CBS Electronics Video Game Cartridge for use
with CBS Coleco Vision™ Video Game System.
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GAME DESCRIPTION

Hurry! Hurry! Step right up and prove your skill at hitting targets in this
challenging carnival shooting gallery. Authentic carnival music and gallery
sounds set the mood as you build up your score with good aim and a careful
choice of targets. But watch out for the bullet-eating ducks! Once you clear
the gallery, you get a chance at hitting a special bear target for extra
points.
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NOTE: For a one-player game, use the controller plugged into Port 1 (the
rear jack). For a two-player game, Player 1 uses the controller plugged into
Port 1; Player 2 uses the controller plugged into Port 2.

1. Keypad: Keypad Buttons 1-8 allow you to select a Game Option before
beginning to play.

2. Control Stick: Pushing the Control Stick left or right moves the gun in
the direction selected.

3. Side Buttons: Pressing either Side Button fires the gun.

HERE'S HOW TO PLAY

NOTE: If you are playing a two-player game, players take turns. Player 1
goes first, and each turn lasts until the player runs out of bullets or
completes one Gallery rack followed by one Bear rack.

STEP 1: The choice is yours.

Press the Reset Button and the title screen for CARNIVAL® will appear on
your TV. Wait for the Game Option screen to appear. It contains a list of
game play options, numbered 1-8. Select one by pressing the
corresponding number button on either controller keypad.

STEP 2: Fire away!

After you select a Game Option, your first Gallery rack appears. Score

points by firing at the moving targets.
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Ducks Bite the Bullets

Watch out! A surviving duck may fly down from the bottom row and eat ten
of your bullets.

Pipe Dreams

Knock out the pipes by aiming for their bowls. But be accurate. The pipe
value shown below the wheel decreases with every shot that misses a
pipe. Hit the same colour pipes with two consecutive shots and you get
four times the pipe score value for the second pipe.

Special Strategy: Knock out the pipes early in the game. If any pipes
remain on the wheel while you are hitting the moving targets, ducks, ducks,
and more ducks start coming out!

Win Some - Lose Some

Score extra points or bullets by hitting the Plus-Minus target at left. But
look out! If the minus sign is on when the target is hit, the points or bullets
shown are subtracted from your total.

BONUS Spell

Spell the word “BONUS" in the correct order and you win the bonus points
shown below the word at right. But keep sharp! Hitting a letter out of order
cancels the chance to win the bonus points.

Special Strategy: The more targets you hit before hitting the letter “B"
the more points you get when you spell the word.

Stockpiling

If your bullet supply is running low, aim for the “5” and “10” boxes in the
target rows to stock up on five or ten extra bullets.

Beware: In Skills 2, 3, and 4, the longer you take to knock out all the
targets, the faster the targets will move!

The Sound of Music

Hit the music target, located just below the row scores at right, to turn off
or turn on the carnival music.

Bear Up!

Clear the gallery of all moving targets and pipes and your remaining bullets
are credited to your score as points. Then you move on to the Bear rack.
Each time you hit the bear, you eam extra points. But be quick! Whenever
you hit the bear, it changes direction and moves faster.

After the bear leaves the screen, you move on to the next Gallery rack. Each
time you complete a Gallery rack, you earn a Bear rack. The second Bear
rack has two bears and the third Bear rack has three!

The End

Clear the rack of all moving targets and pipes, then complete the Bear rack
to move on to the next higher level of game play. Each player’s game ends
when that player fires the last bullet.




To replay the CARNIVAL® Game Option that you have been playing,
press *. To go back to the Game Option screen, press #.

NOTE: The Reset Button on the console “clears” the computer. It can be
used to start a new game at any time, and can also be used in the event of
game malfunction.

SCORING

ARCADE INITIAL
RACK ROWS BONUS BULLET
# PIPES (Bottom to Top) LETTERS SUPPLY
1 500 10,30,50 200 60
2 600 20,40,60 300 48
3 700 30,50,70 400 48
4 800 40,60,80 500 48
5&Up 900 50,70,90 600 48

Hit two pipes of the same colour with two consecutive shots to get four
times the pipe score value.

After you clear a Gallery rack, 50 points are added to your score for each
bullet remaining in your bullet supply.

Each time you hit the bear, you receive 50 points.

THE FUN OF DISCOVERY

This instruction booklet will provide the basic information you need to get
started playing CARNIVAL®, but it is only the beginning! You will find that
this cartridge is full of special features to make CARNIVAL® exciting every
time you play. Experiment with different techniques — and enjoy the game!

Look out for new CBS Electronics
videogame cartridges for the leading
videogame systems. Cartridges already
available or coming soon are listed
below. These games are based on the
popular arcade game versions. ‘
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CARNIVAL, TURBO and ZAXXON are Trademarks of Sega Enterprises Inc.
GORF and WIZARD OF WOR are Trademarks of Bally Midway Mfg Co
COSMIC AVENGER and LADY BUG are Trademarks of Universal Co Ltd
MOUSETRAP and VENTURE are Trademarks of Exidy Incorporated
DONKEY KONG is a Tradmark of Nintendo of America Inc




CARNIVAL" and Sega* are trademarks of Sega Enterprises,
Inc. < 1980 Sega Enterprises, Inc.

CBS Electronics
A Division of CBS Records Australia
(Incorporated in N.S.W.)
15 Blue Street, NORTH SYDNEY. NSW 2060

90 DAY LIMITED WARRANTY

This warranty is given in addition to any warranty implied
by statute. CBS Electronics, a division of CBS Records
Australia Limited (incorporated in N.S.W.), warrants to
the original consumer purchaser of any cartridge it
distributes that the product will be free of defects in
material or workmanship for 90 days from the date of
purchase. If defective, return the product along with
proof of the date of purchase to either your place of
purchase or postage prepaid, to: CBS Electronics, 15
Blue Street, North Sydney, N.S.W. 2060.

CBS Electronics’ liability is limited to claims under this
warranty and liability for consequential loss including
any loss arising from negligence is hereby excluded. Any
rights implied by statute that cannot be excluded,
restricted or modified are not affected by this warranty.
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