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Small This screen is ideal on slower machines.

Medium If you have a smaller monitor or only 256K video
memory, Medium works the best.

Large Uses as much of the screen as possible, but with reduced
speed on some computers.

Smoothing Smoothes out the graphics, but can cause speed

loss on slower computers.

If you find that Fatty Bear is running a bit slow, try starting up your Mac with INIT's
and extensions turned off. To do this under System 7, hold down the SHIFT key while
your Mac is booting. If you're running System 6, remove INIT's from your System
folder and restart your computer.

Saving & Loading a Game
To Save your game, press S. On the Save Screen, your cursor will change to a picture
of your current location. Click on any box to save the game. If the clicked box is already
full, the old game will be erased, and the new game will replace it.

To Load a Saved Game, press L. On the Load Screen, click on the picture of the game
you wish to load. To exit without loading a game, just click on the Exit Arrow.

How to Play Fatty Bear's Birthday Surgrisem

Fatty Bear's Birthday Surprise is designed for kids who aren’t old enough to read
manuals. With that in mind, we’ve created a game that, we think, is so easy to use we
considered just saying “Have Fun!” But here are a few basic pointers.

What’s the object of the game?
Welcome to Fatty Bear's house! With Kayla's birthday just hours away, Fatty Bear and
his friends set out to make it the best birthday ever. They need to make her a cake and
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Keyboard Commands

Starting and Stopping the Game

#*® Q Exit game
3% R Restart game
Spacebar or 36 P Pause/unpause game

Music Commands
¥ M Turn on/off music
D) Turn on/off voices

Lower music volume

Raise music volume

Text Display Commands

& T Turn on/off text display
Other Commands
i Display version number
Sors Save a game
Lorl Load a game




decorate herroom before she wakes up. It's abit trickier than it sounds. Things are never
where you left them, and there's always time to play a few tunes, bowl a few games, etc..

How do I move Fatty Bear from place to place?
Just point and click and you’re on your way, directing Fatty Bear around the house and
yard. When your cursor is over an exit, it changes to a big arrow. Now, just click and
Fatty Bear will amble off to the next location.

About those secret Click Points...
Fatty Bear’s world is alive with secret Click Points. Click on the light in Kayla's room,
the bathrobes hanging on the wall in her parent's room, or the hundred or so other spots
around Fatty Bear's home, and watch the fun unfold.

Making use of Useful Objects.
Some of the things you click on will be useful to Fatty Bear, he’ll put these objects in
his pockets. For example, you might want to click on the cheese (it's in the fridge). To
use an object from his pocket, simply click on it. Your cursor will turn into that object.
Now, position the cursor over an item in the Play Area and click.

Help! I’m stuck.
Your child can do some first class Junior Problem-Solving. Is there a locked door you
can't getpast? Aningredient missing from the cake? Can't find anew ribbon anywhere?
There’s always a way to accomplish the task at hand, but it might require following a
few directions and applying some real kid brainpower to the problem.

Be sure to talk with Matilda Rabbit and Gretchen they're the equivalent of the HELP key
on your adult software. Only they're a whole lot friendlier. Additional guidance can be
found by clicking on items in Fatty Bear's pockets or Fatty Bear himself.



How does Bowling work?
When you enter the bowling field, Fatty Bear is taking aim by moving the ball back and
forth from left to right. Keep your eye onthe ball. When you thinkit'sina good position,
release the ball by clicking the mouse button anywhere in the Play Area. Fatty Bear will
then bowl. Your score appears in the lower part of the screen. You get to bowl twice
per frame (unless you get a strike), and there are 10 frames in a game.

Tell me more about the Piano
Our piano is designed to provide children with only a very basic introduction to music;
it is not a music tutor. As such, there are no measures to keep track of and all notes are
quarter notes. The piano comes with 10 different built-in tunes, and you can create (and
save) up to 10 of your own masterpieces.

To flip through the songs, click on the left and right arrows at the bottom of the sheet
music. To play a song, click on the PLAY button at the top of the screen. To change
instruments click on any one of the 6 instrument buttons prior to playing the song.

To create your own classic, scroll to an empty page, and start clicking on the piano keys.
The keys you press will appear as notes on the sheet music. To add a pause between
notes, click on the Rest symbol (located between the Play and Erase buttons). If you
make a mistake, press the Oops button to erase one note at a time. If you want to start
over, press Erase, or scroll to a new page. Your concerto will be saved automatically.
You don't need to do a thing.

Our Design Philosophy

Children need to be given the opportunity to explore; it’s how they learn, after all. You
might find that younger kids want to spend their time trying to discover all the secret
Click Points, while older kids focus on helping Fatty Bear accomplish his goals. Either
approach is fine. If they ask for help, by all means give it. But if you’re eager to take
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over (as we’ve discovered some parents to be) wait until the kids are tucked in bed at
night. Then Fatty Bear’s all yours, and you don’t have to breathe a word.

We’ve created our Junior Adventures as pure kid entertainment. They’re not designed
to drill kids on reading, writing and arithmetic, but we do think they’re a wonderful way
to help little ones develop their problem solving and critical thinking skills. We hope
that your kids have as much fun with Fatty Bear as our kids do. We designed Fatty
Bear's Birthday Surprise for them. We designed it for your kids too.

A Note about the Junior Adventurer’s Handbook

We designed this handbook to include activities for children ages 3 thru 8. Some pages
are too difficult for 3 year olds, while others are very simple for 8 year olds. As a general
guideline, we’ve tried to place the easiest pages towards the beginning and the most
complex ones at the end. Have fun with the Junior Adventurer’s Handbook, and if you
signup for the Junior Adventurer’s Club, we’ll make sure your child receives even more
fun stuff.

If you have more than one child, you can order extra Handbook/ToolKit sets. Send
$4.00 (U.S. currency only) for each additional Handbook/ToolKit set to the Customer
Service address below.

Customer Service
Have a question? We're always happy to help. Call us at (206)485-1212, Monday
through Friday between 9:00 a.m. and 5:30 p.m., PST, or write to us at:

Humongous Entertainment, Customer Service
13110 NE 177th P1., #180
Woodinville, WA 98072-9965



Credits

Design Team: Laurie Bauman, Annie Fox, Shelley Day, Ron Gilbert

Project Leader and Producer: Ron Gilbert

Programmers: Tami Borowick, D.C. Timoney, Bret Barrett

Sound Effects & Voice Editing: D.C. Timoney

Background Art : Dev Madan, Justin Hampton

Animation: Derek McCaughan, Augie Pagan, Dev Madan, Brad Carlton & Ed Pun

QA Supervisor: Kristina Sontag

Testing: Beau Folsom, Paul Rybicki, Mat Medina, Peter Crayne, James Watson, John
Darcy, Travis Day

System Programming: Ron Gilbert, Brad P. Taylor, Aric Wilmunder

Macintosh System Programming: Eric Johnston, Greg Hospelhorn

Music: Tom McMail

Audio Engineer: Tom McGurk

Audio Director: Laurie Bauman

Product Marketing: Shelley Day

Junior Adventurer’s Handbook: Brad Carlton & Shelley Day

Package Design and Illustration: Dev Madan

Color Separations and Film Prep: Litho Design, Inc.

Notice

Humongous Entertainment reserves the right to make improvements in the product described in
this manual at any time and without notice. This manual, and the software described in this manual,
are copyrighted. Copies of pages from the Junior Adventurer’s Handbook may be reproduced by
the buyer of this product for the buyer's personal use, or for use in the buyer’s classroom, not for
commercial resale. No part of the described software may be copied, reproduced, translated,
rented, or reduced to any electronic medium or machine-readable form without the prior written
consent of Humongous Entertainment.

Limited Warranty
Humongous Entertainment warrants to the original purchaser of this computer software product,
for a period of ninety (90) days from the date of original purchase, that under normal use, the media



and user documentation are free from defects in materials and workmanship.

Warranty Claims

To make a warranty claim under this limited warranty, please return the product to the point of
purchase, accompanied by proof of purchase, your name, your return address, and a statement of
the defect, or send the disks (or CD-ROM) and the proof of purchase from the corner of the
handbook to us at the above address within 90 days of purchase. Include a copy of the dated
purchase receipt, your name, your return address, and a statement of the defect. Humongous
Entertainment, or its authorized dealer, will, at our option, repair or replace the product and return
it to you (postage prepaid), or issue you a credit equal to the purchase price.

To replace defective media after the 90-day warranty period has expired, send the original disks
(or CD-ROM) to the above address. Enclose a statement of the defect, your name, your return
address, and a check or money order for $7.50 (U.S. currency).

Limitations

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRE-
SENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE
HUMONGOUS ENTERTAINMENT. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY
ANDFITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THENINETY (90) DAY
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL HUMONGOUS ENTERTAINMENT
BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RE-
SULTING FROM POSSESSION, USE, OR MALFUNCTION OF THE HUMONGOUS EN-

TERTAINMENT SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts, and/or exclusions
or limitations of incidental or consequential damages, so the limitations and/or exclusions of
liability may not apply to you. This warranty gives you specific legal rights, and you may also have
other rights which vary from state to state. Unless otherwise indicated, all software and
documentation is © 1993 Humongous Entertainment, Inc.. All Rights Reserve. Fatty Bear, Fatty
Bear's Birthday Surprise, and Junior Adventures are trademarks of Humongous Entertainment,
Inc.. Macintosh is a registered trademark of Apple Computer, Inc..
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