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Game Play:
The Goal: Survive a hazardous life journey and explore the secret mini-world of Super Mega Pet.

Status Indicator: Here you will see the many different statesin a Super Mega Pet Life! Keep an
eye on your pets status to better protectits future.

Play: [Left dicking], [Right Clicking] & [Middle Clicking] use different toys depending on which ones
you have bought at the shop. Some toys give other toys also!

Sleep: [Left dicking] will put your petto sleep, butonlyif he isfeeling sleepy. You will know when
thatis.

Clean: [Left dicking] will dean your pet, your tank, and possibly save your pets lifel SuperMega
Pets are a litle grumpy about deaning however.

Feed: [Left dicking] will give your pet your primary food. [Right Clicking] will give Super Mega Pet™
your secondary food if you have purchased one from the store.

Movement: There are 3-waysto move Super Mega Pet™
[W]=UP

[S]=DOWN

[A]=LEFT

[D]=RIGHT

[Arrow Keys] & [Number Pad]=8 Directional Movement. [Cti]=Stop but he will always feel free to
make his own movements! Even more as he gets smarter.

Special: [Left dicking], [Right Clicking] & [Middle Clicking] will do different things at different imes.
Expeliment with it. It could save your pets life one day!

Hibernate/Shop: [Double dicking] will put your petinto hibernation and save your progress before
quitting. [Right Clicking] will take you to the shopping center where you can buy over a dozen
special itemsto increase your pets chances of growing old.

Power Up [Keys]:
[F1]=Bug Spray
[F2]=Freball
[F3]=Spike Shot
[F4]=Book

Once you have found our bought a Power Up you can activate them for 30-secs by pressing the
function key and then pressing the space bar. You can use powers an unlimited number of times,
except for FHreball, which costs one coin per shot.

Treasure Hunting: [T] If you have collected a Treasure Map and purchased a garden you can find
look for buried treasure in the garden by pressing the [T] button.

Stick: [1]&[K]=Stick if you have bought one at the shop. You can also find sticks in full grown trees.



Monster Gateway: [2]&M]J=Monster Gateway [Hangman] game! You can also play a one shot
game if one appearsin your tank

Life Score: Asyou journey down the road of life with your pet, you are being judged! The more
happy and rewarding Super Mega Pets™ life is, the higheryour life score will be. If your life score is
high enough it will be recorded in the Hall of Fame, along with name, and cause of death.
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-Also Play:
Mine Feld Runner(TM)
"Sometimes, pretty places got mine fieldsinem."



Mine Field Runner 1.32

-Dynamicl3laygounds®
©2002-2009 All Rights Reserved.
Instruction Manual v1.32

The Goal: To successfully navigate from one end of a Mine Field to the "End Zone."
WARNING: Collect extra gold at your own risk.

Movement: Control your runner with the Arrow Keys or:
[Wl=Up

[S]=Down

[A]=Left

[D]=Right

Metal Detector: Every Mine Field now has a metal detector conveniently located near the start of
the level. It will alert you when you are standing within apx.20-ft of anyland mines. However, it also
detects dud mines and there is no way to know the difference. Using the Metal Detector can cost
you 100's of thousands of points, every time!

Memory Mode: In memory mode the objectisto safely reach the End Zone, then safely retrace
your steps. You will receive a 1.5x score bonus for a successful run.

Passwords: To unlock certain features in MFR like: Level Skip & Acid Clouds you will first need to
enter the correct password. You will receive passwords for hidden Mine Fields and if you manage
to beat these unlocked levels, you will receive level skipping passwords.

Run or Walk?: Walk, then run. You may find it very difficult to RUN and LIVE when you first start
playing M.F.R. Ittakes a litle practice, but once you have mastered a Mine Field and have good
sense of the safest paths, you will be able to RUN LIKE THE WIND through level afterlevel (in utter
amazement to yourself and anyone watching). So once again:

e Be Sneaky

e Learnthe Safest Path

e Walkbefore you run!

e Worry about extra gold last.

Keyboard Commands:

Esc: Quit to Main Page (quits level instantly)
Spacebar: Skips Life screen and Level Title Screen

Alt-F4: Quits Mine FHeld Runner (instantly)
Helpful Hint: Gold is never stacked on top of a mine.
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Dynamic Playgrounds e License Agreement 2.0

1. License. Dynamic Paygrounds grants you the nonexclusive and nontransferable ficense to use the downloaded media for private
non-commercial entertainment.

2. Permitied Use and Restrictions. This License allows you to install and use the Dynamic Playgrounds meda for privat noncommercial
entertairment It does not permit that the media be resold, distribuied on CD or DD, displayed publically, or rented. It is unlawful to duplicat,
distribute, modify, reverse engineer, or fransmit the mediain partor in ful for any purpose whatsoever without e expressed consentof Dynamic
Playgrounds. Your rights under this License will terminate automatically without notice fom Dynamic Playgrounds ifyou fail to comply with any
term(s) of this License Agreement

3. Disclaimer of Warranty on Dynamic Playgrounds media. This Dynamic Playgrounds media is provided "ASIS" and withoutwarranty ofany kind.
DYNAMIC PLAYGROUNDS EXPRESSLY DISCLAIMS ALL WARRANTIES AND/OR CONDITIONS, EXPRESS OR IMPLIED, NCLUDING, BUT NOT
LIMITED TO, THE IMPLIED WARRANTIES AND/OR CONDITIONS OF MERCHANTABILITY OR SATISFACTORY QUALITY AND FITNESS FOR A
PARTICULAR PURPOSE. DYNAMIC PLAYGROUNDS DOES NOT WARRANT THAT THE FUNCTIONS CONTANED IN THE DWNAMIC
PLAYGROUNDSSOFTWARE WILL MEET YOUR REQUIREMENTS, OR THAT THE OPERATION OF THEDYNAMIC PLAYGROUNDS SOFTWARE WILL
BE UNINTERRUPTED OR ERRORFREE, OR THAT DEFECTS N THE DYNAMIC PLAYGROUNDS SOFTWARE WLL BE CORRECTHD.
FURTHERMORE, DYNAMIC PLAYGROUNDSDOES NOT WARRANT OR MAKE ANY REPRESENTATIONS REGARDING THE USE OR THE RESULTS
OF THEUSE OF THE DYNAMIC PLAYGROUNDS SOFTWARE OR RELATED DOCUMENTATION IN TERMS OF THER CORRECTNESS, ACCURACY,
RELIABLITY, OR OTHERWISE NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY DYNAMIC PLAYGROUNDS OR AN DYNAMIC
PLAYGROUNDSAUTHORIZED REPRESENTATIVE SHALL CREATE A WARRANTY OR IN ANY WAYINCREASE THE SCOPE OF THIS WARRANTY.
SHOULD THE DWAMIC PLAYGROUNDS SOFTWARE PROVE DEFECTIVE, YOU (AND NOT DYNAMIC PLAYGROUNDS OR A DWNAMIC
PLAYGROUNDS AUTHORIZED REPRESENTATIVE) ASSUME THE ENTIRE COST OF ALLNECESSARY SERVCING, REPAR OR CORRECTION.

4. Limitation of Liability. UNDER NO CIRCUMSTANCES, NCLUDING NEGLIGENCE, SHALL DYNAMIC PLAYGROUNDS BE LIABLE FOR ANY
INCIDENTAL, SPECIAL, INDRECT OR CONSEQUENTIAL DAMAGES ARISING QUT OF OR RELATING TO THIS LICENSE.

5. Choice of Law. These Terms shall be construed inaccordance with the laws ofthe Stak of Califomia USA, and the parties imevocably consentto
bring any actionto enforce these Terms before an arbitration panel or before a courtof competent jurisdiction in San Mato County California, with
the losing party paying all costs ofarbitration.

6. Limitations. Ifany part of these Terms is determined to be invalid or unenforceable pursuantto applicable law, then the invalid or unenforceable
provision will be deemed superseded by a valid enforceable provision that most closely mathes te intent of te original provision and the
remainder of the Terms shall confinue infull efect

7.Complete Agreement. This License constituies the enfire agreement between the parfies with respect to the use of the Dynamic Playgrounds
meda and supersedes all prior or contemporaneous understandings regarding such subject matter. No anendment o or modification of this
License will be binding unless inwriting and signed by Dynamic Playgrounds.



