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C - CAPTURE THE FLY (same screen setting as Lum Spring)
There is a Light-Fly in the map. Players have to reach, grab and
keep it as long as possible. When you have the Fly you gain
Lums as time passes (the radar shows the Fly’s position). The
Fly can be stolen with a single hit on the player carrying the Fly.
The Fly carrier cannot shoot, but becomes faster the longer he
keeps the Fly. You have 5 bouncing bullets (effective on the Fly
carrier only) which refill as time passes. The winner is the first
to reach the win condition or the one who has the most Lums
when the time is over (if time setting is enabled).

DESCRIPTION OF THE WEAPONS

These are the items | weapons present in the game. In Lum
Fight mode, they are taken from the Generators. In 'Lum
Spring' and 'Capture the Fly' modes, there is only one weapon,
which the player is equipped with from the beginning: Ice
Bullet for 'Lum Spring' and Rubber Bullet for 'Capture the Fly'.

FAKE
GENERATOR

Looks like a generator but works like
a bomb: it explodes on contact or
just after a character passes near-
by. The explosion inflicts 3 hit points.

Steals the items | weapons carried
by the nearest opponent, or, if
none are being carried, takes one
from a Generator.

You can take control of this
flying weapon. It inflicts 5 hit
points upon impact on another
player.

ULTIMATE
BARRIER

Protects against any kind of

y attack for a certain number of
seconds. It also inflicts 1 hit point
of damage upon contact.
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HOUND
BULLET

FLAMETONGUE
BULLET

| GLUE BOMB

RUBBER BULLET

Goes around the target and
explodes after several seconds,
causing 3 hit points to be lost. It
can be passed to another player
by touch.

Shoots a row of 3 bullets per
round. Each bullet inflicts 1 hit
point.

Can make a direct hit or bounce
off the walls (up to 3 bounces).
Each hit inflicts 1 hit point.

NOTE: In Capture the Fly mode, it just steals the Fly upon hitting
the Fly carrier. Here bullets refill as time passes.

FIREWORK

4 BULLET

ICE BULLET

@ After an initial burst, it

automatically goes after the
nearest opponent. Each hit inflicts

i 1 hit point.

Follows a parabolic trajectory
and detonates on impact
inflicting 1 hit point to anyone in
the explosion range.

Its trajectory can be controlled
after being fired. It remains active
for some seconds thereafter. Inflicts

| 1 hit point both with a direct hit or

with the persistent fire tail.

Freezes the target for 1 second.

NOTE: Only available in Lum Spring mode. Bullets refill as time

passes.
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Character Selection

At the beginning, only 5 characters will be available. The
3 hidden characters will be unlocked as you evolve in the game.

Select your character with the mouse and validate to confirm.

Globox, the Teensies and Henchman are fortunate... they can
change skins from a choice of 4 for each.

Skins are granted step by step through your victories. You will
be informed when you win a new skin.

Once skins are available, arrows appear on both sides of the
character you selected. You can select your skin with the mouse
or keyboard. Click OK to confirm.

In the game, you will discover that each character has its own
corresponding music....you will have the chance to hear yours
if you become the winner of the race....
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B/ Single player mode

Use the mouse to select single player mode and click OK to
confirm.

Map Selection

To move from one zone to another, press the left arrow key to
move to the left and the right arrow key to move to the right.
Use the mouse to select your level.

Game mode selection

You can choose between: Training, Race, Polopopoi, Lums for
the Race game and Lum Spring, Lum Fight, Capture the Fly for
the Battle game.

Note that the levels and modes will not all be immediately
accessible; unlocking them depends on your victories.

Select the game mode you wish in order to launch the game.
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