the letters underlaid in the tutorial box on the same page (except G, which is at
the beginning, not underlaid) as that note, but what is a turotial box? See below...

I"A’example showing that a explanation'of a~ ':' A example showing thata explanation of a ~ ~ A example showingthat:a explanation ofa ~

1

I

feature needed or/used will be displayed feature needed or used will be displayed feature needed or used will be displayed I
I

here for you to learn at that moment. here for you to learn-at that moment.

here for you to learn at that moment. ]

I
1
1
A example showing thata explanation of a : A example showingthata explanation of a A example showing thata'explanation of a
I
I

1 I
1 1
| feature needed or used will be displayed feature needed or used will be displayed feature needed or used'Will be displayed 1
1 I

here for you to learn at that moment. here for you to learn'at that moment.

So, on the section of the letter underlaid or in front (the whole dotted box around that letter) matching the
letter of the acted note, read everything in that section to understand the element. Now, if it is a number within
the center of the ring that makes up that acted note.

Go to the page with a page number that matches that black number and read everything in that page to
understand the element, after it’s read, you are returned to the page and position before being taken to that
page. It is recommended to pause your game session and test the newly learned feature as soon as it is learned
by you so you can get used to it then continue your gameplay session after, as soon as a element is known, it
can take effect immediately if it toke effect at/before knowing it.

Now if you come to a page and need to understand something, You can choose to act a note anytime (regardless of situation) in order to
resolve this misunderstanding. Also, you can choose to ignore any notes that teach features or elements of the game that you already know

of unless they are “Red” colored notes as those hint at features which contain slight changes and must be read when they are acted (every
once per entry of page). You are done, please go back to the page that toke you here.

La]

Bookmarking

You will learn how to bookmark for this game, it is the same as normal bookmarking, but you need to also write
down what you did in this game on the bookmark itself, so first upon your bookmark’s creation, write the
taken bookmark key from this game on the top part of the bookmark then cut it off from the rest of the
bookmark with a dotted line.

Now write small notes about everything you did during your play session at the time you are “book marking”
on the rest of the bookmark as well as it’s backside, the side with the written bookmark key is the front side, it
is recommend that the notes are phrases which are around 3 words long so you can fit as much as you can.
Also consider writing the Level counters, and the stage numbers separately from the written notes.

You must also draw this diagram (on the left) on the bottom part of the backside of the bookmark

and call it the drawn “Playfield”, looking at the spot you are on at the time of “book marking” color

in the square on the drawn playfield in the grid position that is the same as the grid position of the

spot you are on.

When you want to change or read a currently existing bookmark, first compare bookmark keys by comparing the taken
bookmark key with the one written on top of the bookmark of it’s front side, if it is a match, that book mark can be used for
changing or reading, if not, then attempt to use another or do not use a bookmark.

When you want to change a currently existing bookmark, after checking that it can be used, just erase notes that do not
match your situation at the time of “Bookmarking” and add notes that do not already exist on that bookmark that match
your situation at the time of “Bookmarking”, do the same for any written level counters and stage numbers, if the colored
square of the drawn playfield does not match the grid position of the spot you are on, erase the color of that square and
color in the square on the drawn playfield in the grid position that is the same as the grid position of the spot you are on at
the time of bookmarking.

When you want to read from a currently existing bookmark and continue where you last left off, after checking that it can
be used, just remember what your notes meant and form your situation from all the notes you wrote on both the front and
back sides of that bookmark, then read all level counters and add them into your imagination, then read all stage numbers
and add them into your imagination, finally looking at the drawn playfield, move onto the spot of the page you are on that
is of the same grid position as the square colored on that drawn playfield.

Remember to go to the actor pages of the tokens paired to character to have them re-become to their character, this
should be considered when writing down the notes (like page number references). Please return back to the page (and

position) that toke you here when done with this page.
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known as the “Locator”, moving onto this

next to same colored line/point of other
shade, but use pointer this pointing toward

|
|
1
I A solid object, na'token'can move onto the : A spot brace, the'letterwithin this brace is
|
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

_______ ™ A foé object, upon-pageentry of this, wait 2~

seconds before you use the Foe Box, and
wait 1 sec. for thistofest for 1 sec.
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_____________________ [ gl e Al b i A e gt |
I A foe box, you takeall'tokens as is to the : A spot brace, thelletterwithin this brace is : Nothing Here. :
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I"This’is a colored lineypass this and you~

|
|
1

A foe box, you takeall tokens as is to the : Nothing Here.
|
|

move onto a spot right next to the colored
line/point of same color but other shade.

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

listed page after the sentence that matches

your situation (bottom; if both are met).

S g U |

g PAGE: 031
Pl
[e)]
—
o
G v;b 4
e w0,
oo
[e)] y
i \
b
G} \
2 \ \ \ N
o
.\ : \
Ly, . _
> [168] <0805 & PAGE: 026 PAGE: 026

!

Ignore This

I%his sentence is automatically matched (regardless).

This sentence can never be matched or met.

| Listed Page> Page 029
| Listed Page> Page 000

IPIay Music: 01

To use go to page 174

:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored
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seconds before you use the Foe Box, and
wait 1 sec. for thistofest for 1 sec.
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I Thisis a colored lingzpass thisandyou” ~ ~ T A pointer, when passicolored line/point, go "~ A foé object, upon.page-entry of this, wait 2

move onto a spot right next to the colored to page of number near either “Page” near to page of number néar either “Page” near

line/point of same color but other shade. the arrow of direction'you passed it in 1st. the arrow of direction'you passed it in 1st.

1
|
1

A solid object, nd token'ean move onto the : A colored dotted ling;’pass it, move forever
1
1
1

A spot brace, the letterwithin this brace is

|
|
1

A foe box, you takeall tokens as is to the : Nothing Here.
|
|

in direction of arrow same color as this on known as the “Locator”, moving onto this

I
I
listed page after the sentence that matches |
I

1
1
I spot of this object, including you, the token
1
[

your situation (bottom; if both are met). you control. bottom, stop if pass same color dotted line brace means to move onto the spot of this.
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| move onto a spot right next to the colored
line/point of same color but other shade.
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| I i R, syt

I A gold dotted ling, Whenwyou pass this line,
1

| you automatically exit attack style at that

! moment.

L moment. — Eemle o : (when you know of the “Foe Box”).

to page of number near either “Page” near 1 in direction of arrow same color as this on
_the arrow of direcioRyou passed it in 1st. | _bottom, stop if passafe color dotted line.
A calm foe object;itlis/always at rest : A breakaway brace, when effected by a :
(resting), and is not affected by the Foe Box | colored dotted line and'on this, go to listed 1
I

: page (Pg), there, move to listed locator (Lc) n

1 A solid object, no token can move onto the spot of this object, including you, the token you control. !
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:_Tﬁis_is_a_co'fo?ea linggpassthisandyou ~ ~ T

I move onto a spot right next to the colored

: A calm foe object;itisialways at rest :
1 (resting), and is not affected by the Foe Box 1
|

:_(when you know'of the “Foe Box”).
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colored dotted line and on this, go to listed
page (Pg), there, move to listed locator (Lc)
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you automatically exit attack style at that 1

1
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A solid object, no token'¢éan move onto the :
spot of this object, including you, the token |
you control.
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~
| move onto a spot right next to the colored |
|
_____________________ 1
: A breakaway brace, when effected by a :
| colored dotted line and on this, go to listed |
1
1

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
A gold dotted ling, When'you pass this line,
you automatically exit attack style at that

spot of this object, including you, the token
you control.

A calm foe object;itiisalways at rest
(resting), and is not affected by the Foe Box

Page (Pg), there, move to listed locator (L) , moment. . " """ __ __ i (whenyouknow ofthe "foe Box’). _
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:_Tﬁis_is_a_co'fo?ea lingypass thisand you ~ ~ ':'
I move onto a spot right next to the colored 1
1

_____________________ 1

I A calm foe object;itiisialways at rest :
1 (resting), and is not affected by the Foe Box 1
1

1

'L(when you know'of the “Foe Box”).

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
A breakaway brace, When effected by a
colored dotted line and on this, go to listed
page (Pg), there, move to listed locator (Lc)

:_ A gold dotted line,.when.you pass this line, ~ :
I you automatically exit attack style at that 1
: moment.

: A solid object, no token'can move onto the !
I spot of this object, including you, the token 1
: you control.
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored
:_ line/point of same color but other shade.

I A calm foe object;itiis always at rest
1
1 (resting), and is not affected by the Foe Box

I
L

I to page of number néar either “Page” near
: the arrow of direction'you passed it in 1st.

: A breakaway brace, when effected by a

I colored dotted line and on this, go to listed
: page (Pg), there, move to listed locator (Lc)

: you automatically exit attack style at that
: moment.

: A solid object, no token'€éan move onto the
: spot of this object, including you, the token
1

(when you know'ofthe “foe Box”). ., page (Pg), there, move to listed locator (Lc) . youcontrol. . "R _____
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:_Tﬁis_is_a_co'fo?ea lingypass thisand you ~ ~
I move onto a spot right next to the colored

: A colored dotted ling, pass it, move forever
1 in direction of arrow same color as this on

1 ) .

L bottom, stop if pass same color dotted line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
: A breakaway brace; When effected by a

1 colored dotted line andon this, go to listed
: page (Pg), there, move to listed locator (Lc)

spot of this object, including you, the token 1

1
you control.

1
:
1_youcontrol. el 1
: A gold dotted line; When'you pass this line, :
I you automatically exit'attack style at that 1
: moment. J'
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

I A solid object, no'token'can move onto the
1 spot of this object, including you, the token

you control.

I
e = e U

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

A mark object, when'move onto this, add

the letter on top of this‘into your

imagination as a “Level Counter”.

next to same colored line/point of other

shade, but use pointer this pointing toward
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

T A pointer, when passicolored line/point, go " A free object, whenmove onto this, add the

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

word “Pro” into imagination (mind) if it is
not already in there.

1
1
|
_____________________ L s s e L R e L A L T T T L S T T e e d
I A solid object, nd'token'ean move onto the : A spot brace, thelletterwithin this brace is : Nothing Here. :
1 spot of this object, including you, the token 1 known as the “Locator”, moving onto this 1 1
1 . 1
Lyoucontrol | FEEEET :_brace means to move onto the spotof this. , "L __________ 1
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

: A spots line, whenyou pass this, skeet for 4
| spots, stop skeeting when you pass another
'Lspots line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

A spot brace, thelletterwithin this brace is :
known as the “Locator”, moving onto this |

1
brace means to move onto the spot of this
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: A spots line, when youpass this, skeet for 4 : Nothing Here.
| spots, stop skeeting when you pass another |
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

: A spots line, whenyou pass this, skeet for 4
| spots, stop skeeting when you pass another

1 .
L spots line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~
| move onto a spot right next to the colored

: A spots line, when youpass this, skeet for 4
| spots, stop skeeting when you pass another

spots line.
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to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

A spot brace, the'letterwithin this brace is
known as the “Locator”, moving onto this
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:'Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

: A spots line, when you pass this, skeet for 4 : Nothing Here.

| spots, stop skeeting when you pass ano
spots line.
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:'Tﬁis'is_a_co'l'o?ea line; pass thisandyou ~ ~ TI A pointer, when passicolored line/point, go | A spots line, when.you pass this, skeet for 4~ ! :_Tﬁis_is_a_coTo?eE line;pass thisandyou ~ ~ T A pointer, when passicolored line/point, go " The kil object, whenyou.move onto the ~ _:

| move onto a spot right next to the colored spots, stop skeeting when you pass another | move onto a spot right next to the colored spot of this object, at that moment, you are |

_the arrow of directionyou passed it in 1st. _, killed (even if you have“Pro” in mind) |

to page of number néar either “Page” near to page of number néar either “Page” near

the arrow of direction'you passed it in 1st. spots line.

| |
| |
1 1

I A colored dottedling, pass it, move forever : Nothing Here. I A flop box, imaginethe'number on the box : A spots line, when'you'pass this, skeet for 4
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1 in direction of arrow same color as this on 1 lower then whatlit is by 1 each sec. when 0, 1 spots, stop skeeting when you pass another 1 in direction of arrow same color as thison 1

(O

ILb_o’f_to_m_' stop if pass’same color dotted line. ., _ T __ oL ______ 1 | take all tokens asistothe page listed. _ _ , spotsline. """ _ __ _ . bottom, stop if passsame color dotted line. _1
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:'Th'is"ls_a_cdfo_rea ling;passthisandyou ~ ~ T A pointer, when passicolored line/point, go | The killobject, whenyou.move onto the ~ ~ : :_Tﬁis_is_a_coTo?eE line;pass thisand you ~ ~ T A pointer, when passicolored line/point, go " The kil object, whenyou.move onto the ~ _:
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:'Th'is"ls_a_cdfo_rea ling;passthisandyou ~ ~ T A pointer, when passicolored line/point, go | The killobject, whenyou.move onto the ~ ~ : :_Tﬁis_is_a_coTo?eE line;pass thisand you ~ ~ T A pointer, when passicolored line/point, go
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:'Tﬁis'is_a_co'fo?ea ling;pass thisandyou ~ ~ T A pointer, when passicolored line/point, go " A colored dotted [ing; pass it, move forever ! :_Tﬁis_is_a_co'fo?ea line;pass thisand you ~ ~ ':' A pointer, when passicolored line/point, go " A colored dotted line; pass if, move forever :

I move onto a spot right next to the colored to page of number néar either “Page” near in direction of arrow same color as this on I move onto a spot right next to the colored to page of number néar either “Page” near

bottom, stop if pass.same color dotted line

_the arrow of dirc@WeRRYOU passed it in 1st._ ;_bottom, stop if pa M color dotted line ,  line/point of samiEFCTUNT other shade.
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: : A gold dotted ling, Whenwyou pass this line, : A breakaway brace, when effected by a A spots line, when'you pass this, skeet for 4 :
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| spots, stop skeeting when you pass another | you automatically exit attack style at that colored dotted line and on this, go to listed 1 spots, stop skeeting when you pass another 1
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next to same colored line/point of other I forever moving, or moving from skeeting,
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in direction of arrow same color as this on
bottom, stop if pass.same color dotted line
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:'Tﬁis'is_a_co'fo?ea ling;pass thisandyou ~ ~ T A pointer, when passicolored line/point, go " A colored dotted [ing; pass it, move forever ! :_Tﬁis_is_a_co'[o?ea line;pass thisand you ~ ~ ':' A pointer, when passicolored line/point, go " A colored dotted line; pass if, move forever :

I move onto a spot right next to the colored to page of number néar either “Page” near in direction of arrow same color as this on I move onto a spot right next to the colored to page of number néar either “Page” near

bottom, stop if pass.same color dotted line

_the arrow of dirc@WeRRYOU passed it in 1st._ ;_bottom, stop if pa M color dotted line ,  line/point of samiEFCTUNT other shade.
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: the arrow of direction'you passed it in 1st.
: A spots line, when youpass this, skeet for 4 : Colored point, pass this, you move to spot A gold spots line, When'you pass this line as
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: : A gold dotted ling, Whenwyou pass this line, : A breakaway brace, when effected by a A spots line, when'you pass this, skeet for 4 :
next to same colored line/point of other I forever moving, or moving from skeeting, 1
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| spots, stop skeeting when you pass another | you automatically exit attack style at that colored dotted line and on this, go to listed 1 spots, stop skeeting when you pass another 1
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: A spots line, when you pass this, skeet for 4
| spots, stop skeeting when you pass another

spots line.

Lspotsline.  BEEEET 0 shade, but use pointer this pointing toward ; stop skeeting/movement from it and spin.

to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.
Colored point, passthis,you move to spot
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next to same colored line/point of other I forever moving, or moving from skeeting,
1
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in direction of arrow same color as this on
bottom, stop if pass'same color dotted line
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PAGE: 103

PAGE: 103

»4 PAGE: 059

PAGE: 059

% P
sy
L?P
il 5"
G582
PAGE: 061 PAGE: 061

O
A@f

KIBob])

Ignore This

Ignore this.

IPIay Music: 01

< Vv A

[To use go to page 174

:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

1 wait 3 sec. or this attacked to use the Foe

Box (wait 1 sec. forthisto rest for 1 sec).

1
|
1
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to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

your situation (bottom, if both are met).

™ A big foe object], t-also'a witty/foe object, ~ :
when attack it, imagine number within 1
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| this page only, wait 1 sec. before you use

I
L

the Foe Box, this'time, this does not rest.

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

listed page after the sentence that matches

I
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: A foe object*, upon page.entry of this, for : A foe box, you takeall'tokens as is to the
I
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your situation (bottom, if both are met).

1
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the arrow of direction'you passed it in 1st.
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| this page only, wait 1 sec. before you use

I
L

the Foe Box, this'time, this does not rest.

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.
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™ R big foe objéct, it-alsoafoe object, when
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| this page only, wait 1 sec. before you use

I
L

the Foe Box, this'time, this does not rest.

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

1

|

1

: A foe box, you takeall'tokens as is to the

I listed page after the sentence that matches
1

your situation (bottom, if both are met).

________________________________________________________________ 1
| €= Amirror foe object, treat this object as the foe (any) object right next to this, this includes mirror foe objects that are treated. _ _ !
52 9 %
. “-y (Bl ace: 102 PAGE: 102
ns” -
e
= .

o

g 3

I C ..

o 5

s () PR S

~ o=~

o gl 4 2

" =5 oy

Q =

2 g
’l vﬁé), 4  PAGE: 102 PAGE: 102

B = e
When dafeat “O” I If the foe’s within number is exactly at 4 or 3. [Listed Page> Page 073 Play Music: 02

[z ]

_______________________ 1, when 0, then IC3MIBs defeated.  _ _

1
attack this, imagine number within lower by 1

A alter box, when/a'letteérimatching the one !

1
|

I after “When Defeat” on'this is defeated, go 1
: to the page listed'onthis.

Listed:-Page: 077

If sentence above is not matched, then this is instead.

| Listed Page> Page 061

[To use go to page 175

:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

1 wait 3 sec. or this attacked to use the Foe

I
L

Box (wait 1 sec. forthisto rest for 1 sec).

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

your situation (bottom, if both are met).

1
1

listed page after the sentence that matches 1 foe (any) object right next to this, this
1
1

™ A big foe object], t-also'a witty/foe object, ~ :
when attack it, imagine number within 1
lower by 1, when 0, it’s letter is defeated. _:

1
|
1

: A witty foe object, at'page entry of this, : A foe box, you takeall'tokens as is to the
1
1

PAGE: 102

PAGE: 102

o
3 7 i%.
”@ \ﬂ"PAGE: 102

Sy

(0)

3

v“"
@,

WS

.

gt
Y

PAGE: 102

PAGE: 102

PAGE: 102

When defeat “O”
Listed:=Page: 077

If the foe’s within number is exactly at 4 or 3.

If sentence above is not matched, then this is instead.

[Listed Page> Page 065
| Listed Page> Page 062

Play Music: 02

[To use go to page 175

¢0T :39Vd

¢0T :35Vd

[z ]




|
|
1

: A clear foe object, youand this object do : A foe box, you takeall'tokens as is to the
1 nothing to each other regardless, also wait |
|

I
L

PAGE: 102

PAGE: 102

1 sec before use of the foe box.

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

listed page after the sentence that matches
your situation (bottom, if both are met).

£ h‘
> [168] 24805
By

________________________________________________________________ 1
1
« e YR
“- E AGE: 102 PAGE: 102
k4
D >
2
C -
(0) N
0
>
[0)
m
[N
o
N
vﬁé), igp PAGE: 102 PAGE: 102
RO TR
When dafeat “O” IThis sentence is automatically matched (regardless). [Listed Page> Page 075 PIay Music: 02

[ 74 ]

when attack it, imagine number within 1
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I A foe box, you takeall tokens as is to the
| listed page after the sentence that matches
your situation (bottom, if both are met).
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the arrow of direction'you passed it in 1st.

1
|

1

: A gold dotted ling, when'you pass this line,
I you automatically exit attack style at that

1

™ A foe object, upon.page entry of this, wait 2 !
seconds before you use the Foe Box, and
wait 1 sec. for thistorest for 1 sec.

A colored dotted line, pass it, move forever

in direction of arrow same color as this on

n
8
i \ \
2
o RO
B %
AT
wn
[}
o
. \
w
o
<<
o

s by, 4
S Tres] Ss0% vﬁﬁ)@ ;Z@‘é

10 R\

Pa, Al
. }; i!qy &‘PAGE:083

PAGE: 083

8.0 :35Vd

8.0 :39Vd

This sentence is automatically matched (regardless).

|Listed Page> Page 081 PIay Music: 03
| Listed Page> Page 000

| | Ignore This IThis sentence can never be matched or met.
80 > <

o use go to page 176

:_Tﬁis_is_a_co'fo?ea lingypass thisand you ~ ~ ':'
I move onto a spot right next to the colored 1
|

_____________________ 1

I A foe box, you takeall'tokens as is to the :
| listed page after the sentence that matches |
1

1

'Lyour situation (bottom, if both are met).

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
A gold dotted ling; Whenyou pass this line,
you automatically exit attack style at that
moment.

seconds before you use the Foe Box, and
wait 1 sec. for thistofest for 1 sec. ]

A colored dotted line, pass it, move forever :
in direction of arrow same color as thison |

PAGE: 085
e
)

PAGE: 085

%
C‘avs %;D)&‘

PAGE: 083

N~
Sy

R
>
[9)]

\ m
o
3
®

\

8.0 :35Vd

This sentence is automatically matched (regardless).

be matched or met.

[Listed Page> Page 082 I PIay Mousic: 03
| Listed Page> Page 000

Ignore This IThis sentence can never
> <

[To use go to page 176 | 81 |




I A foe box, you takeall tokens as is to the
| listed page after the sentence that matches
your situation (bottom, if both are met).
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:'Tﬁis'is_a_co'fo?ea line; pass thisandyou ~ ~ T A pointer, when passicolored line/point, go r The killobject, whenyou.move onto the = ~ : :_Tﬁis_is_a_co'[o?ea line; pass thisandyou ~ ~ ':' A pointer, when passicolored line/point, go :_ A foe object, upon.pageentry BfThTs,_w_aiYZ_:
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1 . . . . - . 1
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:'Th'is_is_a_co'lo_rea line;pass thisand you ~

| move onto a spot right next to the colored
||ne/p0|nt of same color but other shade.

| listed page after the sentence that matches
your situation (bottom, if both are met). , bottom, stop if pass same color dotted line.
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to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

in direction of arrow same color as this on

you control.

seconds before you use the Foe Box, and
wait 1 sec. for thistorest for 1 sec.

|
|
1

' A foe box, you takealltokens as is to the : A colored dotted ling, pass it, move forever A solid object, no token'€éan move onto the
|
|

1
1
I spot of this object, including you, the token
1
1

:_Tﬁis_is_a_co'fo?ea lingypass thisand you

| move onto a spot right next to the colored
I|ne/p0|nt of same color but other shade.

| listed page after the sentence that matches
your situation (bottom, if both are met)

you control.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spot of this object, including you, the token

seconds before you use the Foe Box, and
wait 1 sec. for thistofest for 1 sec.

, passing this line does nothing.
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' A foe box, you take all tokens as is to the : A solid object, no'token'€an move onto the A colored squiggle, thisiistreated as a
1
1
1

d

1

1

colored line during the playfield entry only, 1
1

1

1

D O

@ |

oY Y

£

B

\/%

X

Sl &
STaclie ok

r

A
e

’

Ignore This

This sentence is automatically matched (regardless).

This sentence can never be matched or met.

| Listed Page> Page 090
| Listed Page> Page 000

Play Music: 03
[To use go to page 176

A
[

$80 :39Vd”

580 :35Vd




move onto a spot right next to the colored
line/point of same color but other shade.

I A foe box, you takeiallitokens as is to the
listed page after the sentence that matches

your situation (bottom, if both are met).

L you control.

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

A solid object, no'token'€an move onto the
spot of this object, including you, the token
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:_Tﬁis_is_a_co'[o?ea lingypass thisand you ~ ~

I move onto a spot right next to the colored

I A foe box, you takeall'tokens as is to the

| listed page after the sentence that matches
your situation (bottom, if both are met).

I
L yoursituanon (OO, ot are met). _ i) youcontrol_ _ o - 1

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

™ A foé object, upon.pageentry of this, wait 2

seconds before you use the Foe Box, and
wait 1 sec. for thistofest for 1 sec. ]

A solid object, no'token'€an move onto the
spot of this object, including you, the token
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: This'is a colored [ing;pass thisandyou™ ~ ~ T A pointer, when passicolored line/point, go :' A foé object, upon-pageentry 5fThTs,_w_ait_2_: :_Tﬁis_is_a_co'fo?ea line; pass thisandyou ~ ~ ':' A pointer, when passicolored line/point, go :_ The kill object, whenyou.move onto the ~ _:
I move onto a spot right next to the colored 1 to page of number near either “Page” near | seconds before you use the Foe Box, and 1 I move onto a spot right next to the colored 1 to page of number near either “Page” near | spot of this object, at that moment, you are 1
| line/point of same colorbut other shade. | the arrow of direction you passed itin 1st. | wait 1sec. for thistoféstfor 1sec. | | line/point of same color but other shade. __| the arrow of direetion you passed itin 1st. _;_kiled (even if you have“Pro” i mind). _ _ |
: A foe box, you takealltokens as is to the : A solid object, no'token'€an move onto the : Nothing Here. : : A calm foe object; itisalways at rest : A breakaway brace; When effected by a : A gold dotted line, Whenyou pass this line, :
1 listed page after the sentence that matches | spot of this object, including you, the token | I 1 (resting), and is not affected by the Foe Box 1 colored dotted line and on this, go to listed 1 you automatically exitattack style at that 1
L your situation (bOHGM, if both are met). ! youcontrol. Sl L 0L 1 L (when you know of the “Foe Box"). | _ |_page (Pg), there, move to isted locator (Lc) | moment. | _ " 1
P@== NothingHere. o] | &= Abreak stamp, if you exit page stamped of this by a breakaway brace, stop all forever movement and all other forced movement. _ !
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

I A solid object, no'token'can move onto the

1 spot of this object, including you, the token
you control.

IL passing this line does nothing. brace means to move onto the spot of this. |

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

next to same colored line/point of other
shade, but use pointer this pointing toward

A colored squiggle, thisiis'treated as a
colored line during the playfield entry only,

A spot brace, the letterwithin this brace is
known as the “Locator”, moving onto this
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~
| move onto a spot right next to the colored |
_____________________ :
I The kill object, whenyou.move onto the : A foe object, upon pageentry of this, wait 2
1 spot of this object, at that moment, you are |
killed (even if youhave “Pro” in mind). :

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

seconds before you usethe Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

you control.

1
1
I listed page after the sentence that matches
1
1

, killed (even if youhave “Pro” inmind). | wait 1 sec. for thistorestfor 1sec. | your situation (bottom, if both are met).

spot of this object, including you, the token

A foe box, you take all'tokens as is to the
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I The kill object, whenyoumove onto the : A foe object, upon page entry of this, wait 2
1
1

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spot of this object, including you, the token
you control.

: A foe box, you take alltokens as is to the :

| spot of this object, at that moment, you are | seconds before you use the Foe Box, and I listed page after the sentence that matches 1
. . . . . | 1 . . .

'Lkllled (even if youhave “Pro” in mind). wait 1 sec. for thisto rest for 1 sec. , your situation (bottom, if both are met). _1
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

1 spot of this object, at that moment, you are
killed (even if youhave “Pro” in mind).

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

seconds before you usethe Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

you control.

1
1
I listed page after the sentence that matches
1
1

, killed (even if youhave “Pro” inmind). | wait 1 sec. for thistorestfor 1sec. | your situation (bottom, if both are met).

spot of this object, including you, the token

A foe box, you take all'tokens as is to the

1
|
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I The kill object, whenyou.move onto the : A foe object, upon pageentry of this, wait 2
1
1
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I The kill object, whenyoumove onto the : A foe object, upon page entry of this, wait 2
1
1

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spot of this object, including you, the token
you control.

: A foe box, you take alltokens as is to the :

| spot of this object, at that moment, you are | seconds before you use the Foe Box, and I listed page after the sentence that matches 1
. . . . . | 1 . . .

'Lkllled (even if youhave “Pro” in mind). wait 1 sec. for thisto rest for 1 sec. , your situation (bottom, if both are met). _1

N
o) ! | .
e D P
i % : 5
5 (=] §
: L Ve
M IS l
- 1 1
1 1
1 1
t = — = 1 I
T = S
1 1 : :
1 1 : :
i : = I I
le)} | | 1 |
e ! : | |
i I 1 > : :
2 e - LI 8 VA4 . ! i
o : - I I
- = I I
: : I 1 f
: . I I
- : : 1 1
1 | : | N
: : 1 1
1 1
| : Eop® SN
1 1 .
1 N
I i
O | ER (B 5
1 1 N /‘\“
1 | D
1 1 v /_ < |
1 1 ﬂ\(h
Ay,
STl cises ek
gV
This sentence is automatically matched (regardless). | Listed Page> Page 096 PIay Music: 03

Ignore This

This sentence can never be matched or met.

| Listed Page> Page 000

[To use go to page 176

e

&

N

00T :35Vd

00T ‘39Vvd




:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

1
| in direction of arrow same color as this on

I
L
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1
I' A colored dottedling, pass it, move forever :
|
|
1

bottom, stop if pass same color dotted line.

to page of number néar either “Page” near
_the arrow of direction’you passed it in 1st. | youcontrol. _ =oEET

The kill object, when'you'move onto the
spot of this object, at'that moment, you are

killed (even if you'have “Pro” in mind).

spot of this object, including you, the token

you control.
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:_Tﬁis_is_a_co'[o?ea lingypass thisand you ~ ~
I move onto a spot right next to the colored
: Colored point, pass this; you move to spot
| next to same colored line/point of other

to page of number néar either “Page” near
_the arrow of direction'you passed it in 1st. , youcontrol. T

A mark object, when'move onto this, add
the letter on top of thisinto your

'Lshade, but use pointer this pointing toward : imagination as a “Level Counter”.

I Nothing Here.
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I A stop stamp, upon entry.of the page

lower then what it is'by 1.each sec. when 0
use breakaway brace of spot you are on.
A fall stamp, every timea number is

1
1

| stamped of this, stop (effect of) all forever 1 lowered on page of this, only on this page
1

. movement and all other forced movement. , bring your face closer to the playfield a bit. , passing this line does nothing. 1
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colored dotted line and on this, go to listed 1 lower then what it is'by 1.each sec. when 0

page (Pg), there,/move tollisted locator (Lc) | use breakaway brace of spot you are on.
[

1

1| stamped of this, stop (effect of) all forever lowered on page of this, only on this page
1

I
l
A stop stamp, upon entry.of the page : A fall stamp, every timea number is
I
movement and all'other forced movement. :

Lmoyvem e and =y Jorced movement. .2 bring your face closer tothe playfield a bit.
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known as the “Locator”, moving onto this |
I

_brace means to moveiBhto the spot of this. |
A colored squiggle, thisiistreated as a :
colored line during the'playfield entry only, |
passing this line does nothing. !
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lower then what it is'by 1.each sec. when 0 colored dotted line and on this, go to listed 1 lower then what it is'by 1.each sec. when 0

=1

I
known as the “Locator”, moving onto this |
I

use breakaway brace of spot you are on. page (Pg), there,/move tollisted locator (Lc) | use breakaway brace of spot you are on. brace means to movelonto the spot of this. |

1
1
1
A stop stamp, upon entry.of the page : A fall stamp, every timea number is
1
1

I A stop stamp, upon entry.of the page : A fall stamp, every timea number is A colored squigglé, thisiistreated as a : : A colored squiggle, thisiistreated as a :
| stamped of this, stop (effect of) all forever 1 lowered on page of this, only on this page colored line during the'playfield entry only, 1 1| stamped of this, stop (effect of) all forever lowered on page of this, only on this page colored line during the'playfield entry only, |
 movement and all other forced movement. _, bring your face closer to the playfield a bit. _,_passing this line does nothing. _ 1 L movement and all other forced movement. _, bring your face closer to the playfield a bit. , _passing this line does nothing. _ 1
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| - : : ':' A gate brace, objectiof spot of thisbrace ~ ~ I A solid object, no token'can move onto the ~ :
lower then what it isey 1.each sec. when 0 | known as the “Locator”, moving onto this 1 | instead, go to page listed above, there, I does nothing if you'do net have stage spot of this object, including you, the token 1
| I |
| 1

use breakaway brace of spot you are on. brace means to moveonto the spot of this. numbers that match the number (s) in this. you control. ]

|
|
_____________________ | _USE Dreakaway brace of Spotyouareon. _ __brace means to moveonto he spot ot this. L Ve D oPO DR T TRRaRY IS REDW, i _NUMmBErs that matth s umber ) Itk Y e, .
:Astopstamp,upon entry.of the page :Afallstamp, every timea number is
|
|

: A colored squigglé; thisisitreated as a : I A spot brace, the'letterwithin this brace is : Nothing Here. Nothing Here. :
| stamped of this, stop (effect of) all forever lowered on page of this, only on this page | colored line during the'playfield entry only, | 1 known as the “Locator”, moving onto this | 1
:_ movement and allother forced movement. , bring your face closer to the playfield a bit. _: _passing this line does nothing. JI. :_ brace means to move onto the spot of this. _: ___________________________________________ JI
L€=% NothingHere. ] P@=s NothingHere. ]
O €] .
“Pg.039 Lc. D “Pg.039 Lc. D “P2.039 Lc. E “Pg.039 Lc. E “Pg.039 Lc. F “Pg.039 L. F
b= $ — o —l —l o @
iy
O o 60 S Y EE @y
r, o1 -'l@ r_n = S ‘L roa E] r_n
B - C D E |
La 1 -ﬂ‘{h N Lo Lo = ) 1
S —
Pe039Lc Gy | Pe039Lc.G JPeozolc iy PeosvlcH JFeosotc Ty Peo39lcL @01
4 { Listed: Pg. 147 @ ﬁgfj ﬁgl]
H @ J /’;\\\ 1 = \Va av
43 re r.a £ ro 08\ {
|.G a |.H a Listed: A
¢ 3 ) .
TR —— —— — —
Feozore TS PeosglcTy | Peozoe ks  PeosvlcK JFeooic By Pe039Llc By |
al | /= Fal B &
rJ rK "1 rL "1 rM "1
L 4 = Jd Ly 1
JFeosilc By  PeosilcBy  PgosilcBy  FeosilcEn  PeosicE,  Peo3ilcE, |
/ 7 7S /
. S 5
& | & ZSs sl | @y
rN "1 rO "1 rP rQ "1
L 4 L 4 L | B
— e — T
JFeostlc Ay Peodilc A, Pe03llcB JPeo3iicB JFeos1icE,  Peo3ilcEy Lsted: Pg. 006 ListegrFa, 108
< = YE SN / pe /7‘\\ 5w
I L& ! b ’ (L&) R
— k- e - 5 Listed: A Mot ~——Listed: A
|.R a s 4 |.T a |.U a |.V 4 “'Io'x‘)‘o ) ) _
JFeosilc Ay Peostic Ay Peosie,  Peosile JFeos11cDy  Peo3ilc Dy [ (003003
Listedig. 167
/ /}’:;\\
W’ R Ry rz¥ A, Al Listed: A
i i ok
Q oA [ S -’ 4y
> Tie8] <1895 13; > [i68] <4805
gV <8V
. i Play Music: 01 . - Play Music: 07
Ignore This I Ignore this. Ignore This Ignore this.
106 > r ¢ Vv A [To use go to page 174 > V A [To use go to page 180 107




:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

I A spot brace, the letterwithin this brace is

1 known as the “Locator”, moving onto this

'Lbrace means to move onto the spot of this.

to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.

spot of this object, including you, the token

you control.
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

I A solid object, na'tokenean move onto the
1 spot of this object, including you, the token

you control.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

A foe object, upon'pageéntry of this, wait 2

1
1

seconds before you usethe Foe Box, and I listed page after the sentence that matches 1
1

wait 1 sec. for thisto rest for 1 sec. !

A foe box, you take all'tokens as is to the

your situation (bottom, if both are met).
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1 spot of this object, including you, the token

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

seconds before you use the Foe Box, and

1
I
1

I A solid object, na'token'can move onto the : A foe object, upon page entry of this, wait 2
1
1

A foe box, you takealltokens as is to the :

1
1
I listed page after the sentence that matches 1
1
1

Lyoucontrol. | FEEEET A walt 1 sec. for thE I0TEt or 1sec: _ _ _ _ 1) your situation (bottom, i both are met). _ |
L@ Nothing Here.
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:_Tﬁis'is_a_coTo?eE line;pass thisandyou ~ ~ T A pointer, when pass:colored line/point, go " A colored dotted lingjpass it, move" fc_)rEvEr_:

I move onto a spot right next to the colored to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.

1
I
1
! A solid object, na'tokencan move onto the : A foe object, upon page'entry of this, wait 2 | A foe box, you take'alltokens as is to the !
1
1
1

1 spot of this object, including you, the token

1
1

seconds before you usethe Foe Box, and I listed page after the sentence that matches 1
1

wait 1 sec. for thisto rest for 1 sec. !

'Lyou control. your situation (bottom, if both are met).
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| spot of this object, including you, the token

to page of number near either “Page” near
the arrow of direction'you passed it in 1st.

seconds before you use the Foe Box, and

1
I
1

I A solid object, na'token'can move onto the : A foe object, upon page entry of this, wait 2
1
1

A foe box, you takealltokens as is to the :

1
1
I listed page after the sentence that matches 1
1
1

Lyoucontrol. | FEEEET A walt 1 sec. for thE I0TEt or 1sec: _ _ _ _ 1) your situation (bottom, i both are met). _ |
| &= NothingHere. _ _ _ _ _ _ _ _ _ _ _ _ e
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1
1
| you automatically exit attack style at that
: moment.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

(resting), and is not affected by the Foe Box

1
|
1

A gold dotted ling, Whenwyou pass this line, : A calm foe object;itlis/always at rest
1
1
1

(when you know 'of the “Foe Box”).

™ The kill object, whenyou.move onto the ~ ~

spot of this object, at that moment, you are

killed (even if you have “Pro” in mind)
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

:_Tﬁis_is_a_co'[o?ea lingypass thisand you ~ ~

I
I
to page of number néar either “Page” near spot of this object, at that moment, you are | I move onto a spot right next to the colored to page of number néar either “Page” near spot of this object, at that moment, you are 1
I
|

the arrow of direction'you passed it in 1st. killed (even if you have “Pro” in mind).

|
| _the arrow of direction’you passed itin 1st. _;_killed (even if youhave™®ro” in mind) _ _
: A gold dotted ling, whenwyou pass this line, : A calm foe object;itlisalways at rest
|
|

1
|
1
: A gold dotted ling; whenwou pass this line, : A warp!, when you'move on to spot of this, A calm foe object;itiisalways at rest !
1
1
1

| you automatically exit attack style at that

 moment.  LEEET i (when you know of the “Foe Box"). . _ _ _ ____ " ______ 1  moment.  FEEET and onwarp brace “A”there. . (whenyouknow ofthe “Foe Box").

1
1
(resting), and is not affected by the Foe Box | | you automatically exit attack style at that migrate 2 spots left, then go to page listed (resting), and is not affected by the Foe Box 1
1
1
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1
I
1

I A solid object, na'token'can move onto the : A foe object, upon page entry of this, wait 2
1 spot of this object, including you, the token
1

you control.
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to page of number near either “Page” near

the arrow of direction'you passed it in 1st.

: A foe box, you takealltokens as is to the :
seconds before you use the Foe Box, and I listed page after the sentence that matches 1

1

1

_______ wait 1 sec. for this to restfor 1sec. ___ yoursituation (bottem, if both are met). |
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored 1
|
_____________________ 1
I A solid object, nd'token'ean move onto the : A foe object, upon'pageéntry of this, wait 2
1 spot of this object, including you, the token |
1
1

you control.

wait 1 sec. for thisto rest for 1 sec.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

: A foe box, you take all'tokens as is to the
seconds before you usethe Foe Box, and I listed page after the sentence that matches 1

I N .

, your situation (bottom, if both are met).
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1
I
1

I A solid object, na'token'can move onto the : A foe object, upon page entry of this, wait 2
1 spot of this object, including you, the token
1

I
L

you control.

to page of number near either “Page” near

_the arrow of direction’you passed it in 1st. _,_bottom, stop if passisame color dotted line.
: A foe box, you takealltokens as is to the :
seconds before you use the Foe Box, and I listed page after the sentence that matches 1

1

1

wait 1 sec. for thisto rest for 1 sec.
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your situation (bottom, if both are met). _1

:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored 1
|
_____________________ 1
I A solid object, nd'token'ean move onto the : A foe object, upon'pageéntry of this, wait 2
1 spot of this object, including you, the token |
1
1

you control.

wait 1 sec. for thisto rest for 1 sec.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

: A foe box, you take all'tokens as is to the
seconds before you usethe Foe Box, and I listed page after the sentence that matches 1

I N .

, your situation (bottom, if both are met).
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spot of this object, including you, the token

you control.
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

1
|
1

: A colored dotted ling; pass it, move forever : Nothing Here.
| in direction of arrow same color as thison |
1
1

'Lbottom, stop if pass'same color dotted line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
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| "ThisTis a colored ling;pass this and you™ ™ ™ 7 A pointer, when passicolored line/point, go | A sofid object, no fokenican move onfo the | | This1s a colored ing,pass this and you™ ~ T A pointer, when passolored Imé/point, g0~ & Gl foe obiectifisalwavs 5t Fest~ ~ ~ ~ |

1 1 1 1
| move onto a spot right next to the colored 1 to page of number near either “Page” near | spot of this object, including you, the token 1 I move onto a spot right next to the colored 1 to page of number near either “Page” near | (resting), and is not affected by the Foe Box 1
| line/point of same@ eolor but other shade. | the arrow of directionyou passed itin 1st. | youcontrol el | | line/point of same color but other shade. _ _| the arrow of directi6nyou passed it in 1st. | (when you know of the “Foe Box’). | _ |
: A calm foe object;itiisalways at rest I The kill object, when'you'move onto the I Nothing Here. I I A solid object, na'tokenean move onto the I The kill object, when'you'move onto the I Nothing Here. :
| (resting), and is not affected by the Foe Box 1 spot of this object, at that moment, you are | 1 1 spot of this object, including you, the token 1 spot of this object, at that moment, you are | 1
| (when you know'of the “Foe Box'). | _ | Kiled (even if you have “Pro” inmind). _ . ______ ‘o H Lyoucontrol. | FREET | killed (even if you haVe “Pro” inmind). _ _ 4 _____ = __ H
1 Nothing Here. ! | @ == Nothing Here.
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~
| move onto a spot right next to the colored

I A calm foe object;itiis always at rest

1
1 (resting), and is not affected by the Foe Box

I
L

(when you know of the “Foe Box”).

to page of number néar either “Page” near
_the arrow of direction’you passed it in 1st. ; killed (even if you' have®Pro” in mind). _

A solid object, no'token'¢éan move onto the
spot of this object, including you, the token

you control.

spot of this object, at that moment, you are

killed (even if you have “Pro” in mind).

A colored dotted line, pass it, move forever

in direction of arrow same color as this on

bottom, stop if pass'same color dotted line. |
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Ignore this.
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

I The kill object, wheRouwmove onto the
1 spot of this object, at that moment, you are
'Lkilled (even if yourhave “Pro” in mind).
I Nothing Here.

to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.

(resting), and is not affected by the Foe Box

1
|
1
: A calm foe object;itlis@always at rest
1
1

spot of this object, including you, the token 1

you control.

A colored dotted line, pass it, move forever :

in direction of arrow same color as thison |
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:'Tﬁis'is_a_co'fo?ea line; pass thisandyou ~ ~ TI A pointer, when passicolored line/point, go | A calm foe object,.itisalways at rest ~ ~ ! :_Tﬁis_is_a_co'[o?ea line;pass thisandyou ~ ~ T A pointer, when passicolored line/point, go A solid object, no token'can move onto the !
| move onto a spot right next to the colored to page of number néar either “Page” near (resting), and is not affected by the Foe Box

(when you know of the “Foe Box”).

I move onto a spot right next to the colored to page of number néar either “Page” near

the arrow of direction'you passed it in 1st. the arrow of direction'you passed it in 1st.

| |
| |
|_the arrow Or direction’you passed It in Ist. ~ ; _(wheén you know orthe~roe box'). ~ ., | INE/POINt Of >aMELOIOTRUL Othet Shade. i _the€ arrow of direction’you passed itin Ist. ; youcontrol. =~ ===er"  _ _ _ _ _ _ _ a
I A solid object, na'token'can move onto the : The kill object, when'you'move onto the : Nothing Here. : I A calm foe object;itiisialways at rest : The kill object, when'you'move onto the : Nothing Here. :
1 spot of this object, including you, the token 1 spot of this object, at that moment, you are | | 1 (resting), and is not affected by the Foe Box 1 spot of this object, at that moment, you are | 1
Lyoucontrol. | FEWET | killed (even if youhave “Pro” inmind). _ 1 _______ oL __________ H L (when you know of the “Foe Box'). | _ | kiled (even if you haVe “Pro” inmind). _ ., _____ oL H
L& s Nothing Here, o e e e e e e e 2 | &S Nothing Here. _ _ _ _ _ _ _ e
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~
| move onto a spot right next to the colored
: A colored dottedling, pass it, move forever
| in direction of arrow same color as this on

'Lbottom, stop if pass'same color dotted line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spot of this object, including you, the token
you control.
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~
I move onto a spot right next to the colored

: A spots line, whenyou pass this, skeet for 4
| spots, stop skeeting when you pass another

1 .
L spots line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spot of this object, including you, the token 1

1
you control. ]

A colored dotted ling, pass it, move forever
in direction of arrow same color as this on
bottom, stop if pass same color dotted line.

Warp brace!, if on'spot'ofithis from a warp,

[

1
migrate 2 spots down, then 1 spot right. 1
1
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:'Tﬁis'is_a_co'l'o?ea ling;pass thisand you ~ ~
| move onto a spot right next to the colored
: A colored dottedling, pass it, move forever
| in direction of arrow same color as this on

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spots, stop skeeting when you pass another
spots line.

Colored point, pass this, you move to spot
next to same colored line/point of other

A gold spots line, When'you pass this line as
forever moving, or moving from skeeting,

| bottom, stop if pass same color dotted line. , shade, but use pofnter this pointing toward , stop skeeting/movement from it and spin. _ |
L= Nothing Here. e
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:_Tﬁis_is_a_coTo?eE lingypass thisand you ~ ~

I move onto a spot right next to the colored

: A spots line, whenyou pass this, skeet for 4

| spots, stop skeeting when you pass another
spots line.

Lspotsline.  FREET i (whenyouknowof the“Foe Box”). . "L _

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

you automatically exit attack style at that
moment.

1
|

1

: A calm foe object;itlis@always at rest

1 (resting), and is not affected by the Foe Box
1
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

: A colored dottedling; pass it, move forever

| in direction of arrow same color as this on
bottom, stop if pass same color dotted line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

spots, stop skeeting when you pass another
spots line.

Colored point, pass this, you move to spot
next to same colored line/point of other
shade, but use pointer this pointing toward

A gold spots line, When'you pass this line as
forever moving, or moving from skeeting,

stop skeeting/movement from it and spin. 1
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:_Tﬁis_is_a_co'[o?ea lingypass thisand you ~ ~

I move onto a spot right next to the colored

: A colored dotted ling, pass it, move forever

1 in direction of arrow same color as this on
bottom, stop if pass same color dotted line.

] . . m " . . . . y ”
. bottom, stop if pass same color dotted line. _, | killed (even if youhave™Pro” in mind). _ _ . imagination as a “Level Counter”.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

A mark object, when move onto this, add

The kill object, whényoumove onto the
spot of this object, at'that moment, you are

the letter on top of thisiinto your

Goal; 002

A - . ,
> [168] < 5 ‘&.. AGE: 132 PAGE: 132 (A
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:'Tﬁis'is_a_co'fo?ea line; pass thisandyou ~ ~ T| A pointer, when passicolored line/point, go | A gold dotted line,whenyyou pass this line, ~

:_Tﬁis_is_a_co'[o?ea line;pass thisand you ~ ~ T A pointer, when passicolored line/point, go A calm foe object, itisalways at rest~ ~ ~ !

I
I
I move onto a spot right next to the colored to page of number néar either “Page” near you automatically exit attack style at that 1 I move onto a spot right next to the colored to page of number néar either “Page” near
I
|

moment.

| |
| |
1 1
I The kill object, whenyou.move onto the : Warp brace#, if on spotof this from a warp, | A calm foe object]itiisalways at rest : A gold dotted ling, Whenwyou pass this line, : The kill object, when'you'move onto the
| |
| |
' '

the arrow of direction'you passed it in 1st. the arrow of direction'you passed it in 1st.

1 1
| |
migrate 1 spot down, then 3 spots left. I (resting), and is not affected by the Foe Box spot of this object, at that moment, you are |
| |
1 1

1 spot of this object, at that moment, you are | you automatically exit attack style at that
. killed (even if you have “Pro”inmind). ., TTTT0_ _______ . (whenyouknowofthe FoeBox’). cmoment.  FREET killed (even if youhave ®Pro”inmind). __ .+ _ ______ 0. __________ 1
I Nothing Here. ! I Nothing Here. 1
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

I
L

bottom, stop if pass same color dotted line.

moment.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

: A colored dotted line; pass it, move forever ! A gold dotted ling, whenyou pass this line,

1
1

| in direction of arrow same color as thison | you automatically exit attack style at that
1
1

spot of this object, at that moment, you are
killed (even if you have “Pro” in mind).

A calm foe object;itiisalways at rest
(resting), and is not affected by the Foe Box

(when you know of the “Foe Box”). n
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:_Tﬁis_is_a_co'[o?ea lingypass thisand you ~ ~
I move onto a spot right next to the colored

: A gold dotted ling, Whenwyou pass this line, A colored dotted lling;pass it, move forever

! moment,
L .

I Nothing Here.

bottom, stop if pass same color dotted line.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.

1
1

| you automatically exit attack style at that 1 in direction of arrow same color as this on
1
1
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:'Tﬁis'is_a_co'fo?ea ling;passthisandyou  ~ ~ T A pointer, when passicolored line/point, go | A gold dotted line,when-you pass this line, ~
| move onto a spot right next to the colored

:_Tms'is_a_co'[o?ea ling;pass thisandyou ~ ~ T A pointer, when passicolored line/point, go I~ A colored dotted ling;pass it, move | fc_)rEvEr_:

I
I
to page of number néar either “Page” near you automatically exit attack style at that 1 I move onto a spot right next to the colored to page of number néar either “Page” near
I
|

______________________ the arrow of dircd@#eWPPU passed it in 1st. |

: A colored dottedling; pass it, move forever : The kill object, when'you'move onto the

| in direction of arrow same color as thison | spot of this object, at that moment, you are
1
1

moment. the arrow of direction'you passed it in 1st.

I The kill object, whenyoumove onto the

] 1
I 1
| 1 spot of this object, at that moment, you are |
I 1

1

:_b_Ot_to_m_' stop if pass same color dotted line. , killed (even ifyouhave “Pro”inmind). . " __ 1 :_'ﬂ”fd_(‘i"‘i”_ifl/o_“l“ﬂ“i"_Prf"_i”_”li”_dl ______________________________________________ 1
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored

I A free object, when'move onto this, add the
1

1 word “Pro” into imagination (mind) if it is

" not already in there.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
A foe object, upon pageentry of this, wait 2
seconds before you usethe Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

spot of this object, at that moment, you are
killed (even if you have “Pro” in mind).

A foe box, you take all'tokens as is to the
listed page after the sentence that matches

your situation (bottom, if both are met). n
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Ignore This

This sentence is automatically matched (regardless).

This sentence can never be matched or met.

|Listed Page> Page 141 I PIay Music: 05
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:_Tﬁis_is_a_coTo?ea lingypass thisandyou ~ ~
I move onto a spot right next to the colored

: A free object, wHen'move onto this, add the

1 word “Pro” into imagination (mind) if it is

" hot already in there.

to page of number néar either “Page” near
the arrow of direction'you passed it in 1st.
A foe object, upon'pageéntry of this, wait 2
seconds before you usethe Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

I

I
spot of this object, at that moment, you are |
killed (even if you have “Pro” in mind). JI

A foe box, you take all'tokens as is to the !

I
listed page after the sentence that matches |

your situation (bottom, if both are met). JI
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I Nothing Here.
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:_Tﬁis_is_a_coTo?ea lingzpass thisandyou ~ ~ T A pointer, when passicolored line/point, go I~ The kill'object, whenyou move onto the ~ ~

:'Tﬁis'is_a_co'fo?ea ling;passthisandyou  ~ ~ T A pointer, when passicolored line/point, go | The killobject, whenyou.move onto the ~ ~ :

spot of this object, at that moment, you are | I move onto a spot right next to the colored
I
|

killed (even if you have “Pro” in mind).

| move onto a spot right next to the colored to page of number néar either “Page” near

I
I

to page of number néar either “Page” near spot of this object, at that moment, you are |
I

the arrow of direction'you passed it in 1st. killed (even if you have “Pro” in mind). ]

the arrow of direction'you passed it in 1st.

A foe object, upon'pageéntry of this, wait 2

A foe box, you take all'tokens as is to the !

: A free object, wHen move onto this, add the ! A foe object, upon page entry of this, wait 2

A foe box, you takeall'tokens as is to the : A free object, wHen'move onto this, add the

I I I

1 I 1 |

1 word “Pro” into imagination (mind) ifitis 1 seconds before you use the Foe Box, and listed page after the sentence that matches 1| 1 word “Pro” into imagination (mind) ifitis 1 seconds before you use the Foe Box, and listed page after the sentence that matches |
. 1 . [ | S .

:_not already in there. | wait 1 sec. for this to rest for 1 sec. your situation (bottom, if both are met). JI _notalready in there. . wait 1 sec. for thistorestfor1sec. ) your situation (bottom, if both are met). JI

I Nothing Here. | I Nothing Here. |
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:'Tﬁis'is_a_co'fo?ea ling;pass thisand you ~ ~

| move onto a spot right next to the colored to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.

: A spots line, whenyoupass this, skeet for 4 : A colored dotted line, pass it, move forever
| spots, stop skeeting when you pass another | in direction of arrow same color as this on
1
1

spots line. bottom, stop if pass same color dotted line.

I
L

killed (even if you have “Pro” in mind).

I
I
spot of this object, at that moment, you are |
I
|

2
"
I
‘\9.“2________. _________ : :
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[To use go to page 178

:_Tﬁis_is_a_co'[o?ea lingypass thisand you ~ ~

I move onto a spot right next to the colored

: A colored dotted ling, pass it, move forever
1 in direction of arrow same color as this on
bottom, stop if pass same color dotted line.

I
| o A s 0 PR iGN - o

I Nothing Here.

to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.

A gold dotted ling; When'you pass this line,

you automatically exit attack style at that

moment.

A mark object, when move onto this, add

the letter on top of thisiinto your

imagination as a “Level Counter”.
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:'Tﬁis'is_a_co'fo?ea ling;passthisandyou  ~ ~ T A pointer, when passicolored line/point, go | The killobject, whenyou.move onto the ~ ~

I
I

| move onto a spot right next to the colored to page of number néar either “Page” near spot of this object, at that moment, you are |
I

|

killed (even if you have “Pro” in mind).

the arrow of direction'you passed it in 1st.

: A colored dottedling; pass it, move forever : A warp#, when you'move on to spot of this,
| in direction of arrow same color as thison | migrate 1 spot up, 1 spot right then go to
|
1

| bottom, stop if passsame color dotted line. , page listed and on warp brace "A” there. 1
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:_Tﬁis_is_a_co'[o?ea lineypass thisandyou ~ ~ T A pointer, when passicolored line/point, go " A solid object, no token'can move Enfo_th_e_:

I move onto a spot right next to the colored to page of number néar either “Page” near

the arrow of direction'you passed it in 1st.

I A spot brace, the'letterwithin this brace is

1
1
1 known as the “Locator”, moving onto this 1
:_brace means to move onto the spot of this. : 1
I Nothing Here. 1
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1
| letter is defeated on page of this, add 1 *

I
L

(Star) to your mind that stays unless spent

wait 1 sec. for this'torest for 1 sec.

mind on page of this, remove them all

seconds before you Use the Foe Box, and

listed page after the sentence that matches
your situation (bottom, if both are met).

1
|
1
I A bonus stamp, Whenthe boss object’s : A prize stamp, if you'have 3 * (stars) in your
1
1

(spend) to go to page of number on this 1st ; to the page listed'on'this.

A alter box, when'alettermatching the one :
after “When Defeat” onthis is defeated, go 1
I
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When defeat “F”
Listed:-Page: 164

This sentence is automatically matched (regardless).

if the opponent’s within number is lesser than 4

|Listed Page> Page 149
| Listed Page> Page 152

Play Music: 06
[To use go to page 179

: "A'big foe object, Tt alsoa foe object, when ~ T A foe object, upon-pageentry of this, wait 2 " A foe box, you takealltokens as is to the ™ ~ !
I attack this, imagine number within lower by

seconds before you Use the Foe Box, and listed page after the sentence that matches 1

. | . . . 1
______________________ wait 1 sec. for thistorestfor 1sec. | yoursituation (bottom, ifboth are met). _

1
|
1
! A bonus stamp, when'the boss object’s : A prize stamp, if you'have 3 * (stars) in your
1
1

: A alter box, when'a'lettermatching the one !

| letter is defeated on page of this, add 1 * mind on page of this, remove them all I after “When Defeat” on'this is defeated, go 1
1
1

'L(Star) to your mind-that'stays unless spent to the page listed'onthis.
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When défeat “F” IThl's sentence is automatically matched (regardless).  [Listed Page> Page 150 PIay Music: 06
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I"A'big foe object, Tt also.a foe object, when ~ T| A foe object, uponipage-entry of this, wait 2’ r A foe box, you takeallitokens as is to the ™ ~ ! : “A'big foé object, Tt alsoa foe object, when ~ T A foe object, uponipagerentry of this, wait 2 © A foe box, you takealltokens as is tothe ™ !

seconds before you Use the Foe Box, and listed page after the sentence that matches listed page after the sentence that matches 1

I attack this, imagine number within lower by 1 seconds before you use the Foe Box, and

1 1

L when 0, then iffetteris defeated. | wait 1 sec.for thistest for 1sec. | your situation (bottom, if both are met). _ | 1, when 0, then if’sfetteris defeated. | wait 1sec. for thist6Fest for 1sec. | your situation (bottom, if both are met). _
: A bonus stamp, whenthe boss object’s : A prize stamp, if you'have 3 * (stars) in your : A alter box, when/a'lettermatching the one : ! A bonus stamp, when'the boss object’s : A prize stamp, if you'have 3 * (stars) in your : A alter box, whenla'lettermatching the one !
| letter is defeated on page of this, add 1 * 1 mind on page of this, remove them all I after “When Defeat” on'this is defeated, go 1 | letter is defeated on page of this, add 1 * I mind on page of this, remove them all I after “When Defeat” on'this is defeated, go 1
L (star) to your mind 8t stays unless spent __ (spend) to go to page of humber on this 1st | to the page listed omthis. ___ ____ _ 1 L (Star) to your mind tat stays unless spent _, (spend) to go to page of number on this 1st | to the page listedonthis. 1
1 Nothing Here. ! 1 Nothing Here I

‘n by
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When-dafeat “F” IThis sentence is automatically matched (regardless). | Listed Page> Page 151 I Play Music: 06 When-défeat “F” IThiS sentence is automatically matched (regardless).  [Listed Page> Page 148 Play Music: 06

=3

Listed-Page: 164 if the opponent’s within number is lesser than 4 | Listed Page> Page 152
150 g > <

igwe opponent’(swithin number is lesser than 4 | Listed Page> Page 152

To use go to page 179 Listed:Page: 164 Tousegotopagel79 | 151




1
|
1
I The kill object, whenyou.move onto the : A prize stamp, if you'have 3 * (stars) in your
1 spot of this object, at that moment, you are |
killed (even if you have “Pro” in mind) :

wait 1 sec. for this'torest for 1 sec.

mind on page of this, remove them all

seconds before you Use the Foe Box, and

listed page after the sentence that matches
_wait 1 sec. for thWWemestror 1sec. | _ _ _ 1 your situation (bottom, if both are met). _
A alter box, when'alettermatching the one
after “When Defeat” on'this is defeated, go

, killed (even if you'have “Pro” in mind) | | (spend) to go to page of number on this 1st ; tothe page listedionthis.
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When defeat “F”
Listed:-Page: 164

This sentence is automatically matched (regardless).

if the opponent’s within number is lesser than 2

|Listed Page> Page 153
| Listed Page> Page 160

Play Music: 06
[To use go to page 179

: "A'big foe object, it alsoa foe object, when

I attack this, imagine number within lower by |
_____________________ :

! A bonus stamp, when'the boss object’s : A prize stamp, if you'have 3 * (stars) in your

| letter is defeated on page of this, add 1 * 1

! (Star) to your mind that stays unless spent :

seconds before you Use the Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

mind on page of this, remove them all

~ T Afoe object, uponpage-entry of this, wait 2 " A foe box, you take-alltokens as is to the

. (Star) to your mind'that'stays unless spent _, | (spend) to go to page of number on this 1st , tothe pagelistedonthis.

your situation (bottom, if both are met).

A alter box, when'a'lettermatching the one !

listed page after the sentence that matches 1

1
d

after “When Defeat” on this is defeated, go 1
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When defeat “F”
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This sentence is automatically matched (regardless).

| Listed Page> Page 160
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1 spot of this object, at that moment, you are
killed (even if you have “Pro” in mind)

I
B e e e e e

s
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seconds before you Use the Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

mind on page of this, remove them all

o 7t

(spend) to go to page of number on this 1st ; to the page listed'on'this.

listed page after the sentence that matches
your situation (bottom, if both are met).

|
|
1

I The kill object, whenyou.move onto the : A prize stamp, if you'have 3 * (stars) in your | A alter box, when'alettermatching the one
|
|
1

after “When Defeat” on'this is defeated, go

When defeat “F”
Listed:-Page: 164

This sentence is automatically matched (regardless).

if the opponent’s within number is lesser than 2

|Listed Page> Page 155
| Listed Page> Page 160

Play Music: 06
[To use go to page 179

| letter is defeated on page of this, add 1 *
'L(Star) to your mindthat stays unless spent

seconds before you Use the Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

mind on page of this, remove them all

: "A'big foe object, Tt also a foe object, when ~ T A foe object, upon-pagerentry of this, wait 2 A foe box, you takeallitokens as is to the
I attack this, imagine number within lower by

(spend) to go to page of number on this 1st , to the page listed'on'this.

your situation (bottom, if both are met).

1
|
1
! A bonus stamp, when'the boss object’s : A prize stamp, if you'have 3 * (stars) in your
1
1

listed page after the sentence that matches 1

1
d

A alter box, when'a'lettermatching the one !
after “When Defeat” on this is defeated, go 1
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When defeat “F”
Listed:"Page: 164

This sentence is automatically matched (regardless).
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1 spot of this object, at that moment, you are

seconds before you Use the Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

listed page after the sentence that matches
your situation (bottom, if both are met).

mind on page of this, remove them all

A alter box, when'alettermatching the one
after “When Defeat” on'this is defeated, go

"A'big foé object, Tt alsoa foe object, when T A foe object, upon pageentry of this, waft 2

I attack this, imagine number within lower by

| letter is defeated on page of this, add 1 *

seconds before you Use the Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

™ A foé box, you takeallitokens as s tothe ™ !

listed page after the sentence that matches 1

your situation (bottom, if both are met). _:

mind on page of this, remove them all

A alter box, when'a'lettermatching the one !
after “When Defeat” on this is defeated, go 1

1
|
1

I The kill object, whenyou.move onto the : A prize stamp, if you'have 3 * (stars) in your
1
1

, killed (even if you'have “Pro” inmind) | (spend) to go to page of number on this 1st  to the page listedonthis. 1

Iy

L4y,
YA86 . $ @.
eIl i @&‘

When defeat “F” IThis sentence is automatically matched (regardless).  [Listed Page>Page 157 I PIay Music: 06

Listed-Page: 164 if the opponent’s within number is lesser than 2 | Listed Page> Page 160
156 g > <

[To use go to page 179

1
|
1

! A bonus stamp, when'the boss object’s : A prize stamp, if you'have 3 * (stars) in your
1
1

L (Star) to your mind that stays unless spent _; (spend) to go to page of number on this Ist  to the page listedon'this. 1
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When défeat “F” IThis sentence is automatically matched (regardless).  [Listed Page> Page 158 PIay Music: 06

Listed: Page: 164 igwe opponent’(swithin number is lesser than 2 | Listed Page> Page 160

To use go to page 179 157




1 spot of this object, at that moment, you are
killed (even if you have “Pro” in mind)

wait 1 sec. for this'torest for 1 sec.

mind on page of this, remove them all

seconds before you Use the Foe Box, and

, killed (even if you'have “Pro” in mind) | | (spend) to go to page of number on this 1st ; tothe page listedionthis.

listed page after the sentence that matches
your situation (bottom, if both are met).

|
|
1
I The kill object, whenyou.move onto the : A prize stamp, if you'have 3 * (stars) in your | A alter box, when'alettermatching the one
|
|
1

after “When Defeat” on'this is defeated, go

T
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When defeat “F”
Listed:-Page: 164

This sentence is automatically matched (regardless).

if the opponent’s within number is lesser than 2

|Listed Page> Page 159
| Listed Page> Page 160

Play Music: 06
[To use go to page 179

I A bonus stamp, when

| letter is defeated on page of this, add 1 *
! (Star) to your mind that stays unless spent

: "A'big foe object, Tt also a foe object, when ~ T A foe object, upon-pagerentry of this, wait 2 A foe box, you takeallitokens as is to the
I attack this, imagine number within lower by

seconds before you Use the Foe Box, and
wait 1 sec. for thisto rest for 1 sec.

mind on page of this, remove them all

. (Star) to your mind'that'stays unless spent _, | (spend) to go to page of number on this 1st , tothe pagelistedonthis.

your situation (bottom, if both are met).

1
|
1
the boss object’s : A prize stamp, if you'have 3 * (stars) in your
1
1

listed page after the sentence that matches 1

1
d

A alter box, when'a'lettermatching the one !
after “When Defeat” on this is defeated, go 1

Ty

3
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When defeat “F” I

This sentence is automatically matched (regardless).

IListed Page> Page 152 I p|ay Music: 06

| Listed Page> Page 160

Listed:"Page: 164

igwe opponent’s within number is lesser than 2

To use go to page 179
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I A bonus stamp, Whenthe boss object’s

I
L

1
1 1
| letter is defeated on page of this, add 1 * 1 mind on page of this, remove them all
(Star) to your mind that stays unless spent :

wait 3 sec. or this attacked to use the Foe

A prize stamp, if you'have 3 * (stars) in your

1
(spend) to go to page of number on this 1st ; to the page listed'on'this.

listed page after the sentence that matches

|
|
|
Box (wait 1 sec. forthisto rest for 1 sec). | your situation (bottom, if both are met).
: A alter box, when'alettermatching the one
|

after “When Defeat” on'this is defeated, go
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When defeat “F”
Listed:-Page: 164

If you attack the foe within 2 secs. upon entry of page  [Listed Page> Page 162

Else, after 3 seconds upon entry %the page, thisi&met | Listed Page> Page 161

Play Music: 06
[To use go to page 179

! A bonus stamp, when'the boss object’s A prize stamp, if you'have 3 * (stars) in your

:_(Star) to your mindth

1 sec before use of the foe box.

1

1 1

| letter is defeated on page of this, add 1 * I mind on page of this, remove them all
1

at'stays unless spent

nothing to each othéFregardless, also wait

(spend) to go to page of number on this 1st : to the page listed'on'this.

I

I

I .

, your situation (bottom, if both are met).
1

1

I

listed page after the sentence that matches 1

1
d

A alter box, when'a'lettermatching the one !
after “When Defeat” on this is defeated, go 1

iy

STeR i
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This sentence is automatically matched (regardless).

This sentence can never be matched or met.

IListed Page> Page 162 I p|ay Music: 06

| Listed Page> Page 000

When defeat “F” I
Listed:"Page: 164

>

To use go to page 179

161




1
| when attack it, imagine number within nothmg to each other regardless, also wait listed page after the sentence that matches

your situation (bottom, if both are met).

A alter box, when'alettermatching the one

Iower by 1, when 0, it’s letter is defeated. 1 sec before use of the foe box.

' A bonus stamp, when the boss object’s A prize stamp, if you'have 3 * (stars) in your

1 ]
1 I I
| letter is defeated on page of this, add 1 * I mind on page of this, remove them all after “When Defeat” onthis is defeated, go 1

1 I

| (star) to your mind t_ha_t stays unless spent _, (spend) to go to page of number on this 1st , to the page listedon'this. 1

T
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When defeat “F” IThis sentence is automatically matched (regardless). |Listed Page> Page 163 I PIay Music: 06
This sentence can never be matched or met. | Listed Page> Page 000

162 Listed:-Page: 164 [To use go to page 179

: "A'big foe object#, italso a clear/foe object, T A clear foe object; yourand this object do~ ~ I A foe box, you takeallitokens as is to the ™ ~ :
| when attack it, imagine number within listed page after the sentence that matches 1

|
nothing to each othéFregardless, also wait |
|
1 sec before use of the foe box. , your situation (bottom, if both are met). ]
1
|
|

Iower by 1, when 0, it’s letter is defeated.

' A bonus stamp, when'the boss object’s A prize stamp, if you'have 3 * (stars) in your | A alter box, when/alettermatching the one !

1
1 1
| letter is defeated on page of this, add 1 * I mind on page of this, remove them all after “When Defeat” on this is defeated, go 1
1

(stan) to your mind t_ha‘_t stays unless spent _, (spend) to go to Ea_ge_"f number O_“Ihls_lsl K _tothe page listed "_"_thls _________ 1
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When défeat ”|:5 IThls sentence is automatically matched (regardless).  [Listed Page> Page 160 Play Music: 06

Listed: Page: 164 This sentence can never be matched or met. | Listed Page> Page 000 Tdlhseako to Phgadl79 | 163 |




| 1 |
| letter, if you have matching level counter) 1, 1, | 1 instead, go to page listed above, there, I move onto a spot right next to the colored 1 , 1
L in your mind as stage number (s), you kiled |, FUWCT IR S 4 | move to spot brage of logator listed below. _| line/point of same cglr but othershade. _ |, _ __ ____ Wi J
: Nothing Here. : Nothing Here. : Nothing Here. : I Nothing Here. : Nothing Here. : Nothing Here :
1 1 1 I 1 | 1 1
1 1 1 I 1 | 1 1
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If you have been told to come to this page and move onto a spot brace of a locator of “A”
from a entry, you do not do that, instead you have reached the end of the game demo,
congratulations and...

Thanks for reading



You can choose this page or the one next to this page.

Meet Vortex!

This is Vortex The Pretty, she is a anthropomorphic wedding dress, given Hi

N 1
gyro as a weapon, she was born from the fusion of Dr. Orange's nuclear vortex!, Vortex

sprite and her beloved wedding dress. The Pretty!

And | spin
around, come
on lets spin
together!

But do not get
sick, I'm sure
you can keep

up.

Ready or not!

Here we go!

N \M\_/'\_/v
That is some good spinning! I'm sure we will get
along, unless you are a boy then | know we will

get along “Wink” Wink” “Wink”.

Since we are all introduced, it is time to start,
Come this'way! The adventure starts herel Spin,
Spin, Spiny-Dee!

If this page is chosen, use number 001 to create the token you control onto the spot you are on before being taken to this page
168 pair, if you do not understand this or are confused, please go to page 170 for more information.

You can choose this page or the one next to this page.

Meet Victor!

This is Victor The Pretty, he is a anthropomorphic

wedding dress, given gyro as a weapon, he was
born from a wedding dress of the same sheet of
fabric as vortex, and a male “sound signature”.

Thus making him vortex’s bother, he more of a
dexterity type and loves tinkering around with stuff
unlike his sister vortex who loves adventure.

Hello, | am
Victor The Pretty!

And when duty

calls I can spin just
as good as my
sister!

I love building and

studying things but
I, am always ready

to tangle .

‘ A secret quirk of mine is like tennis balls, though | do not

| /) know how to play the sport, like throwing them around and
) how they look, but do not tell anyone! So, now that we are

e S O~ introduced, we can get this started! Shifty' Swift Spin!

If this page is chosen, use number 002 to create the token you control onto the spot you are on before being taken to this page
pair, if you do not understand this or are confused, please go to page 171 for more information.




5

L
s
12

-
=

Eken Moveme

7o
i

)| [Vortex The pretty

Ny
ot

[

- >
\Vrcw,/;,, W/, ,
{ YJ ,\%A,w

B A )

&)

W,
&

184
v

D S

9

F )k /ﬂ,,,
/\L

&g

i

g 4,




173

This page is blank on

purpose.




=Det Det Deddo Deh, +DeeiDehduh, =Det Det Deddo Deh, +Doo Deeduhy=Det Det Deddo
Deh, +Doo Dehduh, =Det Det Deddo Deh, +Doo Deeduh, = + = "
Toe ToelTéado Tat Tah”, =10 " + = '‘“T6éToe Teado Tat Tah”. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

.10 2Isn|A Ae|d,, 98ed disn|n

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.

=
~
~

+Did Deh Dut =Dealt, Deydut, Did-Duh Diddid Dut, +Did Deh Dut =Dealt, Deydut, Did-Duh Dit, Dit, +Did Deh Dut =Dealt,
Deydut, Did-Duh Diddid"'Dut, +Did Deh Det =Diddit Dit, Dut, Dehdit Dit, i E ’, +Rid Duh Duh
Doo, Riddid, Rid Duh Duh Doo, Riddeed’, = g . i "’ +Rid Duh Duh Doo, Riddid, vRid Duh Duh Doo,
Roodoo, =Tooteh Tuh Tet Tettit Tetit, Teddy Tit, Tooteh Tuh Tet Tettit Tetit, Titty Teet, Tooteh Tuh Tet Tettit Tetit,
Toaddoh Toot. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (]) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

«C0 21NN Ae|d,, 98ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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=Duhdit Duhdit Duhdoubt Duhdit:Budda Doubt, =Duhdit Duhdit Duhdoubt Duhdit Dudda:Poubt, +Tuh Toe,
Too Teh Tay Tal, Tuh Toe, Toodoo Tal, +Tuh Toe, Too Teh Tay Tal, Tuh Toe, Toodoo Tal, Tudda Toe, Toodoe
Toe, Teddo, Titteh Toh, +Tudda Toe, Toodoe Toe, Teddo, Titteh Toh, +Ruh Row, Roo Reh Ray Ral, Ruh Row,
Roodoo Ral, #+Ruh'Row, Roe'Reh Ray Ral, Ruh Row, Roodoo Ral. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

«€02IsNIA Ae|d,, 98ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.

=
~
(o)}

Tatto Tat, Tet-Teh Tow, Teh Tat-Teh;Tatto Tat, Tet-Teh Tow, Too’ Too’, Tatto Tat, Tet-Teh-Tow, Tiddid Toedo

Rattle Rat +Root Root, = + , Rattle Rat +Root Root, = + , Tedday Teydoo
Tedday Teydoo, Toodeh Toot, Tedday Teydoo Tedday Teydoo, Tiddoo Toot, Tedday Teydoo ' Tedday Teydoo,
Toodeh Toet, Tedday Teydeo Tedday Teydoo, Tiddoo Toot. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (]) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

V0 21snIAl Aeld,, 93ed aisn|p

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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+Tatto Tat Teh, Titta, Tit Tat; Teedo Teh, Toot Two, Tat Tittat Tuhtate, Tatto Tat-Tehj Titta, Tit Tat,
Teedo Teh, Toot Two, Tat Tittat Tuhtate, Dudda Dut Dudda Dut, Deedoat Deedoat Dit,
sDeaddoat Deaddoat Dut, Tedday Teydoot Teddayskeydoot, Toe Toe,

227

(Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

.G02IsnA Ae|d,, @8ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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+Poodah Peh, Peddah Poo, PoodehsPoodeh Peh, +Poodah Peh, Peddah Poo, Poodeh.Poeoedeh Peh, =Doodid

Did Deadid Didid, Day Duh, Doodid Did Deadid Didid, =Day Dee, + ’ ’’Tudda Tuh’ Toota
Tuh’, 1 ’, Tudda Tuh’ Toota Tuh’, Deedo Did Deedo!Did Diddid Duhdid Duh, Deedo Did
Deedo Did, . (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (]) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

nothing (silence) in till you hear it at it's normal tone then you go on to the next word.

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

.90 2IsnA Ae|d,, 98ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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Bunt Bidda Bunt, Bidda Boat Bidda.Bunt:Beh, +Tit Tit Tit Tit =Teet Teet Teet Tootit Tootit, Doo Doo, Dudda Dut, Diddeh,
Dah Dah’, +Tit Tit Tit Tit =Teet Teet Teet Tootit Tootit, Doo Doo, Dudda Dut, Diddeh, Didda Dah’, ,

, Kit, ) , Kite, +Tit Tit Tit Tit =Teet Teet Teet Tootit Tootit, Doo Doo, Dudda
Dut, Diddeh, Dah Dah’, +Tit Tit Tit Tit.=Teet Teet Teet Tootit Tootit, Doo Doo, Dudda Dut, Diddeh;.Didda Dah’. (Repeat)

This is optional, but to use, read and pronounce the words in the box above in your imagination then hum the rhythm of
that pronunciation, the words are colored so that you can read it in pieces and understand the whole song once all the
pieces are understood, once understood, classify the play music number on the side of this page to that song, now return to
the page that toke you to this page, when on a page with a “Play Music” Box.

You can hum the song classified to that number in your mind while on that page, now the word within parentheses at the
lower right corner of the box determines if the song is repeatable or not, if it says “Once” after humming the whole song
you just stop, if it says “Repeat” after humming the whole song, repeat it again endlessly while on a page of matching play
music box (of the same number), if there is a vertical line (|) within a music box, when a repeat occurs, start the repeat
after that line, there are Sub-Characters that can change how words are pronounced, check below to see how they work...

[ ] [ ]
The note type character only affects a single word at a time meaning if one word has this character in front of it affects only that word not
the next word (S) unless they have their own note type character in front of it, the note type characters are below....

Right Arrow(>): When this character is before a word, you must fade out the sound of the word after this character by lowering it's tone

softly in till you hear nothing then you go on to the next word.

Left Arrow(<): When this character is before a word, you must fade in the sound of the word after this character by raising it's tone from

[ ] e [ ]
nothing (silence) in till you hear it at it's normal tone then you go on to the next word. p | | r p O S e J | | St I g | l O re I t

Comma(,): When you reach this, you pause for a moment before reading on to next word after this character (the pause is perceived by

you as a brief enough the separate two sounds from each other), additional commas extends to pause period.

Apostrophe('): when this character is after a word, you must hang the word’s end sound for a moment by extending end’s sound, the

sound can be hanged longer with additional apostrophes after this one.

The song type character affects the rest of the song after it, meaning if one word has this character in front of it, all words
after are now affected by this character when you read over them, the song type characters are below...

Plus(+): All words after this are read vary quickly in till you reach a minus or a equal character, you if you encounter a

another plus don't go any faster.

Minus(-): All words after this are read slowly (Make sure it is slower then your normal reading speed) in till you reach a plus

or a equal character, if you encounter a another minus don't go any slower.

Upvee (A): All words after this have their sound pronounced in a higher tone then you would pronounce it normally (Make

sure it is higher then your normal tone) in till you reach a vee or a equal character, don't go any higher for another Upvee.

Vee (V): All words after this have their sound pronounced in a lower tone then you would pronounce it normally (Make sure

it is lower then your normal tone) in till you reach a upvee or a equal character, don't go any lower for another Vee

«L02IsNIA Ae|d,, 98ed dIsnA

Equal(=): All words after this are read in your Traditional (Normal) Speed as well as your normal tone, Of course you always

start on this speed and read on this tone when reading a music box unless a character at the vary beginning of the music box.
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I| This page is for a explanation of a feature or element called a “Spot”. I

A gray square with a portion of a background picture in under it is called a “Spot”. Spots are
the main way you interact with this game, and this is done by you, yourself, existing on spots,
but how do you exist on a spot? Well you command a “Token” around as if it were yourself,
and this token is called the “Token You Control” or “Your Token”.

That token is you in this game, yourself (you) in this game refers to the token you control (your token), and
where it is taken, you are taken with it. But what is a token? A token is a imaginary object that you envision on
the spot that it is on, basically it is not actually there, but you project the imaginary image onto the spot it is on
using your imagination as a imaginary apparition, on the actual page itself. In cases that you imagine something
already on the page as something different then what it really is, that change itself is considered a token
because it is a imagined.

The difference is, it is considered a part of the element that the change toke place and applied to where it toke
place, if a change (as a token) is taken to another page, it is applied to the element that matches (or matches
most) the element it was taken from and applied in the same place. When you leave a page normally, all tokens
are removed from that page upon your departure (except any tokens taken to the same page your going to, as
is), your token is taken with you to the spot on that new page, with that being known, for now you can imagine
your token as a ball or circle for now where it was placed.

Now, if there is another spot right next to the spot a token is on (where they are sharing a line/wall), that token
can move onto that spot, however, it can only do this once per second that you think have passed, the multiple
spots all connected to each other as a grid on a page is known as the “Playfield” for that page. Now if there is a
element that a token is allowed to move into or pass that is in a “lllegal zone” (which means it is not within a
spot or on a spot that token cannot move onto), and it is right next to the spot that token is on in either case.

That token is allowed to do so, however, that action is not done, instead consider it moving onto that element or passing
that element. There are some rules for passing features like lines (and lines of a “Point” which you will learn later) in
general, like the token needs to be on a spot directly right next to that line meaning it needs to be right next to the line or
wall that makes up that spot, and when a token is passing a line that has other lines in-between the spot of that token doing
the passing and that line, that token passes all those lines (or consider if considered).

When a token is moving or passing diagonal between 2 elements that are both in a illegal zone and are cardinal of that
intercardinal direction, consider that token passing the element of horizontal cardinal direction (east or west) over the
vertical (north or south). You cannot move onto a spot that is diagonally passed two different lines that meet (or nearly
meet). Any spots next to a line and are directly facing that line from it’s side and not of it’s ends, are considered as those
spots count as next to that line. “Forever Movement” (when told to) can be changed but not stopped (unless told so).
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I| This page is for a explanation of a feature or element called a “Actor Page”. I
A page that contains a “Character ID” Box is called a “Actor Page”, but what is a
_ “Character ID Box”? See the red box on the left, it is a example of a “Character ID Box”.
So the words “Character ID” declare that box is a Character ID Box, now, when told to create a token
using a number, you are to look though pages that are actor pages, and find the actor page that

contains a “Character ID” Box with a number within it (after that word “Character ID”) that matches
the number used to create that token.

After that is sorted out, if the token being created already exist, you start that token’s transformation,
if not, form the token on the spot and page it is being created first as a ball or circle then start it’s
transformation on that actor page.

Ignore everything on that actor page but the one or two boxes containing squares with pictures, Q) ED
you use these boxes to create “Forms” for the token being transformed, to create a “form”, i (ﬁ ﬁ/#/) &
study (Stare and memorize) all the pictures (or animations) in all squares of one of these =
“picture boxes” and input those pictures into your imagination (you can paraphrase those & ) L/jf
memories if easier), group those pictures from that box together into a group called a “Form” R

oy At the time of imputing each picture, classify it’s purpose using the arrow (or triangle) and
Ntmber Number under that picture (for each square), these pictures are purposed as the appearance for

the token being transformed, so the arrow classifies that picture as it will only be used when that

token is in the direction of what that arrow is pointing to (the triangle classifies the picture as it

will only be used when that token is “attacking”)

And the number classifies that picture as one of the pictures in the order for that direction (or

attacking order if triangle).

Now, finish up that form, by labeling that form as the name listed at the bottom of the box that the
form’s pictures was group in from, this completes that form’s creation, now, associate that form with
that name then pair that form with the token that is being transformed.

Finally, once forms are created from each box on that actor page, remember that association/relation
between that token and those forms, that token’s transformation is then done, you then leave that
actor page back to page of the spot that token was created on or it was on at the time of it’s
transformation and that token is envisioned/starts in down direction.
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| This page is for a explanation of a feature or element called “Token Movement”.

With a understanding how tokens are transformed, the real way you envision a token is as it’s transformed
state, that is to use it’s paired forms projected on the playfield and that projection is the token itself, you will be
thought how to do just this now.

So you envision the transformed token as the picture that is classified as the direction the
token is in and order number pertaining to the action that the token is doing at the time, you
envision the picture of the token as large as the spot (square) the token is occupying at the
time, when a token is placed on a spot it starts in down direction.

If you forget some or all of the pictures that make up a form, you can return to the page

”
‘\\_

 Token'is where you got the pictures for that form and refresh the memories from there when needed.

still in A token’s appearance changes when it moves, this gives life to the token as if it is that
G “3 d_own. character moving through that environment.
I " .direction

So, every token uses the “Walking” form that is paired to that token as it’s original (main) appearance, this
means you use the pictures from the form paired to that token that is labeled as that name.

When told to change the main appearance of a token, start using the pictures from the form paired to that
token that is labeled as the name told, continuing on, this is how a token exist and moves transformed, see
below...

. Envision the token as the picture 1 of that direction it is in of it’s form currently being used
4\;’ \3 as the main appearance if the token is not moving (or stopped).

( When the token moves 1 spot from not moving or changing directions, first you envision
(| #) | thetoken as picture 2 of the direction it is moving in of that same form, then imagine the
? picture (token itself) sliding into the next spot after to complete the change.

/ - When the token moves 1 spot in the same direction it is in from the last spot as picture 2,
(],  you first envision the token as picture 3 of that same direction and form, then imagine it
sliding into the next spot after, when the token moves 1 spot in the same direction it is in
from the last spot as picture 3, repeat this step except envision the token as picture 2.

If told to “Migrate” it means to move, but the token is envisioned only as the picture and direction it is
at the time of being told to migrate of it’s form currently being used as it’s main appearance during
184 that movement, also the token migrating is not affected by any element during that movement.

I| This page is for a explanation of a feature or element called “Token Attack”. I

Now with you fully understanding how a token is envisioned, if a token is paired to a attack form, that token can attack,
when your token can attack, you can do it any time in the game, when you do, you enter attack style, consider the token you
control spinning as 4, while in attack style use the “Attack Form” (temporarily) as the token you control’s main appearance,
it is little different though, see below....

1 4 So picture changes are not based on movement like the walking form envisioning, instead,
starting on the 1st second you enter attack style, envision your token as picture 1, then each
second after that, you envision your token as the picture classified as the number of the order
greater then the picture the token is before the time of change by 1, when your token becomes
picture 4, when a second passes, envision your token as picture 2 and continue and repeat from
there.

While in attack style, you are unaffected by colored dotted lines (any colored dotted lines you pass are still in effect when
you passed it, just you are not effected by it when in attack style), you can attack resting “Foe” objects (you will learn both
later), and every time your token’s picture is changed while in attack style, consider your token spinning as a number lower
then what it was considered before the picture change by 1.

Now, you attack a foe object by occupying the same spot it is on while it is resting and you in attack style, if this happens,
each foe object has a letter within parentheses above it, you imagine/consider the letter above that object as defeated,
when a letter is imagined or considered defeated, ignore all foe objects with that letter and they do nothing and pretend as
if there is no object in each of those spots.

Also pretend that the character in the piece of background picture underlaid under those objects spots are not there, after
the letter is defeated, “Spin”, which basically means your token is considered spinning as 4 again, when all letters of all foe
objects are defeated on a page, you can ignore the “Foe Box” of that page as long as those letters are defeated. When you
leave the page in means other than “As Is”, all defeated letters are now not imagined or considered defeated anymore.

Now, you exit attack style by your choice, at the moment your token is considered spinning as 0, or when told to, when you
exit attack style, you are no longer considered spinning as a number and your token goes back to using the “Walking Form”
for movement (return to picture 1 of the direction the token is currently in), also if passed a colored dotted line, you are
immediately effected by it’s effect, also if you pass a colored dotted line while not in attack style, you cannot attack until
you are not effected by it (forever moving by it).

When told to “Skeet”, if you are not in attack style when told to skeet, then nothing happens, but if you are in attack style
when told to skeet, you stay locked in attack style, (which means you cannot exit it by choice or by the number your
considered spinning, in fact, ignore your spinning number during skeeting) and you move opposite of any movement you
were told to move forever in for the number of spots told to skeet, then move of that forever movement, when told to stop
skeeting, you are unlocked from attack style, you stop any movement from skeeting, and you spin afterwards.

You can choose to “Bob” anytime you are moving not of your choice (skeeting or forever movement), when you choose to
bob, pick a direction side to side of the direction you are moving in and intercardinal move between those 2 directions for 1
spot instead (treat this move as part of that forced movement). 185



I| This page is for a explanation of a feature or element called “Starting And Ending”. I

The game truly starts when you (your token) becomes a character and
you start moving as that character, you become a character from a
special badge called a “Player Badge”.

This on the left is called a “Player Badge” when you enter a page with this kind of badge and
“your token” is not transformed (do not worry, you will learn more about transformation soon,

and no, you are not transformed, but you will know when you are), then go to the page that has
a page number that is the same as the number within this badge, there, you can choose one of
the two pages that make up the page pair of that page.

The game ends when you are killed, when you are killed, you exit all styles that you are in, all
effects or features/elements you are currently effected by end (you stop being affected by
them), and remove all level counters from your imagination at the time you were killed.

If you had the word “Pro” in your imagination at the time you were killed, then remove that
word “Pro” from your imagination too. Now your token is untransformed (your token cannot
be removed as it always exist as yourself) and you go to page 3, at the table of contents and
start over.

The word “Pro”, a level counter, and a stage number are marks held in your imagination and
given those titles for features in the game, a level counter is a letter, a stage number is a
number and “Pro” is just that word.

One of the ways you can get killed is by foes, now when a foe (object or token) and you are
sharing a spot when you are not in attack style, you are killed at that moment. You will learn
more about foes and the “Attack Style” when it is appropriate.

Moving tokens to a different page “as is” means to take all tokens from their areas of the
page and place them on the new page in the same areas as the page those tokens were
taken from, changes (as tokens) from “red numbers” are not moved, rather they are
automatically removed.
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Extras e The tagalo

: contact with this, just a simple tap, it will

How goes the story.

: explode, blowing her up to cinders.
1

Where advancement of nuclear technology
is at all time high, a technological arm
specializing in nuclear energy has made

A breakthrough in creating radiological
pathogens capable of possessing objects
and forming it’s behavior on that object’s
metaphoric meaning was done.

1
1 Spiny Drum: when vortex makes
Vortex was born when she as pathogen o

: contact with this, when she is

possessed a wedding dress, the wedding : spinning, this will restore her spinning

dress mutated into Vortex by forming a I momentum to it’s maximum when
1

head, arms, and ribbon legs, to make the I next to it every time it is not at it's

| maximum.
0 .
' If she is not spinning, this will send

dress practical for living.

The wedding dress belonged to a nuclear e _— "
Y . a8 | her into spinning at maximum
scientist, and during Vortex’s birth, a ' momentum.

1
group who hate nuclear technology bust ' Mystery Drum: when vortex spins into

into the facility where vortex was born I and shatters this, two shock waves.

- 1
and sealed all the staff away using “Bell | Representing this drum’s influence

Magic”, vortex must now find the bells to ! spread out though the level, causing

q 0 0 1 i
break this magic and free her friends. j|certainichianpe e R

:theleveL




Watch Out! It is the group who sealed all the nuclear staff and vortex's friends away and they
Herself Her Song

proudly call themselves the “Aspenists”. Bad Guy Page Everyone!

The “Smitty”: a anteater like creature, not “Expeditioner”, a good lackey of the aspenist, she

vary smart but reliable, blue ones are appears to be a Easter Island head of sort, she can blow

female and red ones are male, if that powerful songs at you which can cause harm, watch out

matters. now, you do not want your ears to blow!

Also what is worse is her insane jumps, that impact can

cause some waves!

: } P \'\,) The “Somie”, a tumbleweed
i - 5 / like race which is sadly

gullible, however to make

up for that, they are “Calico “Kalie” Devil”, the boss of the aspenist, a

numerous. o manipulative woman, she wants the world to conform to
- /,’%\*gj?\ her ideals, not much else is known about her other then
o A . . .
®eo, °e (&7 she is anti-nuclear? Heck! Maybe that is only a rumor?
o9 °e *o
o9 e
®9
([
o9 P
o9 °e
o9 P
——
\J “Gulper”, a ribbon fish, a master of
I
(S’ ) d listed fi trol of th t
( A ponds, enlisted for control of the waters,
\./ .

she has control of all the water neutron
\ moderators, and must be defeated or a

crisis is to occur!

) Her powers include tidal waves that can

— wipe any smirk off someone's face, and

racing across waters at jet speeds.
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