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Hello and welcome to CLACK!
On the next pages you will read all you must know to play the game and, so I hope, to have much fun.

What you need?

a.) a PC with Windows-System and  what is normaly inside (graphic- and soundchip) and at it (keyboard and monitor);

the game has been programed with a 450Mhz-machine; I can’t say how the game behaves on slower devices

b.) the game

c.) quick fingers and eyes 

So, we can start!

(At the beginning the indication that programs, running in the background, may disturb the game and can cause crashes.) 

The basics of CLACK are explained quick: 

Put 3 or more tiles of the same colour together, so they vanish.

Sounds easy, and it is easy, at least at the begin.

It will get problematic if many tiles with many different colours come into play, but you will experience that soon...

The Game

You are in control of a paddle, which flies in front of a ramp.

On the ramp there are tiles in various colours which are moving towards you. Your primary task is to catch the tiles when they reach the edge of the ramp and to put them in the bin below the ramp.

your problems:

- your pad can only hold up to 5 tiles

- if too much tiles fall from the ramp before you catch them, the game 

  ends

- if the bin, which can hold up to 25 tiles, is filled, the game ends

- various missions, which must be completed to advance 

- sometimes there seems to be too few tiles to fulfil the tasks, sometimes  

  there are really too much

To get rid of the tiles you must arrange them in the bin that they form a row of at least 3 tiles of the same colour in horizontal, vertical or diagonal direction.

The Menus:

Try them. Interesting is the item gfx & sfx settings. There you can modify things like loudness, colour- and display settings. Test it, you can’t damage anything.

Keys:

Navigation in the menus with up/down keys. Selection with left/right keys or return. With ESC you can quit the game. Use the left/right keys to change values in the setting menus.
paddle control (default setting):
LEFT and RIGHT keys   
moves paddle left/right

UP key               

drops upper tile on the paddle into the bin

DOWN key
accelerates the movement of the tiles on the ramp, if you think they are coming to slow

END
if you have catched a tile, that you don‘t need for the moment, you can throw it back on the ramp (excessive and thoughtless use can cause bad problems!   -   doesn’t work with the iridescent tiles!) 

other keys:
p




pauses the game

ESC




pause / quit

F1 (while playing)          
displays the score values on the screen, game will be paused

F4
in mission mode you can save the actual game state after finishing a mission to continue the game later

The Tiles:
There are 3 different kind of tiles.

First the normal coloured tile, of which there are 11 different ones.

Then we have the iridescent tile, which shines in all colours and can be used as any kind of colour.

At last there is the white tile, which will be discussed later („mission mode“).

„Clack“:

there are different meanings!

a.)the typical sound of the tiles on the ramp
b.)a single tile sometimes is called a clack

c.)a row of 3 or more tiles of the same colour in any direction is called a clack

d.)a row of 3 tiles counts as 1 clack, a row of 4 tiles counts as 2 clacks, a row of 5 tiles counts as 3 clacks!

The Paddle:
The red circles displayed on the paddle indicate how many tiles actually are carried. Green circles show free capacity.
The Ramp:

At the upper end of the ramp is an arc. According to the selected game mode, there will be displayed the number of tiles to come (mission mode) or the number of tiles that already have come (clacker and maniac mode). 

At the front side is a display (fall-O-meter) which indicates how many tiles can fall from the ramp into the nonentity before the game ends (green), and how many tiles already have fallen (red). If all signs are red the next uncatched tile will cause a Game Over!

This display isn’t activated in the clacker mode. 

Consult the chapter „mission mode“ for further information!.

The Bin:

You can and should throw the catched tiles into the bin. If three or more

tiles of the same colour form a row, horizontal, vertical or diagonal, they

will disappear and you will receive a fair amount of points and clacker. 

How much you will get will be explained later.
The Clacker:

In mission mode there are missions, which require to collect a determined amount of them.

In clacker mode they are the leading part!
The Game modes:

1. mission mode:
You will be given tasks which are displayed in the field below the bin.

To proceed in the game you must fulfil these tasks. 

At start of every mission (number: 50) you will be informed how many tiles in how many colours will come. The colours are nearly equal distributed.

A mission ends 

- if the task is fulfilled, or

- too many tiles have fallen uncatched by you, or

- every position in the bin is occupied, or

- there are no more tiles left. 

In case of fulfilling there will be the next mission, otherwise perhaps the highscore list.

Every 10th mission is a special one.

If you build a clack of 4 or 5 tiles in any direction there will come a white tile along the ramp. Build a row with 3, 4 or 5 white tiles and get this:

· with 3 white tiles: if there are red signs on the fall-O-meter, one sign will 

    be turned to green

· with 4 white tiles: changes all red signs (if any) of the fall-O-meter to  

    green

· with 5 white tiles: adds a sign (up to max. 5) to the fall-O-meter and  

    changes all signs to green

Considering the speciality of these missions the scoring is lowered to 10% of the original score.

These missions end under the same conditions like „normal“ ones, but if the goal is not fulfilled and there are no more tiles, the game will never-theless continue.

save function:
after finishing a mission you can save the game state with the F4-key. After that the mission mode will be aborted. There is only one save file! A second saving will overwrite the old file. 

You can continue the game by selecting the menu item „restore mission game“ in the menu „select game mode“. A saved game state can only be loaded ONCE!!!

2. clacker mode:
Money rules the world! Clacker rule the galaxy.

At start you will be given 1000 clacker start capital (standed by TGB; ‚The Galactic Bank‘) with a tax rate of 10 clacker.

The tax is due with every drop of a tile or a backthrow.

Your capital is raised for every clack you make according to the scoring table.

A clack of 3 tiles raises the tax rate for 5 clacker (but only once, if combos occur!), a clack with 4 tiles lowers it for 10 and a clack with 5 tiles lowers it for 20 clacker.

If the first clack of a combo is a clack of 4 or 5 tiles, there will be no tax raise if a clack of 3 tiles occurs during combo.

An uncatched falling tile burdens your capital with 200 clacker!

If your capital falls below zero, you are bankrupt and the game is over!

Try to keep the tax rate low, so your capital can grow by making clacks of 4 or 5 tiles.

3. maniac mode:

There will be tiles coming along the ramp with continuously increasing number of possible colours. There will be no stop (real maniacs don’t use „pause game“, do they?).

There isn’t any more to say about this mode! 

Scoring:

You’ll get points and clacker for every row of 3 or more tiles of the same colour according to the following table.

(you can display this table while playing with F1)

During bonus missions in mission mode you will get only a tenth of the points! 

                      


score     
clacker        clacks
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2

__________________________________________________________________________


OOOOO



400

80

3

__________________________________________________________________________

O

O




50

10

1

O

__________________________________________________________________________

O

O




100

20

2

O
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O         (not possible to build, 

O        but it belongs here!)
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40

3
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40

1

O
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400

80

2
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  O
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         O
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800

160

3

   O

O

If combos occur, that means if tiles vanish and thereupon further valid rows will be build, these will be scored with a multiplier! (2x, 3x, ...). That applies to score and clacker!
After completing a mission in mission mode you’ll get bonus points according to the number of finished missions and tiles left.
closing words:
CLACK is a freeware game, which means, that you may copy and share it with your friends. It’s not allowed to sell it or publish it on media without my permission. It‘s not allowed to make changes to the code or data file.

CLACK was developed with the Allegro Game Library und you are welcome to visit www.allegro.cc/. You’ll find a depot full of free games of all sorts. 

Clack has become a relatively large project for me and wouldn‘t be like it is without the help of some people. I want to mention my brother Stefan, who made the wonderful logo and suggests things for this manual, my colleague Marco, who contributes in finding a source of crash in the program, and all the ones, which  stand by me and so helped to make CLACK!
I wish to thank Mrs. Jeannine Raab of BRAVO SCREENFUN for the interest in CLACK and the readiness to publish it on a cover CD.

If anyone wants to tell me his/her opinion of the game, so feel free to send me an 

E-mail to

car.nickel@freenet.de

visit my website to look for new projects or possible revisions of CLACK

http://home-of-haasisoft.de

November 2005

Karl-Wilhelm Haase
--  END  --
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