Scruffy Instructions

Scruffy vs. the Invaders from Mars
by Brian Barnes

“I suppose this thing has some silly story to explain its tossed together last-
minute cast of video monsters?”

Martians, who obviously have nothing better to do then make rotten movies
and star in silly video games, have kidnapped your girlfriend. Okay, so it’s sexist,
but I wrote it and, no, I don’t have an explanation why the Martians are
dognapping girlfriends. They just do that, OK?

Anyway, you, Scruffy, , must rescue your girlfriend by passing through
w

the ten layers of the Martian capital city, aptly named Mars City (not only do they
kidnap for no reason but they're not the most creative bunch of space aliens,
either.) To rescue your girlfriend you must find and defeat the King Martin, who is
hiding on level ten. And if you didn’t guess, the King Martin is the one with the
crown.

“And how do I play this @#!$&!! thing, anyway?”

Each level of the city has five floors, some walls, and some trampolines. To
get to different floors you can either jump down or bounce back up by walking or
falling onto a trampoline. You can only exit a trampoline by moving Scruffy right
or left, but only while bouncing up.
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Infesting Mars City are Martians f% (what a surprise) and their hired help

which includes a flying cat ﬁ, who enjoys stealing your bones and placing
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them around the maze, a parachuting race car % and the grim reaper

who has a habit of firing his skull @ at you. Which enemies you get depends upon
what level you are on.

Also littered throughout Mars city are doggy bones {4 and the teleporter

i| . Picking up all the bones dissolves the current level and makes you fall

down to the next level. Walking into the teleporter booth causes it and you to be
teleported to another location around the maze. The teleporter booth moves around
a set number of locations on each maze. Learning these locations will help you use
it better (even though there will be no test.) You can also move the teleporter
booth around without you by pressing [RETURN]. Also, on some level you will
have to use the teleporter booth.

Floating around at the top of every level are some clouds f -

mom, | can see a cotton ball in that one!) Clouds are very dangerous and should be
avoided at all costs. If you bounce too high upon the trampolines you have a
chance of hitting a cloud and getting shocked (or maybe just bombing the game ....
no, just kidding!)

After dissolving a level you’ll start to fall. Reaching the bottom and
defeating the guardian will gain you admittance to the next level. During the fall
you must avoid clouds and on higher levels you must avoid suicidal
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. ' P who jump from the clouds in an attempt to get you. Originally I
was going to equip the turtles with walkmans and say their were listening to
“Suicide Solution,” (from the album “Blizzard of Ozz,”) but I used to listen to
Ozzy when I was young and it seemed in poor taste (I'm trying to make up for
being sexist with the “rescue your girlfriend” business.) And anyway, being a
guitarist as well as a programmer I owe homage to Randy Rhoads. If you don’t
know who he is, ask a local metalhead.

Before entering the next level, you meet the giant guardian of Mars,

. At the end of levels one through nine you can manage to scare

him off but on level ten you must defeat him to free your girlfriend. (If it really
bothers you you can search-and-replace all “girlfriends” in this document with
“boyfriends,” even though the end of the game will look extremely suspect of
something certain ministers in the south would be afraid to have your children look
at.) Also, falling stars # will try to impede your progress and, on higher levels, a
very annoying worm ,ﬁ* will appear. The worms can be, and should be,

jumped.
“That’s great, Bob, but what can I do about those pesky Martians?”

Glad you asked (who is Bob?!?) The cat, car, and reaper (including his
skull) are indestructible and must be avoided. Both the cat and the car will hurt
you, but the reaper's skull is the only part of him that will hurt you. The Martians,
on the other hand, have only a slight hold on this plane of existence which is easily
displaced by a well-placed bomb. You can lay up to ten bombs in a maze and
every time a Martian runs into one he explodes and
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you get the bomb back (whatta-deal!) Of course, riding the way of non-violence in
society (I wrote this in a cave), the aliens reappear after a while. During the fall
you must just avoid everything except the occasional extra-point bone that comes
along. On the guardian level you can once again place bombs. Put these down in
front of the robot to change his direction. If enough bombs explode on the robot he
will run away, gaining you admittance to the next level. Sometimes the robot will
jump up and down and destroy your bombs, so be careful.
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“OK, but what’s that corny black line and where the hell does it tell me how
many lives I have left?”

I tried to keep the readouts down to a minimum so it wouldn’t be distracting
from the game (like giant robots aren’t). Anyway, the black bar at the top is your
life line ... you only have one life. Every time you get hurt your life line goes
down a little. When it’s gone it’s game over. If your life line disappears for a
while, it means you can’t be harmed at that point. The score is to the left of the
line. Originally, I didn’t have the score on the screen but some people talked me
out of it. That’s the problem with kids today, nobody likes suspense.

Oh, yeah .... that’s right .... and here are the keys used to move Scruffy:

Drop a Bomb

Right
\E. Move Teleporter

Re‘turn
HHE
Space

Stop //7
Jump
Also, the [TAB] key pauses the game and the 0 key on the keypad aborts the
current game.

Left

“But I don’t feel it’s a proper set of instructions without silly charts.”
And boy, don’t I agree. So here they are:

Alien Appearances (marked by the gray)
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1 2 3 4 5 6 7 8 9 10
adl M N R N nnunnn.
Turtles BEEEENENENEN
cat BEREEN B e N
Reaper | L nnnn
car B EENENEN
Worm L nnnn
sas MM E N NENEEEERERN
So, you think it’s a dumb chart, hunh? Just for that ....
Scores:
BOME. ... ea 100
ALLBI....eveceeeeeeecteeeeeete ettt ettt et et e et eae et e e e e eaeeereeeteereenneen 25
RODOL. ..t 15
Completion Of Maze........cccevveieieenieieieerieteeee et 500
Completion of Fall...........c.c.cc..... ettt aeaas 250
Completion 0f RODOL.........ccevuiririririeiiieieresesesese et
Bone Bonus...........
Killing Robot

So, if you really feel like running this thing under multifinder ...

Memory Requirements:

For some reason, though, it likes an 800K chunk. And ... it’s System 7.0 compatable!

“Fine. As long as I don’t have to hear a long discussion of the games
development filled with egotistical and lofty insights that no one really cares
about.”
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Of course not. And if you want to know how I did it, tough luck! As a
matter of fact, I hate commenting. Commenting was invited by by the same people
who thought COBOL was revolutionary. And it’s written in assembly, and I love
to make up esoteric labels, like DogJmSk2 (an actual label, stands for Dog Jump
Skip 2 ...), so even if I did give you the code, you’d never understand it. Not only
that, to squeeze speed out of it I had to do some real weird pieces of code designed
purely for speed in such a way that I don’t understand them either. So it looks like
were both up a creek, doesn’t it. And what can you do about it? Nothing! Ha ha
ha!

Any last notes before I close this meeting of Boy Scout Troop 238 and we all
hit the strip bars?

Anyway, the code for this monstrosity would make the guys that preach
macintosh standards explode if they saw it. So, if anybody corporate-like comes
around, eat this document.

And, yes, here’s the cry for money. It’s a nice program, I spent a lot of time
on it. $8.37 is all I ask for, and every dollar you send me helps my band out (the
money goes into a fund for us to record with.)

Brian Barnes
219 Ingleside Terrace
Kalamazoo, MI, 49007

8/29/24



