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The Adventures of Captain Comic

I. Introduction
It was magic mast foul,” intoned one of the elders solemnly.
“Nonsensal” scoffed ancther. *It was simply scence.. thieves
making good usa of techmology.”
*Good usa?" raged the third.

The elders of Cramic had come in full regalia, feathers and banners and the heavy gold chains of offica,
but the fermal procassion of leaders had not camied the hereditary badges of oifice—the Crown of
the Ages, the Mystical Gems of Lascorbanos or the Thousand Coins of Tenure. These had bean
stoden, most wickedly purioined, in an attempt to jeopardize the forthcoming festivities of the Tri-
millanial and wara now repatedly hidden on the planat Tambi.

So they came to you—Captain Comic, galactic hero, righter of wrongs, and all around nice guy. It was
maost gratifying—ignora the rumor that they had first gone to Onion O'Brian, that mercenary thug, and
he had tumed them down, calling the job “inganely dangerous® and saying the entine planet of Tambi,
from its endless blue lakes (o its impossibly blue moon, had not one cubl: centimeter where a parson
could feel safe—nor a single benign lite form. Tambd was a land of surprises—all bad.

Waell, you're on the job now. LUsing your keen wits and well-honed reflaxes, you must traverse the
evar-changing and treacherous environs of Tambi and retum the treasures of Osmic in tima for the
Trimillenial celebrations. Succeed, and you will ba honored as a hero onca more; lail, and threa
thousand years of galactic peaca and prosperity crumbie 10 comS=—LN=—oosmic dust.
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II. Game Control
4= Control Pad Left determines tha direction Caplain Comic

faces, When pressed conlinuously, it causaes our hero to walk

left. ]

=) Control Pad Right operates similarly, but moves Captain ]

Comic to the righl.

Button A causes Caplain Comic to jump. The longer it is de- - -
pressed, the hi haraﬂer hero jumps. Use it in conjunclion with et EE
Move Left and Move Right 1o alter Captain Comic's trajectory

whila in mid air. NES*Controller

Button B activates Captain Comic’s blaster after hehaslocated and guzzled down alleastone
Blastola Cola. With each additional Blastola, our hero acquires one additional shot.

4 Control Pad Up may be used to open any door on planet Tambi affer Caplain Comic has
located and secured the key, Position Comic in front of a door and press Control Pad Up to
activate it. Some doors behava normally, allowing our hero to enter the area behind them. Cthers
are linked to Tambi's global ransportation system and will cause the Captain to be teleported
haltway around Tamb, or even to one of Tambi's moons.

Select Bution may let you tap into the global teleport system in alimited fashion after our hero
has gained po-sses?sinn of the Wand, When used properly, the Wand can allow Captain Comic
to reach regions of the screen that are normally inaccessible.

Start Button allows Captain Comic 1o keap track of numerous objects that he will encounter on
his quest. It also lets him take a break from the action when the going gels too heavy.
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