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INTRODUCTION

Thank you for selecting the Mintandlﬁ?"Enurtainmant Systam Gyromitg™
Pak. This game requires R.0.BY' your Robotic Operating Buddy.

OBJECT OF THE GAME/GAME DESCRIPTION

In this sction-packed game you've got to keep A.O.B.': gyroscope spinning
in arder to assist Professor Heetor, the mad seientist, in defusing all the bombs
in hiz lsboratory. R.0.B. will help move the columns blocking the scientist’s
wigy 30 he can get to the dynamite befors it explodes. Mastar the tachnigue
gnd you can get R.O.B. spinning two gyros at the same time. But don't take
your eyes off the screen for too long — because anything can happen in Gyro-
rriite!

Please read this Instruction Booklet to ensure proper handling of your new game,
agnd then save it for future reference.

CAUTION: Misuse or mishandling of spinning gyro can cause physical injury.
Read this Instruction Booklet for proper and safe use of gyre and gyro spinner
BEFOAE aperating A.0.8. s accessories,

Please fallow imstructions in the MES Instruction Manual to proparly set up your
MES and R.O.B.

Mintenda of America Inc.
219385 Nintendo

SETTING UP FOR GYROMITE GAME PLAY

1. Turn on  the power seitch on
A.0.B.'s main body. R.O.B. should
start automatically and stop in the
standby position {arms open, body
at the top of the center shaft with
arms facing farward).

"If RUOEB. dees net asume the
standoy position, switch the power
cff and switch i1 on again.

*Pleae note that R.O.B, will not
move when his batteries are run
dlevn,




2. Mames of R.O.B.'s parts and attachments: 3. Set Up of R.O.B."s Accessories for Gyromite

LOCATION OF GYRO ACCESS0ORIES

Spinner (1)
|Uses a D gize
battery sold
separatelyl

Hands {2}

Holder (1) af Insert one O size battery into the spinner and place the spinner into position

Mo.1 on R.OE.
CAUTION: Do not place fingars or foreign objects in the gyro spinner.




d) Set the gyros (2)in the holdar. Placa gl Turn on the gyro spinner’s power

the holder into positions 4 and & on switch. When a gyro is placed in the

spinner, the spinner automatically

turns on and spins the gvro. |f the

gyra is not held by R.O.B. during

| this process, it may not obtain full
| SR,

b} Attach the hands (2] to R.O.B.s arms. €] Set Coatroller 2 in the tray with
- | the A& and B Buttons in front of the

actuators (not upside downl). Place R.C.B.
the tray into positions 2 and 3 on
R.0.8. |

MOTE: Tha gyros are intendead to he
pleyed with the Gyromite Pak
anly.

4, Insert the Gyromite pak into the control deck ard turn on the powar switch,
5, Select the test mode and focus B.0.8.% head to the T.V. screen per the instroc

MOTE: The controller connected to controller secket 1 becomes Controller 1. g?rﬂ;{:iﬂulﬁ;lg‘mfﬁ Instruction Manual, RO, |5 NOW READY TO PLAY

The controller connected to controller secket 2 becomes Contraller 2.




CAUTIONS

CAUTION:

Misuse or mishandling of a spinning gyro or tha gyro

spinner can cause physical injury,

RECOMMENDED FOR AGES B TO ADLULT.

A spinning gyro should never e touchad,

Do net use your fingers 10 insert or remove a spin-
ning ayro from the gyro spinner or & gyro tray. A
spinning gyra should only be handled by R.O.B.

"Use RAO.B. to imsart or remova a gyro from the
gyro spinner and to move it 1o and from 1he gyro
holders or gyro trays.

*The gyre is designed to spin in the gyro tray only, [t should never be operated
on any other surface,

"Do not place anything on the spinning gyro, Do not attach anything to it. Do
not allow the spinning gyro to come into contact with any object other than the
gyro spanner of the gyro frays.

" Do not place fingers or foreign objects in the gyro spinner,

" Avoid close contact with a spinning gyro. Do nat touch spinning gyro if it falls
off tray until it comes to rest.

CONTROLS

CONTROL v # butten
e B A
PAD [= =] &8 & button

SELECT button—
START button—

1. Select Button: This butten is usad to salect which
pame you wish to play while in the select mode
menw. During the test or the direct mode, prassing
the select button will return you to the select mode
MENL,

2. Start Button: After selecting the desired game
mcde vse the stary button fo start the same, The
start button also changes the scréen 1o blue to
controd B.OB. or 1o black 1o contral Professor
Hector and Profemor Vector during Game &,

3. Control Pad; The contral ped has two functions, It can control B.OUB, (blue
sereen in Game A, black screen in Game B) or Professors Hestor and Vector
(black screen in Game A).

4, A Button: This button is used to open R.0.8.% arms {blue screen in Game A,

hlack sarpen in Game B)
Al

and pick up or put down turnips (in black screen Game

6, B Button: This button is used to close B.0.B.s arms {bBlue screen in Game A,
hlazsk sereen in Game B) and pick up or put down turnips (Black screen in Game

Al

ia
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GAME MENU AND GAME PLAY

1. Test mode — This iz used to focus RUDUE.'s eyes

anta the TV, soreen, (See MES Instruction Manual)

2. Direct— This game helps you get accustomed to

mesing gyres with RO.B, Your commands go

Eﬁtrf]ight to the TV, screen which sends signals to
JOH.

4 |——Up : Raises the arms,

+ {:} * — Right: Turns the arms to the il'ght-
— Down: Lowers the arms.

Left : Turns the armg to the left.

" & button: Opens the arms.
"B button: Closes the arms.

R.0.B. makes threa kinds of movement:

1) Grasps and releases objects.

2) Raises and lowers objects.

3) Turns and carries objects to the laft and right.

A gyro set in motion by the spinner will not fall as long as it is rotating — even
after it is relocated to the tray. You can then move the other gyro after the first
one i set spinning on the tray, Practice the commands one after the ether so you
can get used 1o operating R.O.B. Skillfully moving the gyros will be hefpful when
vou play Game & or B, Press the select button to return to the select mode ménu,

f_a?-' fLift/Lowerl

Gyro set in spinner 12



This is an exciting game in which the Pro-
fessor and R.0.B. cooperate to ramove all

3. GAME A — 1 Player

i 1 the dynamite and prevent a big explosion,

Characters 11 The screen scrolls sidewsays 1o expose
il micre bomis,
| *Therse are 40 phases for this game mode,
! Lise the A and B buttons while the select
i mode menw is displayed to select the
; E phaze you want,
|

Prof. Hector Prof, Vector i f_

i

Gate [Blueg)

- % ”
Turnip Smick _
(used as [eats turnips and Gate {Red)

Dynanita a decoy ) hites Professors)
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GAME PLAY
1,

The Profissor has to move past a spot where dynamite is laid in order to remove
it, He must remove all dysamite in the Time given, By using R.0.B. and the
gyros, you can help him by rasing and lowering the blue and red gates that
block the Professor’s way.

S0 long as the background of the screen is black, you operate the Professar
with Cantreller 1,

. Ta control R.O.B., press the start button and the background of the screen

turns biwe, meaning that Controller 1 sends commands to R.O.B. (Robot trans-
missicn modal.

. After transmitting, the backgrownd of the screan changes automatically from

blue to black and control goes back to the Professor,

o you want to send another command to BOOVB., press the start button again

and then press the necessary command button,

, One mportant thing 1o remember when raising/lowering gates with the gyros

is that placing a gyro onto the blue tray lowers the blue gate; placing a gyro
onto the red tray lowers the red gate.

. ¥You don't have to bother spinning a gyro to move only ane gate up and down,

but sometimes both gates have to be opened to et the Professor pass. In this
case, spin one gyro with the spinner and place it on either the blue or red tray,
then R.0.B.'s hands will be free to put the other gyro on the other tray.

. Smicks, the killer bugs, are lying in wait soméwhers on the screen and you will

lase the Professar if Be is bitten by a Smick,

. Smicks like to bite Professors; but even more than Professors, they like turnips.,

If you offer a gresdy Smick a turnip, his favorite food, he won't attack the

10

1.
12.

13
4.

15,

Professar,

Uze the A button on Controller 1 to make the Professor pick up and put down

the turnip.

Mowve the gate up and down to crush the Smicks and gain 500 points.

There are & bundles of dynamite {some of which might be hidden and invisible)

per phase. Every bundle of dynamite removed gives you 100 points,

The time remaining after all the dynamite has been picked up will be added to

YOLIF SCOCE 45 xtra points,

The Profewmor disappears if he is bitten by a Smick or if the time is used up.

The game ends when all three Professors have disappeared,

To pawse during tha game, prass the select button during play, During pawse

you can view the entire scene by pushing the % control pad. Prews the

selact button again to release the pausse,

"If the start button is pressed during pause, the screen will return to salect
mode list and the game will énd,

4. GAME A — 2 Playar

In Game A (for 2 players), Professor
Vector also appears.  Teke turne using
Controller 1, Otherwise, the game is the
same &% the 1 player game,

16
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Here Professor Hector s walking in his
sleep. Move the gates up and down with
R.OB. and the gyros to prevent the
Professor from being bitten by a Smick,
Try to holp the Professor pass through
smpathly,

*There are 25 phases, starting from R=01

Lo P

. Tha Profaszor comes out of the tunnel on the left and walks determinediy to

the right, When he passes a ropae, he always climbs up to the top and jumps
deowr 1o the right, | a gate is closed, he will just keep walking i place,

. Im this game, A.0.E. is operated diractly by Controller 1.
. Dperate R.OLB, to position gyros and move the gates up and down. Lead the

Professor safely to the tunnel on tha far right.

Faisas the arms.
Turns the arms to the right.  * A bytton: Opens the arms.

| H—Luwurs the arms, "B button: Closas the arms.

Turns the arms 1o the eft,

. There are holes here and there where Smick 5 lying mowait,  IF vou dan'e

oparate R.O.B. carefully the Professor weill fall info one of the hales. 1f this
happens, and Smick bites him, the Professor is lost. The game ends after all
three Professors are lost.

. If an arrow appears on the way, the Professor has to go in that direction or he

weill fall into a hole and get bitten by Smick. Watch out for thess.

A the Professar advanoes, you gain points, Every time you overtake an arrow,

wou ger 100 points. If Smick is erushed by a gate you get 500 points,

. Warious coursas appear one after another. I all 25 courses are completed suoeess-

fully, the walking speed of the Professor increases and the game gets more
difficult. Sese how many phasas you can clear.

. Press the select button to pause during the game. To continue playing, press

the select button again, It the start button is pressad during a pause, the screan

will return to the sefect mode list and the game will end,
18
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