Dizzy Dice

LOADING INSTRUCTIONS

ATARI 5T, Ensure thal your compuler has been swilched off for ot least sicly seconds
immedialaly prior ko loading tha game. Swilch on your machineg and insart the game
disc in drivie A (All other disc diives, prinbers, cartridges elc having been remaoved whilst
the power was off) The gome should leod aulomatically. Iif the game fails lo keod on
the first alernpd leave the disc in the drive and press Ihe resed bution.

AMIGA; Ensure that your computer hos been swilched ofl for of leas! sidy seconds
immediately pricr 1o loading the game. Swilch on your maching and inser the
game disc in drive zero (All other disc drives, printers, corlridges elc having been
rermoved whils! the power was off ) The game should load aulomatically. it

Thix garma fails 1o lood on the fist allempl, leave the disc in the drive and reset the
miachine,

CONTROLS

Spoce Bar - Sarl

1234 - Haoid

& = Canceld Holds

Afler a win

G - Gamble

C - Collect

Space Bar - Stop wheel of forfune
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IN DICE GAME

H - Higher
L = Lowwerr
T - Take Bonus
5 Same

STARTING THE GAME. Selecl game type (bank or normal) by pressing ~27. Skart the
game by pressing “1°, you will then be shown the winning combinations and their
scores. Press return do slarl ot any fime.

[HCE GAME: Light up the fruit under The winling in the orderCharry, Strawberry, Slar,
Apple, Dice and Pear lo enter Ihe dicegame. The fruit are lit if they appear in the win
line without a win. A win will clear any fruid kil

In the dice game, predict the value of the nexd dice ko appear at the lop of the screen.
{IE; Higher, Lower or the same as tha one it). For each corect guess, the bonus

will increase. If the roll is the same as The Bl dice and you have selecied High or Low
1hen you will be given ancther try but no exirg bonus

BANK GAME, Try to break all 5 Dizzy Dice banks by scoring 00200, 300, 300 and
finally 1000 points. You start the game with 20 points instead of 1he usual 10

WHEEL OF FORTUME: You may gambde a win on the wheel of fofune{Press “G™ after o
win). Stop the wheel with the SPACE BAR on ary of Ihe 5 gamble mullipliens. | he
wheel slops on your choice then you win, After a gamible, Ihe reels will reset 1o the last
winline.
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