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THIS SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED THE
QUALITY OF THIS PRODUCT. ALWAYS LODK FOR THIS SEAL WHEN BUYING
GAMES AND ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY WITH
YOUR NINTENDO SYSTEM,

WARNING: Please fully read the separate Health and Safety Pr: it booklet included with this
product and the Wii™ of ions manual pletely before using your Wii™ Hardware system, Game
Disc or A y. These tain importan health and safety information.
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60Hz (480i) Mode
g 60Hz mode (unlike 50Hz mode) is not supported by every TV,
60%/ 0nTVs that support 60Hz mode (PALBO compatibility) this game can be displayed at 60Hz

Modes for a clearer display with higher quality.
Supporfed  You can enable 60Hz made in your Wii console’s System Settings (Screen),

‘Strap and the cord of the Nur
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NINTENDO, Wii AND THE SEAL OF QUALITY ICON ARE TRADEMARKS OF NINTENDO.




<'opERATION ZISETTINGS!

Wii Remote Configurations

* The Wii Remote can be used by itself, or in different configurations when con-
nected up to other Wii accessories. These configurations can be used right or
left handed.

e The configuration will depend on the game you are playing. Review the
instruction booklet for the game you are playing for specific controller
requirements.

Wii Remote and Nunchuk

NOTE: If the Control Stick is moved Control Stick B

out of neutral position when the power
is turned on, or when connecting to |
the Wii Remote, that position will be |
set as neutral position, causing incor- |
rect game control during gameplay.

To reset the Control Stick, allow it to
return to the normal neutral position, |
then simultaneously hold down the A,
B, Plus (+) and Minus (-) Buttons on
the Wii Remote for three seconds.

CPERATIONNENSETTINGS) (&

The player cannot control the Wii Remote if it is not registered on the

Wii console. Press the SYNC. Buttons from the Wii Remote and the Wii console
simultaneously to register the Wii Remote. The Wii Remote included with your
Wii console has already been synchronised with the console. Therefore, the regi-
stration of the Wii Remote is not required. For more information please refer to
the Wii Operations Manual.

One Time Mode Synchronisation

NOTE: This mode temporarily removes the Standard Mode synchronisation set-
up for all Wii Remotes until the Wii console's power is turned off. When the
power is turned back on again, Standard Mode settings
will return.

1. Press the HOME Button on a Wii Remote that is
synchronised with the Wii console.

2. Select the Wii Remote Settings option from the Home
Button menu, then select the Reconnect option.

3. Press the 1 and 2 Buttons simultaneously on the
Wii Remote that you want to synchronise with the
Wii console. The order in which you synchronise Wii
Remotes will set the player order for multiplayer
games.

4. The Player LED will blink during the synching process.
When the blinking stops, the connection is complete.

60Hz (480i) Mode

60Hz (480|) is a display mode that allows players to view and enjoy thelr
game in enhanced quallty This means an intensely sharp picture ;
and the game running at optimal speed, all of which produces a
great gaming experience. We at Nintendo want players to enjoy
our games under the best possible conditions.

This game allows a better display with higher quality on TVs that
support 60Hz (480i) Mode (PAL60 compatibility). To activate 60Hz (480i)
Mode, please select this screen resolution in the Wii System Settings. For
additional information on how to set the screen resolution, please refer to
the Wii Operations Manual.

When you connect the Wii Component AV cable (sold separately) to a TV
which has component video input connections and PAL60 compatibility,
you can enjoy an even smoother game screen with less flicker.

However, certain, mainly older, TV sets are unable to display games in
60Hz (480i) Mode and therefore a small number of players could experi-
ence difficulty in playing this game on their TV. To find out if your TV set
features 60Hz (480i) Mode, consult your TV instruction manual or contact
the respective manufacturer for details.
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Rarely does a company make as dramatic an impact as System 3 Software
managed with the award winning game The Last Ninja. This software
innovation proved to be a major advance in computer entertainment,
achieving critical acclaim from gamers and the world’s press alike. To this
day, this landmark product still commands huge interest from gamers of all
ages.
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Bas‘lc Operations
# Point _
Point the Wii Remote at a specific place on the TV screen.

+ System 3 Software has established a reputation for developing innovative

T3, and exciting software. Our aim is to provide the player with hours of thrilling

¥ Holding or Grabbing [ = 0 entertainment, through challenging and imaginative game play, plus the most

Point the Wii Remote at'a specific |E! | sophisticated player-interaction available.

place'on the TV screen and move the | ‘se=— |

RSmote, whileiholding down a button. (5 | Super FruitFall continues the traditions of the System 3 label. With our
| trademark stunning graphics and addictive ‘pick up and play’ gameplay,

we feel certain you will enjoy this innovative product and look forward to

entertaining you again in the near future.

Week Cile

Mark Cale

) Steerfervizeaty (3

Super FruitFall is a superbly crafted puzzle game. It's one of those games
that is impossible to put down, yet so easy to pick up and play! The superb
blend of carefully crafted game mechanics, ease of play combined with fifty
mind bending levels, will have you falling for Super FruitFall time and time
again!

W Waving
Wave the Wil Remote back and forth from side to side.

# Pushing or Pulling
Move the Wii Remote forward and backward, while holding |
down a button.

B Twisting [
Move the Wii Remote in a twisting motion by rotating your |
arm. |




E (C ) (coNTROL STICK )

(ATTACH TO Wii REMOTE )

Rotate Play Area 90°

Rotate Anti-Clockwise - Move/Flick Nunchuk

Rotate Clockwise - Move/Flick Wii Remote

Rotate Anti-Clockwise - | s |Button - Base of Wii Remote

Rotate Clockwise - | 2 _i Button

Rotate Clockwise/Anti-Clockwise - Control Stick

Rotate Clockwise/Anti-Clockwise ~-'- Control Pad

Select

-:\/R:: Button

Menu Navigation

Control Stick/=, = Control Pad

Auto Solve Mode

I
(+) Plus Button

Speed up Falling Fruit

= = Push Down on Control Pad

Rotate Play Area 180°

=1 Push Up on Control Pad

Pause Menu

) } Minus Button

@GM CONTROIS

The Play Area in Super FruitFall can be controlled in many different
ways. The game can be played using the Wii™ Remote alone, using the
+ Control Pad, or the Nunchuk controller can be attached to the Wii™
Remote to enable the player to flick the two controllers to rotate the play
area. The control system for Super FruitFall is extremely flexible, allowing
the player to choose which combination of buttons and controllers suits

them best.

The object of the game is to make the fruit
disappear by moving them around the
grid until they are all together. Fruit must
be either above or to the left or right of
another fruit, diagonals do not count.

The fruit can only be moved by rotating
the play area and allowing the fruit to fall.
That's the name of the game...

Super FruitFall!

Beware! If there are four or more of a kind
of fruit in play, putting three together will

leave you with one fruit on it's own, and the |
level will then be impossible to complete.

Ty GO L3

A group of three or more of the same fruit
will disappear.

If more than one group disappear on
one turn, a bonus will be earned for a
‘Combo’.




Points are awarded for all the fruit that disappear. The number of points is
multiplied by the number of fruit in the disappearing group. Also, if more
than one group of fruit disappears in a single turn, it generates a ‘Combo’
and all points are then multiplied by two. This continues and the points from
the third group are multiplied by three, and so on and so forth...!

1. MATT
2. MARK
3. LUKE
4. JOHN
5. PAUL

ao‘aqo@l-ié
003000 |/ 8
‘02500 8
002000 7
001500 &
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Super FruitFall provides the player with various game modes to enhance
the game playing experience to the full.

MNOVE:
In this mode you attempt to complete as many levels in a row accumulating
your time and score as you proceed. If you run out of time or fail on any
particular level, you are given three ‘continues’ - displayed as hearts at the
top left of the screen.

Once you have ‘unlocked’ (completed) a level within Arcade mode, you are
then allowed to access it within Time Trial or Practice modes.
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- GENERMODES]
LI ERTRIATRALOPDE;

Finish the game as quickly as you can!

You can try any ‘unlocked’ level, as
mentioned above, as many times as you
like, recording your best times along with
your name for that particular level.

Best times appear in the ‘Best Times'
table as you try to select the level.

PRACTICERMODE;

Play the game at your own speed, no

| ticking clock to worry about and each time
you restart, you continue where you got to
last time.
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QLT OIS OIVERRVEIPRMOPE;

If you ever get stuck on a level, you can ask the Wii™ console for help

in finding how to get rid of the next set of fruit. This is done by pressing (+
button whilst playing a level. The Wii™ console will attempt to find the
minimum number of moves required to remove a set of fruit from the game.
However, whilst the Wii™ console is solving your problem, your score will
be rapidly falling and when you have no score left, you are left on your own!

WINT;

Sometimes, if it requires quite a few rotations to get rid of the next set of
fruit, the Wii™ console can take a while to work out the solution for you. In
this instance it makes sense to move the grid around a few times and let
the Wii™ console have another go - it can probably spot a way that you are
missing!
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In addition to the One Player Mode, you can also play Super FruitFall with
a friend. A second Wii Remote and Nunchuk is required. When Two Player
Mode is selected, simply choose which Island (level) you would like to start
and then press the (A] button. Each Two player game is played over TEN
Levels. You will notice two game areas appear, Player one on the LEFT,
Player two on the RIGHT. The aim of Two player Super FruitFall is to see
who can finish the Ten levels the quickest.

The game is over when the first person runs out of time on their level, or
when one player completes the Ten levels.

Auto-Solver Mode is not available in Two Player Mode.

In this mode, the controls are exactly the same as One Player Mode.

© 2006 System 3 Software Ltd.
All Rights Reserved. Published and Distributed by System 3 Software Ltd.
Super FruitFall Copyright 2006.
A Mark Cale Production.
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“The Ultimate in Pinball Wizardry”

Makes full use of the Wii Remote and

Wunehuk Gontroliers fovjetanavigt nbine 1o make GOTTLIEB PINBALL CLASSICS the mo
flippers, nudge and ball launch. pinball simulatior

Check mom&m for hints, tips, community chat and

further information on all System 3 products.
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Check m(:)mm&m for hints, tips, community chat

and further information on all System 3 products.
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