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INSTRUCTION MANUAL
Please read this manual carefully




Solor cell

Sound/OH

All clear kay

Select key

Action kay
[LEFT/RIGHT)

® All clear key (ACL)
After opening the lid of the case, a display appears on
the screen; you must then press the ACL key, otherwise
It may create errors.
Warning: Tha screen works on solar battery and depends
ACL on light: therefore the display does not appoar
immadiately.

® SELECT key

This key permits to select either “Game 1" or “"Game 2",
Each time you press this key, the display repeats: display
game 1, gome 2, display game 1 . ..

e Action keys (LEFT/RIGHT)
Thess koys have two functions:

1} To start the game. After you have chosen the game,
you prass key (D) lieft) or key (R (right), and you hear
the alarm announcing the start of the game,

To move the prisoner to the right or to the left, and
10 cut the bars with key (L) During the game, you press
the keys to move the prisoner to the right or to the
left (Key (Cior the left and key (F)for the right]. Each
time you priss, you move one step and you move tho
prisonor inside the cell: naxt to the bars, when vou
press (L) you cut an iron bar.

*SOUND OFF switch

It switches the alarm of the game on or off. When you
push the switch towards SOUND, the alarm can be heard;
when you push It towards OFF, it stops.
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® Numerical display of the score
Ta choose the game, press the SELECT key: the type of
o 5 35 ~  Bame is indicated by G1 for Game 1 and G2 for Garme 2 {

& Warning: Since the machine works on solar battery,
the best scores are not put in memory.



GAME 1

When you lift up the lid of the case, the image appoars on the screen
Once this image has become very clear, press the ACL key, then select
game 1 with the SELECT key.

To start the game, prass either key (D) (left) ar h\r@triﬂﬁl The alarm
is then heard and the game storts.

With the Actlon keys, you move the prisonsr and be cuts the bars
without being ssen by the guard, After ten sawings, o ber is cut (a bar
then disappears an the extreme right). Each time you cut an iron bar,
you score points, Esch time the guerd opens the door and appears
while you are sawing, you mark a fault.

when the guard appears and the prisaner is in this position,
this is & fault,

you ecannot stay in this position more than 20 seconds. If
you excesd this period of time, the move ‘is made auto-
'\,.-muiulhr.

Warning: If the gusrd catches you and you ame in fault, you find
yoursell again with three iron bars, If you are caught three
times by the gusrd and you have thres faults, the alarm is
heard lﬂdﬂltmﬁm.

4 It you cut three bars, the display changes and you lind yoursell outside
b the prison. You move the prisoner to the right or ta the left with the
Action keys and the alm i§ 1o have him WW of an sccom

plice while avoiding the gunshots of the | and the attacks of
the police dogs,

it
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E ?& move the wm“mwﬂ, ; ' i
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have him escapa in
the car,

B When the prisoner is hit by the gunshaty W m by the dogs, the
screen changes and you go back to prisan, ° MH cut three bars
again in order to escape from the cell, pl!hunr manages 1o
escape in the car, you win a bouns of S00 M ind the game restars
inside the prison. . v‘

RAestart of the game

Press the SELECT key and you ore again ln*ﬂu'#l‘ Ygame 1", You
start the game by pressing ke'ﬂtﬁ}nr@

Warning: If you want to stop the -ntﬂ m press the S5E.
LECT key and you get “‘gama 2,

® GAME 2

Gumpefrer.l to game 1, the whole process (s spesded up and you play the
.mg at a "professional’” level, The rules of thwm the same as the
six rules of game 1,

' ing: M you want to stop the game while playing, press the SE-
LECT kay and you will gat the displey of ths game.

" ® Points scored

Inside the prison: i¢ 363
® “ou score 10 points each time you cut oll o bar m —-ﬁ
with the saw. X
. ®  Once the three bars have been cut off, you can : \j |
escape from prison ! |




Dutside the prison:

* You win a bonus of mm when the prisonsr manages 1o escape
in the car of his accomplice,

= Each time you avoid a gunshol or an atisck » 2 350 _7

of the police dogs, you scora 10 palnts, &) -
* Each time a guard appears and catohes (he pgr
prisoner with a saw, ya

o 4
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End of the Game -
Atfrer three faults, the gama
When the prisoner is hit by ullot
he is not given a fault but he goes by

{When the prisoner is hit by the
all the points scored up to NOW Bre |

by the dogs while escaping,

. ha flickers twice and

The case containg the cells of the solar battery and can be
used in the sunlight or with artificial lighting. When you ' i

play, you have to watch out for the following things: ]

Sunlight
You can choose 1o play by a window where the sunlight
comes through, -
Warning: Do not play in a place where the sun is
strong. i

Artificial lamps
Linder g lamp of B0 Watts oxt
to keep a distance of about 185

Meons
For neons of 30 Watts exc
1ance of about BS cm (34
for neans of 60 Watts,

A solar battery
pnergy into elect

this energy, i
into positive
positive and
a ling, the
produces



Atom
Psilicon semiconductor
N:silicon samiconductor

1] When there is no light,
there is no electricity.

2] When the light is perceived,
it produces atoms which
start moving.

3] Energy transformation: the
atoms separate into (¥}

and ().

4} Electric current:
the electrons (=)
move towards

pole (+) and produce energy.

& : Positive pole ™
= : Negative pole

Movement of electrons

| 4. PRECAUTIONS

The case contains the electronic components; therefore it is a very minute
and fragile item, To avoid any breakdown, watch out for the following
things:

¢ |f the solar battery is dirty, it may not work as well,

Do not give any shock to the machine by hitting or dropping it.

Do not expose to heat, humidity or water,

Never take it to pieces for any reason.

When you put the machine in your pocket, be careful not to crush it
when sitting, getting up or falling,
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