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% WHEN DIP SW A-t IS SET TO "OFF": _, ,
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SPEEDS UP.
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o MOVING  ATTACK Jwp | (B WATER BUCKET: &
FOR THROWING MIZUBAKU GROWS
LEET OR A
L MIZUBAKU \ LARGER. 5 BOOTS
(JUMPING - \ PLAYER'S MOTION / ™
HE CAN GO THROUGH THE FLOORS.
BUT. THERE ARE SOME BLOCKS
WHICH HE CANNOT TO PO SO. ;\»)

o9se

BY USING THE WATER THAT HE LETS FLOW,

HE CAN MOVE FAST IN THAT DIRECTION.
: BUT.IT IS HARD TO

L& MOVE IN THE RIVERSE
L © DIRECTION. )
( \How T0_USE MIZUBAKU: /
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DEPRIVE AN ENEMY OF HIS SENSES ﬁ
BY USING WATER
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COCK
AN KLCK THE_ ENEMY DOWNI Ei:ja
BY HITTING THE KICKED ENEMY TO
ANOTHER ENEMY. THEY CAN BE DEFEATED PIG
SUCCESSIVELY. g

BY KEEPING THI: ATTACK BUTTON PRESSED :
THE WATER CAN BE STORED. S@
_ RESULTING IN BEING STRONGER!
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