


professional fournament.

The Nerf® ArenaBlast™ league was established fo allow
professional feams to compete in Nerf-sanctioned events.
The league has Arenas in all corners of the world (some
even off world) and has atiracted fans of all ages. Each
year, its professional season features the greatest Nerf
players in the world. The competition is fierce as they vie
for the title “Nerf Champion of the World.”

This year an amateur team will be let into this pro league.
A special pre-season amateur tournament has been held to
determine which team will get the chance to compete
against the pros and fonight, the final event will be held.
Whoever wins this final PointBlast event, heads to the pros
where they can prove their worth against the top Nerf
athletes.

One of the standout amateur teams in this tournament has
been the “Twisters,” a group hailing from Indiana. This
spunky team has really showed its stuff throughout the
playoffs and is one of the top contenders fo win this final
event. The team is made up of four very sirong players.
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For the first time in Nerf history, the ArenaBlast league is allowing amateurs to compete in this year’s

Ted Armstrong is the leader of the team. Once he was a
football quarterback, but now he is known s the top
amateur in the ArenaBlast league. His top strength s his
stamina and he is known for having almost limitless energy.
When everyone is getting fired fowards the end of an
event, he seems to get more energy. Armstrong’s “energy”
has been the difference between winning or losing in these
events.

Jami Armstrong, Ted's younger sister, is described as
spunky and punky. But don't let her size or good nature
fool you. She’s been the team’s fop scorer in some of these
events and is considered a master of strategic playing in the
PointBlast event. She started playing at an early age and
her natural ability af the sport has really shown through in
this fournament.

Sherry “Sarge” McDougal is a self described “military
brat.” Her father is a general in the Army and she has thus
lived on bases around the world all her life. She got her
nickname when, as a little girl, she delighted in telling the
privates o “March!” They started calling her “Sarge” and it
has stuck with her ever since. Originally from Indiana, she
jumped at the chance to play with her old friends when she
heard they were forming a team. SpeedBlast is her event

and few can match her ability fo tag the fargets while
running at full speed.

Ryan Felderman is the feam’s wise cracker and he just
loves to taunt the other opponents. But, he says, it is
something that he doesn't just do for “kicks.” His goal is to
distract the other players and get them “off their game.”
We don't know if it's the wise comments working, but he is
definitely doing something right at this tournament. He has
the top overall score in the BallBlast events.

So, we wish the Twisters and all the other amateur teams
good luck tonight as they vie for a most coveted chance: the
chance to beat the pros at their own game.

THE PROS

So, who are the pro teams that the amateur team will face
this season? Here's the rundown:

The Tribe is a team from a small town in California near
the Sequoia national forest. They are in tune with nature
and frain regularly in the foothills and mountains of the
forest. All that running up and down mountains and
between frees has given them an endurance level that
keeps them fighting to the final seconds of any event.

The Tycoons come from New York City. Being the most
heavily financed team — their families made millions on
Wall Street — they have played under the question “does
more money make a better team?” Whatever the cause,
they're definitely o team to be reckoned with and play as
good as they look.

The Rockheads are from a mining base in the Asteroid
belt near Saturn. They are definitely hard-nose competitors
and have been known to pick fights after the game. They
don't use any fancy tactics. They just use a simple “in your
face of all fimes” sirategy. Tough and able, they are not to
be messed with or taken lightly.

The Barracudas are a squad from one of the Atlantic’s
undersea villages off the coust of England. Known s sea
punks, this scrappy team is known to dye their skin blue
and dress in outrageous outfits. They are full of wild energy
u?cfl their over-the-top playing style makes them a favorite
of fans.

The Lunas are a mysfical group of girls from the main
base on the moon. They tend to keep fo themselves and
shun the media. What little is known about them focuses on
how they train with meditation, yoga and an organic diet.
Sounds crazy hut it must be doing something — they came
in second place last year.

The Orbiteers are from Space Station 1, the first space
station fo orhit the earth. Known as the “brains” of the
game, they have used computers to develop the best
strategies for each event. They don't rely on the psychical
nature of the game, but rather use carefully planned factics
to win. Even the most aggressive opponent gets a ittle
nervous when facing off against this team.
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THE ARENAS
Each pro team has its own arena. Here are the places the
amateurs will be playing:

The Seqovia Arena — Home of the Tribe

An arena built around a grove of giant sequoia irees. One
of the few outdoor arenas but players should fry not to
spend too much time admiring the view.

Orbital Arena — Home of the Oribiteers

This arena is on Space Station 1 orbiting high above Earth.
Zero-G areas make this arena particularly fun... and
challenging.

Barracuda Park — Home of the Barracudas
Deep on the bottom of the ocean, this undersea arena
features a tropical theme and waterfalls.

Asteroid Arena — Home of the Rockheads

Built on a couple of asteroids, this is one of the more harsh

arenas. Be careful of jumping too high and being sucked
into space.

Moonlight Arena — Home of the Lunas
The Lunas have built this arena on the moon. It is a
mystical place with great views of the Earth.

SkyScraper Arena — Home of the Tycoons

Built in the middle of the skyscrapers of New York City, this

arena cost a fortune fo build.

Championship Arena

The largest arena in the tournament, this is where the final
match is held. It can seat 200,000 fans and has full
television coverage from every angle. So, players should be
sure fo play their best — no one wants fo mess up in front
of millions of fans worldwide.

So those are the people and places that are sure to make
this Nerf ArenaBlast season an exciting one. And with the
addition of the lucky amateur team, this season will
definitely be a memorable one. Good luck fo all the teams.

Chad Weaver
ArenaBlast Commentator
Reporting for WNN (World Nerf Network)
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FIRST THINGS FIRST

The ReadMe File

The Nerf ArenaBlast (D-ROM game has a ReadMe file with which you can view both the License Agreement and
updated information about the game. To view this file, double-click on that file in the Nerf ArenaBlast directory
found on your hard drive. You may also view the ReadMe file by first clicking on the START button on your
Win95/98 taskbar, then on Programs, then on Atari, then on Nerf ArenaBlast, and finally on the ReadMe file
option.

Minimum System Requirements

Operating System:  Windows® 95/98

Processor: Pentium® 200 MHz MMX or higher
Memory: 32 MB RAM :

Hard Disk Space: 120 MB Free

(D-ROM Drive: ~ 4X Speed

Video: 2 MB Windows® 95/98 compatible SVGA video card*
Sound: Soundblaster compatible sound card

DireciX: DirectX version 6.1 or higher (included)

Modem: 57,600 baud (for modem/Internet play)

3d Card: Optional

Network: TCP/IP connection

* Indicates device should be compatible with DirectX version 6.1 or higher.

Recommended System Requirements

Operating System: Windows® 95/98

Processor: Pentium® 233 MHz or higher

Memory: 64 MB RAM

Hard Disk Space: 275 MB Free

(D-ROM Drive: 4X Speed

Video: 3D accelerator*

Sound: Windows® 95/98 compatible sound card*
DirectX: DirectX version 6.1 or higher (included)
Modem: 57,600 baud (for modem/Infernet play)

*Indicates device should be compatible with DirectX version 6.1 or higher.

SETUP AND INSTALLATION

1. Start Windows® 95/98.

2. Insert the Nerf ArenaBlast CD-ROM game disc into your CD-ROM drive.

3. If auto-play is enabled, a fitle screen should appear. If auto-play is not enabled, double-click on the “My
Computer” icon on your Win95/98 desktop. Next, double-click on your (D-ROM icon to install the game.
If the install screen sfill does not appear at this point, locate the “setup.exe” file on the Nerf ArenaBlast
(D-ROM and double-click on it.

4. Follow the remainder of the on-screen instructions to finish installing Nerf ArenaBlast.

5. Once installation is complete, click on the Start button at the bottom of the screen, and choose
Programs/Atari/Nerf ArenaBlost/Play Nerf to start the game. You may also start the game by
selecting PLAY from the title screen.

Note: You must have the Nerf ArenaBlast CD-ROM in the CD-ROM drive to play.
INSTALLATION OF DIRECT X
The Nerf ArenaBlast CD-ROM requires DirectX 6.1 or higher in order to run. If you do not

have DirectX 6.1 or higher installed on your computer, select the option to install a new
version of DirectX when asked if you'd like to install one.




THE FIRST TIME YOU PLRY

Si¢n In
The first time you start Nerf ArenaBlast, you'll be asked fo

fill in your Player Card. This will allow you to formally enter
Nerf Pro-Am compefition.

To sign in, simply type in your name and then click the GO
button.

Choose Your Character

Choose the Twisters character you would like to represent
you during play. Click on the orange arrowheads at the
bottom of the card to scroll through the different characters. When you see the character you would like to be,
click on the GO button fo confirm your selection. Note: This card will automatically save your game in
progress. It is not necessary to manually save your game.

Choose Level of Difficulty

Highlight the gameplay difficulty level that you want to play by dicking on it. Click on the GO button fo
confirm your selection. There are four different difficulty levels:

Nerf Junior — For kids or newbies fo 3-D games.

Pro-Amateur — For those who enjoy normal gameplay.

Super Nerf — For those players who like to up the challenge.

Mega Nerf — For superstars who look competitors in the eye and never blink.
Once you've made your selection, you're ready for ArenaBlast action!

. You can aceess the following from the Player Card Menu:

& Stats — Click here o view a player's stats, including Name,
Rank, Score, Level and Completed Events.

| Options — Click here fo set up user opfions. See “Options”
N on page 22.

d Controls — Click here fo adjust keyboard/mouse controls.
Multiplayer /Single Player — Click here to
Setup/Start/Join a multiplayer game, or to switch back to

| single-player mode. See also “Multiplayer Games”
" on page 23.

Play — Click here to play Nerf ArenaBlast. Initially, this will lead players to the Ready Room of the Amateur
Arena. From there first-time players should take the Training Session explained on page 10, and experienced
players can take on the PointBlast event described on page 12. Note: Previously signed-in players will be
taken to the Ready Room of the next group of events available fo their character.

New Game — Click here to start an entirely new game of Nerf ArenaBlast.
Exit Event — Click here to quit the current Nerf ArenaBlast event.
Quit — Click here to exit out of the program and return to your Windows® deskiop.

Note: You can access the Player Card Menu from the gameplay screen by pressing the ESC key on your
keyboard. To return fo the gameplay screen, simply press the ESC key again.

PLAYER CARD MENU




THE TRAINING SESSION

A full Training Session is strongly advised for anyone new to
Nerf ArenaBlast, or for players looking to hone their
blasting skills. Move yourself into the Training Session
corridor to begin your orientation. Press the Up arrow on
your keyhoard to move forward, and the Down arrow to
move backward. Use your mouse 1o steer right or left.

The Training Session is really a complete tutorial for the
gameplay controls. When you've completed your Training
Session, you will automatically be returned to the Ready
Room of the Amateur Arena.

Note: If you would like to end the Training Session early,
press the ESC key on your keyboard to bring up your Player Card. From there, click on the Exit Event button to
return fo the Ready Room of the Amateur Arena. From the Ready Room, enter the PointBlast event by running
down the PoiniBlast corridor.

Get ready! You're about to ener full competition play!

WELCOME TO NERF° HRENABLAST!

Grab your Nerf blaster and prepare fo compete in an all-new sporting event of heart-pounding action! It's a
game of fast thinking and even faster reflexes, featuring 8 different arenas, 360° views and real-time 3-D
graphics. Take aim at your opponents and score some serious points with three awesome events — PointBlast,
SpeedBlost and BallBlost. Prepare to he energized!

YOUR GERR

Ener¢y Suits

In Nerf ArenaBlast, all competitors wear special energy suis
that detect the accuracy and type of bluster his inflicted by
their opponents. Each player starts out with a fully charged
suit. Each fime you're hit by an opponent, fall a long
distance or stay underwater too long, some or all of the
energy goes out of your suit. A gauge and the number on
the lower left of your game screen shows you your current
suit energy. If the energy level falls fo zero, you're briefly
knocked out of the current event, and must re-enter the
game from a different location by dicking your mouse
button.

Ener¢y Belts and Backpacks

You can recharge your energy suit at any fime by picking up energy recharge helis or backpacks. These items
are shown below with their corresponding recharge values:
25 Suit Powerup

50 Suit Powerup 100 Suit Powerup




SCORING POINTS

In all Nerf ArenaBlast events, try to beat your opponents by scoring the most points, or in the case of
SpeedBlast, by winning the race. Doing any of the following scores points:

o Hitting point fargets scattered throughout the arena. There are three levels of point targets: 250, 500 and
1000 points. The point level depends on difficulty. Once a target has been hit, it won't rigger for o number
of seconds, so it's important to keep your eyes open for live fargets. Getting these points while you're on the
run can make a big difference in your score.

o Blasting other players. If you blast other players, you can score points several different ways. First, you
always score at least 25 points for blasting an opponent. If you're an Ace shot, and hit an opponent right on
his/her chest marker, you score 100 points. If you blast them and knock out all of their suit energy, they're
temporarily knocked out of play and drop big Bonus Poinis that you can pick up.

o Picking up Bonus Points. Picking up Bonus Points is a great way fo become a winning player. Every time you
knock another player out of play, that player drops a Bonus Point pickup. The pickup’s point value
depends on that player's current rank in the match.

First Place 1000 points

Second Place 750 points

Third Place 500 points

All Other Players 250 points
THE EVENTS

POINTBLAST

PointBlast is a head-to-head scoring competition that lets you rack up points as just described. Each event
consists of an intensive, 10-minute scoring round. When time expires, the player with the most points wins.
You're best strategy here is to find the leaders, knock them out and pick up their Bonus Points. Shoot all the
targets you can along the way. Your second goal, of course, is fo not get knocked out yourself!

SPEEDBLAST

I this event, you've got fo race through the arena and touch 7 colored flags in order. Each flag is numbered
and their correct color order is blue, green, yellow, orange, red, purple and gold. If a player is eliminated by
another player, he/she begins again at the lost flag he/she fouched. Part of the challenge in this event is to
figure out what you need to do fo get fo the next flag — and fo do it quickly! The player to touch all flags

and finish first is the winner.

BALLBLAST

This game is similar to o scavenger hunt, but with a decidedly Nerf twist. Players must first collect 7 colored
balls that appear randomly. These balls must then be shot into special goals that you'll discover in the arena.
Players receive points for scoring the balls. Point values vary according to which ball is deposited and the goal
difficulty. There are usually two goals within o level. The more difficult of the two goals awards double the
point value of each ball shot in. The ball/point values are as follows:

Blue 750 points Red 1750 points
Green 1000 points Purple 2000 points
Yellow 1250 points Gold 5000 points

Orange 1500 points

How to Score Points

To score points, first collect the balls by running over them. Next, run over to the BallBlust goal and select your
BallBlaster (if it's not already selected) by pushing the “1” key at the top of your keyboard. Now fire the halls
you've collected into the goal. Note: If you don't know where the goals are located, watch the other players.
Some of them usually know the arena you're playing in pretty well.

Winnin¢ the BallBlaster Event
Only when one player has scored the first six colored balls does the final gold ball appear. The game ends
when one player has scored all 7 balls. The player with the most points wins!




BLASTER PROFILES WildFire

There are 10 different blasters in Nerf ArenaBlast. Each blaster has different capabilifies that are useful in Fire — Rapid-fire bursis of luminescent darts.

different game situations and comes with a clip of darts or other ammo. For all of the blasters (except for the Alt Fire — Shoots 10 darts af once in a spread.

Secretshot II, which is your standard issue and never runs out of darts), you have fo find additional ammo Ammo — Dart Pak (See “Ammo Pickups” on page 17.)

when you run out. ~

Each blaster has a regulor fire mode and an alternate fire mode where the blaster performs in a different, - Pulsator

useful way. Each bloster (and its ammo) is described in detail below. Fire — Shoofs out a spinning Bolo projectile. A solid shot can cause a player
to drop his/her blaster.

Secretshot 11
Fire — Shoots individual luminescent darts.

Alt Fire — Shoots a red-colored dart that travels a little more slowly but can
score more points.

Ammo — Darts (always loaded).

Scattershot

Fire — A spray-like blast that launches scattered mini-balls upon contact with o
surface.

Alt Fire — Also a spray-like blast, but with area-effect scatter and greater
damage impact.

Ammo — Scattershot Pak (See “Ammo Pickups” on page 17.)

Alt Fire — Shoots out, rapid-fire, high-velocity Ballzooka balls. These fire
and travel much faster than regular Ballzooka shots, but don't do as
much damage fo energy suits.

Ammo — Ballzooka Ball Pak (See “Ammo Pickups” on page 17.)

Mi¢hty Mo

Fire — Shoots a slow, large basketball-sized Nerf ball that literally throws
an opponent many feet if it lands nearby him or her. Hint: Great for
blasting opponents off ramps ahead of you in SpeedBlast.

Alt Fire — Pressing the “Alt Fire” key instantly detonates the last Mighty
Mo you shot. You can use it o get an opponent as it sails by, or to sef off
other balls you shot before.

* Ammo — Mighty Mo Balls (See “Ammo Pickups” on page 17.)

Ballzooka
Fire — Shoots high-impact Ballzooka balls.

Alt Fire — Shoots “gooey” Ballzooka splat ammo. If these hit players, or if a
player runs over one, the player can’t move for 4-5 seconds.

Ammo — Ballzooka Ball Pak (See “Ammo Pickups” on page 17.)




Triple Strike

Fire — Shoofs single rocket in straight flight. On impact, deplefes suit energy
within a certain radius based on proximity. This blaster can often knock out
opponents, hut the rockets don't travel at super speed. Warning? This is the
blaster you're most likely to deplete your own enery suit with if you're not
carefull

Alt Fire — Shoots three rockets at once. Wow!

Ammo — Rocket Pak (See “Ammo Pickups” on page 17.)

Whomper

Fire — Shoots a large, slow-moving Nerf ball that can score big-time points. This
is one of the less subtle blasters.

Alt Fire — Shoots a similar Nerf ball that travels faster, but can inflict damage to
"’ energy suits when other projectiles hit it. When it engages, it creates a blast ball
that depletes suit energy in ifs radius. This means it can damage your suit if
J, you're not careful.

Sidewinder Ammo — Energy Pak (See “Ammo Pickups” on page 17.)

Fire — Shoots individual mini-discs that curve slightly toward an opponent if
targeted near them. Waich out! These bounce if they miss. This can be a good
thing — but can also be very, very bad. -

Alt Fire — Fires a mini-disc with « mounted camera that permits player
guidance. Explodes on contact, and instantly knocks out any player it his. If
you've got quick reflexes, you're a guided missile with a brain.

Ammo — Mini-Disc Pak (See “Ammo Pickups” on page 17.)

Ammo Pickups

Hypershot

Fire — Shoots high-powered, Nerf rocket bursts that are powerful, but have a
narrowly focused damage area. If they would just stay in your crosshairs, this
would always be your favorite blaster.

Alt Fire — Telescopic mode of same blaster permits highly accurate distance e i
shots. V]

Ammo — Rocket Pak (See “Ammo Pickups” on page 17.)

‘i Energy Rocket Pak Dart Pak

Pa!( ” Pak

Ballzooka Ball Puk. Mini-Disc Pak Mighty Mo Balls




EHTRA PICHUPS

Shield Powersuit — Lessens damage from hits by 50%. For it to operafe, if must
be charged with energy. It comes with 100 energy units. Each fime you're hit while
wearing the Shield Powersuit, 50% of the energy hit gets depleted from your Shield
Powersuit energy rather than from your Energy Suit. .

Megalump Booster — Lets you jump twice as high and far for a number of seconds.
This is great for moving fost to get to goals and away from opponents, and for dodging
shots.

DoubleDamage Booster — Doubles all blasters’ damage for a limited period of fime.
When opponents see that you've got double domage, they'll run. Or maybe they'll try to
blast you so they can get it...

MegaSpeed Booster — Increases your running speed for a limited period of fime. This
power up is great for getfing ahead in races and catching your opponents by surprise. It's
also great for running away quick if you're chicken!

GAME CONTROLS

Nerf ArenaBlast comes with a predefermined set of keyboard and mouse controls that are designed to make
the game fun and easy to play. You can change most of these keys to new ones if there’s an arrangement you
like better. Many people, however, prefer fo play with the original settings and never change them. Here are
the game's default conirols:

GENERAL CONTROLS

Fire — Left Mouse Button or Cirl

Alt Fire — Middle Mouse Button or Shift
Mouse Look — “M"

Look Up — Mouse Forward or Delete

Look Down — Mouse Backward or Page Down
Center View — End

Next Blaster — Enter or MouseWheelDown
Previous Blaster — Forward Slash or MouseWheelUp
Throw Blaster — Semicolon

Gesture Victory — ‘1"

Gesture Join-Me! — )"

Gesture Taunt - “K"

Gesture Wave — “H"

I MOUVEMENT CONTROLS

Move Forward — Up Arrow or “S”

Move Backward — Down Arrow or “X"
Turn Left — Move Mouse Left or NumPad7
Turn Right — Move Mouse Right or NumPad9
Strafe Left — “A” or Left Arrow

Strafe Right — “D" or Right Arrow
Jump/Up — Right Mouse Button or Spacebar
Crouch/Down — “C" or NumPad Period
Strafe — “Z" or Single Quote (')




| OTHER CONTROLS

The Other sub-menu has o few miscellaneous control
settings that you may want fo set as you become more
familiar with gameplay.

Joystick Enabled — Allows you to play Nerf ArenaBlast with a
joystick. Notes This reduces performance.

fllouse Sensitivity — Moving this up makes the mouse frack
asfer.

| Invert Mouse — Reverses the mouse movement.

Mouse Look — Allows you to set Mouse Look fo always ON.

| Auto-Switch Blasters — Allows you to choose the automatic
swiiching of blasters when out of ammo or when a higher priority
has been picked up.

SELECTING BLASTERS

Once you've picked up a blaster, you can select it for use by doing one of the following:

1. Press the assigned “Next Bluster” key one or more fimes until you've reached the blaster you want.
Initially, the Next Bloster key is the Enter button on your keyboard.
OR

2. Directly select any bloster you have by hitfing its corresponding number key at the top of your
keyboard. Remember, except for the SecretShot II, a blaster will only be available for use if you
picked it up since you entered the event, or since the last time you were knocked out of the game.
On the next page are the number keys and the corresponding blosters:

KEY BLASTER USE

1 SecretShot Il Your standard issue. Good if you don't have anything else. Never runs
out of ammo.

2 Ballzooka Shoots Nerf balls really fast. Alf Fire shoots green goo that freezes
opponents.

3 WildFire Rapid-fire dart blaster. Alf Fire shoots a blast of ten.

4 Scattershot Shoots a burst of energy which hiis opponents instantly. Al Fire is more
powerful and has a wider blast area.

5 Mighty Mo Shoots exploding Mighty Mo Balls. Alt Fire explodes the last ball you shot
instantly.

6 Pulsator Shoots a Bolo projectile that can knock your opponent’s blaster out of
his/her hand if you're right on farget. Alt Fire is rapid fire.

7 Triple Strike Shokols Nerf rocket which does area effect suit damage. Alf Fire shoots 3
rockets.

8 Hypershot Shoots a high-energy powered rocket that instantly hits ifs target. Alt
Fire is a zoom for long distance shots.

9 Sidewinder 3hools Nerf discs that hounce off walls. Alt Fire allows you fo guide the

isc.
0 Whomper Almost too powerful to mention. Shoots a ball of pure Nerf energy that

can deplete energy suits upon impact. “Alt Fire” is most powerful
(and most dangerous to use)!

WHEN PLAYING BALLBLAST...

Use the number “1” key to bring up the BallBlaster and shoot balls into the goals. The balls will automatically
shoot in order from lowest to highest, so if you have the Gold ball, it will shoot last. To use another blaster, hit
a number key or the “Last Blaster” key fo replace the BallBlaster with another game blaster.




OPTIONS

GENERAL OPTIONS

The Player Card Options button brings up the game’s General Options submenu. Fach option is explained below.
Change Video Driver — Click here fo change your video driver
for use with this game.

Brightness — Slide the lever left or right fo make the screen
brighter or darker.

Fullscreen Mode — Toggles hetween windowed and full-screen.
Resolution — Higher resolution may slow the game down.

World Texture Detail — Seis texture detail. Higher will slow
things down.

Music Volume — Sets the volume of the cd music.

Sound Volume — Sets the volume of the sound effects.
Sound Quality — Sefs the quality of the sound effecs.
Skin Detail - Sets the detail of the characters and pick ups.
GUI Mouse Speed — Seis the mouse speed in menu mode.
Advanced Options — Brings up the game’s Advanced Options Menu.*
*Important! Only make changes to these options if you are a computer expert.

BLASTERS OPTIONS

From the General Options submenu, click on the Blasters
button to bring up the game’s blaster submenu. Next, click
on a blaster to see a picture of it and to learn more about
it. Click and drag a blaster name in the list to change its
priority. Blasters higher in the list have higher priority.

MULTIPLAYER GAMES

You can play Nerf ArenaBlast with friends over the Internet or a Local Area Network (LAN). From the
Multiplayer window, you will always find these three buttons: Find Games, Setup Server, and Setup Player.
Click on a button fo access its submenu. Each submenu is explained in detail below.

FIND GAMES

Selecting this button will allow you to search for Nerf ArenaBlast games over the Internet or a Local Area
Network (LAN). You may set this window to browse a list of Populated Servers, LAN Servers, or All Servers by
selecting the appropriate tab at the fop of the window. Pressing the “F5” key will refresh the servers list.

Populated Servers — This is a list of all the acfive Nerf ArenaBlast games currently running on the Internet.
LAN Servers — This is a list of ll Nerf ArenaBlast games running on your Local Area Network.

All Servers — This is a list of all the active or inactive Nerf ArenaBlast games currently running on the
Infernet.

SETUP SERUVER
So you want fo set up your own Infernet or LAN gome? Here's how you do it. Press the Setup Server button.
You will see a list of options which will apply to your game.

Select Event — Type of game you wish to play: PointBlast, SpeedBlast, or BallBlast.
Select Arena — The arena you want fo use.

Select Blaster Pack — There will be other bloster packs available in the future.
Point Limit — The amount of points necessary to win the game. Zero means there’s no point limit.

Time Limit — How long until the game ends if no one reaches the Point Limif. Zero means no fime limit.
Max Players — Maximum number of players who may join the game.

Publish Server — Lets anyone on the Internet join your server.

Blaster Stay — Setting this to ON makes the Blasters stay after they are picked up.

Dedicated Server — This allows you to make this a dedicated server, meaning you will not
be able to play the game from this machine but your server response will be much faster. ™




SETUP PLAYER

Click here you fo set up your character for a multiplayer game. Name and character choices are available via
pulldown menus.

CHAT WITH OPPONENTS"

When playing o muliplayer game, you can chat with you opponents during play. To activate the chat feature,
press the “T" key on your keyboard and then type your message. Your text will appear in the lower left corner
of your screen. To send your message, press the Enter key. Your message will then be sent to all players.

*CHAT

Hasbro Interactive does not monitor, control, endorse, or accept responsibility for the content of text chat
messages fransmitted through the use of this product. Use of the chat function is at your own risk. Users are
strongly encouraged not to give out personal information through chat transmissions.

Kids, check with your parent or guardian before using the chat function or if you are concerned about any chat
you receive.

HASBRO INTERACTIVE'S WEB SITES

Hasbro Interactive has exciting, full and active web sites dedicated to ensure you get the most out of your new
games. You can visit us at:

http:/ /www.hasbro-interactive.com
Kids, check with your parent or guardian before visiting the sife.
Visit and you will discover that Hasbro Inferactive web sites contain such things as:

® Technical Support ® Hints and Tips o Player Confact Information
o Software Upgrades © Demos © Interaction

® Interviews © Compeitions © And much more

© Downloadable Themes e Chat and Community

We are constantly updating our web sites so stop by and visit us frequently. With events and new additions
planned, you won't want to miss out.

PLAY ONLINE!

For more information on playing Nerf ArenaBlast online, please visit Hasbro Interactive's Online Games area at:
http:/ /www.games.com

ONLINE STORE

If you enjoyed this product and would like to purchase other great Hasbro Interactive producis online, stop byl
the ONLINE STORE for convenient shopping from home. Purchasers must be 18 years or older or have parent's
permission.

TECHNICHL SUPPORT

I you are having technical difficulfies with the Nerf ArenaBlast CD-ROM game, please consult the README.TXT
file on the CD-ROM before calling technical support. If you call technical support, please have the following
information available (and be ready to take notes):

1. The correct name of the game.
2. The type of computer you are running the gume on.
3. Exact error message reported (if any).

For telephone fechnical support, please call (410) 568-2377. Support hours are from 8:00 a.m. fo 12:00
midnight, Eastern Standard Time, Monday through Friday, and from 8:00 a.m. fo 8:00 p.m., Easfern Standard
Time, Saturday and Sunday, holidays excluded. No game hints will be given through this number.

You may communicate with our technical support directly from the Internet or through popular commercil
online providers, such as America Online, Prodigy, and CompuServe. Direct any E-mail questions concerning the
Nerf ArenaBlast (D-ROM game to: HI@hasbro.com
To find out more about the Nerf ArenaBlast CD-ROM game or any other Hasbro Interactive (D-ROM product,
please visit:

http:/ /www.hasbro-interactive.com

Kids, check with your parent or guardian before visiting the site.
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*** |MPORTANT ***

This is a legal agreement between the end user ("You") and Hashro Interactive, Inc, its affiliates and subsidiaries (collectively
"Hasbro Interactive"). This Agreement is part of a package (the "Package”) that also includes a CD-ROM disc (collectively, the
"(D-ROM") and certain written materials (the "Documentation”).

BY INSTALLING THE CD-ROM, YOU ACKNOWLEDGE THAT YOU HAVE READ ALL OF THE TERMS AND CONDITIONS OF THIS
AGREEMENT, UNDERSTAND THEM, AND AGREE TO BE BOUND BY THEM. YOU UNDERSTAND THAT, IF YOU PURCHASED THE
PACKAGE FROM AN AUTHORIZED RESELLER OF HASBRO INTERACTIVE, THAT RESELLER IS NOT HASBRO INTERACTIVE'S AGENT
AND IS NOT AUTHORIZED TO MAKE ANY REPRESENTATIONS, CONDITIONS OR WARRANTIES, STATUTORY OR OTHERWISE, ON
HASBRO INTERACTIVE'S BEHALF NOR TO VARY ANY OF THE TERMS OR CONDITIONS OF THIS AGREEMENT.

If fYouddo not agree fo the terms of this Agreement, promptly return the entire Package to the place You obtained it for a full
refund.

LIMITED LICENSE: You are entitled to use this CD-ROM for your own use, but may not sell or transfer reproductions of the
(D-ROM or Documentation to other parties in any way. You may use one copy of the (D-ROM on a single terminal connected
to a single computer. You may not network the CD-ROM or otherwise use it on more than one computer or computer terminal
at the same time.

You acknowledge that Hasbro Inferactive is not responsible for the Internet or whether it should confinue fo exist in its
present form or whether or not a government or governmental agency, either foreign or domestic, will control, regulate or
disband the Internet.

OWNERSHIP; COPYRIGHT: Title fo the (D-ROM and the Documentation, and patents, copyrights and all other property
rights applicable thereto, shall at all fimes remain solely and exclusively with Hasbro Interactive and its licensors, and You
shall not take any action inconsistent with such tifle. The CD-ROM and the Documentation are protected by United States,
Canadian and other applicable laws and by international freaty provisions. Any rights not expressly granted herein are
reserved fo Hasbro Interactive and its licensors.

OTHER RESTRICTIONS: You may not cause or permit the disclosure, copying, renting, licensing, sublicensing, leasing,
disseminating or otherwise distributing of the CD-ROM or the Documentation by any means or in
any form, without the prior writien consent of Hasbro Interactive. You may not modify, enhance,
supplement, create derivative work from, adapt, franslate, reverse engineer, decompile,
disassemble or otherwise reduce the (D-ROM to human readable form.

LIMITED WARRANTY:

Hashro Interactive warrants for a period of ninety (90) days following original retail purchase of this copy of the game that
the CD-ROM is free from substantial errors or defects that will materially interfere with the operation of the (D-ROM as
described in the Documentation. This limited warranty applies fo the initial purchaser only. EXCEPT AS STATED ABOVE,
HASBRO INTERACTIVE MAKES NO OTHER WARRANTY OR CONDITION, EXPRESS OR IMPLIED, STATUTORY OR OTHERWISE,
REGARDING THIS CD-ROM. THE IMPLIED WARRANTY THAT THE (D-ROM IS FIT FOR A PARTICULAR PURPOSE AND THE IMPLIED
WARRANTY OF MERCHANTABILITY SHALL BOTH BE LIMITED TO THE NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS
WARRANTY. THESE AND ANY OTHER IMPLIED WARRANTIES OR CONDITIONS, STATUTORY OR OTHERWISE, ARE OTHERWISE
EXPRESSLY AND SPECIFICALLY DISCLAIMED. Some jurisdiciions do not allow limitations on how long an implied warranty or
condition lasts, so the above limitation may not apply to You. This limited warranty gives You specific legal rights, and you
may also have other rights which vary from jurisdiction to jurisdiction.

If you believe you have found any such error or defect in the (D-ROM during the warranty period, (i) if you are in the
United States, call Hashro Interactive's Consumer Affairs Department af 800-683-5847 between the hours of 8:00 a.m. and
12:00 midnight Monday through Friday (Eastern Time) and 8:00 a.m. to 8:00 p.m. Saturday and Sunday, holidays excluded,
and provide your Product number; or (ii) if you are outside the United States, send your original CD-ROM disc to Hasbro
Interactive at Caswell Way, Newport, Gwent, NP9 OYH, United Kingdom, together with a dated proof of purchase, your
Product number, a brief description of such error or defect and the address to which it is to be returned. If you have a
problem resulfing from a manufacturing defect in the CD-ROM, Hasbro Interactive's entire liability and Your exclusive
remedy for breach of this limited warranty shall be the replacement of the (D-ROM, within a reasonable period of fime and
without charge, with a corrected version of the (D-ROM. Some jurisdictions do not allow the exclusion or limitation of relief,
incidental or consequential damages, so the above limitation or exclusion may not apply to You.

HASBRO INTERACTIVE SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL, EXEMPLARY OR OTHER INDIRECT
DAMAGES, EVEN IF HASBRO INTERACTIVE IS ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT
SHALL HASBRO INTERACTIVE'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PACKAGE. Some jurisdictions do not allow the
exclusion or limitation of special, incidental, consequential, indirect or exemplary damages, or the limitation of liability to
specified amounts, so the above limitation or exclusion may not apply to You.

GENERAL: This Agreement constitutes the entire understanding between Hasbro Interactive and

You with respect to subject matter hereof. Any change to this Agreement must e in writing, signed
by Hasbro Interactive and You. Terms and conditions as set forth in any purchase order which differ
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from, conflict with, or are not included in this Agreement, shall not become part of this Agreement unless specifically
accepted by Hashro Interacive in writing. You shall be responsible for and shall pay, and shall reimburse Hasbro Inferaciive
on request if Hosbro Interative is required to pay, any sales, use, value added (VAT), consumption or other tax (excluding
any tax that is based on Hasbro Interactive's net income), assessment, duty, tariff, or other fee or charge of any kind or
nature that is levied or imposed by any governmental authority on the Package.

EXPORT AND IMPORT COMPLIANCE: In the event You export the (D-ROM or the Documentation from the country in

which You first received it, You assume the responsibility for compliance with all applicable export and re-export regulations,
as the case may be.

GOVERNING LAW; ARBITRATION: This Agreement shall be governed by, and any arbitration hereunder shall apply,
the laws of the Commonwealth of Massachusefts, U.S.A., excluding (a) its conflcis of laws principles; (b) the United Nations
Convention on Contracts for the International Sale of Goods; (c) the 1974 Convention on the Limitation Period in the
International Sale of Goods; and (d) the Protocol amending the 1974 Convention, done at Vienna April 11, 1980.

Any dispute, controversy or claim arising out of or relating to this Agreement or to a breach hereof, including its
interpretation, performance or termination, shall be finally resolved by arbitration. The arbitration shall be conducted by
three (3) arbitrators, one 1o be appointed by Hasbro Interactive, one to be appointed by You and a third being nominated by
the two arbitrators so selected or, if they cannot agree on a third arbitrator, by the President of the American Arbitrafion
Association ("AAA"). The arbitration shall be conducted in English and in accordance with the commercial arbitration rules of
the AAA. The arbitration, including the rendering of the award, shall take place in Boston, Massachusetts, and shall be the
exclusive forum for resolving such dispute, controversy or claim. The decision of the arbitrators shall he binding upon the
paries hereto, and the expense of the arbiiration (including without limitation the award of ttorneys' fees to the prevailing
party) shall be paid os the arbitrators determine. The decision of the arbitrators shall be executory, and judgment thereon
may be entered by any court of competent jurisdiction. Notwithstanding anything contained in this Paragraph to the contrary,
Hashro Interactive shall have the right to institute judicial proceedings against You or anyone acting by, through or under

You, in order fo enforce Hasbro Interaciive's rights hereunder through reformation of contract, specific performance,
injunction or similar equitable relief.
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