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TNTGAMES warrants to the original retail purchaser of this video game or home computer
program product ("Program’) that the media on which the Program is embodied will be
free from defects in material and workmanship for 90 days from the day of purchase. If
your disk or game cartridge becomes defective during that period, TNT GAMES will
replace it.

Toreplace a defective disk or cartridge during the warranty period, mail the entire disk or
game cartridge, proof of your purchase with the purchase date circled, a brief statement
describing the defect, and a large, self-addressed stamped envelope to:

TNT GAMES
204 W. Main Street
Barington, IL 60010

Ifyour cartridge or disk falls after the end of the 90 day warranty period, you may retumit to
TNT GAMES at the address above along with a check or money order for $12.50, a brief
statement describing the defect, and a large, self-addressed, stamped envelope.

We recommend that defective disks and/or cartridges be packaged carefully and sent
certified mail, return receipt requested. TNT GAMES will not be responsible for replacing
defective disks or cartridges until they have been received by us at the above address

This warranty is limited to the disk or zartridge originally supplied by TNT GAMES and is not
applicable to the Program embodied on the disk or cartridge. This warranty will not be
honored if the defect has arisen through abuse, mistreatment, improper care of the disk or
cartridge, neglect, or normal wear and fear.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTIBILITY OR FITNESS FOR A PARTICU
LAR PURPOSE, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE WILL BE
BINDING ON OR OBLIGATE TNT GAMES. IN NO EVENT WILL TNT GAMES BE LIABLE FOR
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE,
OR MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY, AND TO THE
EXTENT PERMITTED UNDER THE LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF TNT GAMES
HAS BEEN PREVIOUSLY ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

THE PROGRAM IS SOLD “AS-IS” AND NO WARRANTIES, EXPRESS OR IMPLIED, INCLUDING
WARRANTIES FOR MERCHANTABILITY OR FITNESS OF PURPOSE, WILL BE APPLICABLE.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES
YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE
TO STATE,



for purchasing BMX Air Master.
Please read this instruction manual carefully so that you can
fully enjoy this game.

BMX Air Master is a one or two player game.

The main goal is to perform as many tricks and combinations
and score as many points as possible. Your attempts for tricks
per game are limited so you've got to be good.

There are three different events to the game:
1. Half Pipe
2. Quarter Pipe
3. Ramp Jump and Landing.




BMX Air Master has 4 modes:
1. Practice standard

2. Practice advanced

3. Arcade standard

4. Arcade advanced

To select the mode, use the select button on the console or
the left joystick. To begin a game, use the reset button on the
console or the fire button on the joystick.

In a 2 player game, use the right difficulty switch to choose
between using one or two joysticks (only one player may
play at one time).

PRACTICE MODE

If you're going fo be great, you've got to practice. This mode
allows you to switch and practice events. After you have
completed the selected event, the game will reset and allow
you to try another event. Press right on the joystick to select
an event, then press the fire button to start.

ARCADE MODE

Now it's time to test your skill.

The idea here is to survive through as many events as you
can. When your lives are gone, the game is over. In each
round after the ramp jump has been completed you will be
awarded an extra man. In the next round the difficulty will
increase. The number of lives is indicated at the bottom of the
screen, L = Lives.



To start the stage press the fire button.
Pedal your bike by moving the joystick
left and right. You will need to pick up
speed fast in order to get into the air.

The bike cannot leave the ramp while backwards. Use the fire
button to turn the bike around. While you're in the air: Try to
perform as many tricks as possible (see chart). The time limit is
90 seconds; when fime is running out a tone will warn you.

QUARTER PIPE

This event is similar to the half pipe, but
this fime you have only 3 attempts. Use
the ramp fo gain speed and concen-
trate on a certain trick or combo.

THE RAMP JUMP

This one’s bigger than the fountain at
Caesars! You've got three chances to
make the jump. Again, the idea is to
perform as many aerial fricks as
possible for points. 500 bonus points will
be awarded by landing on the ramp.

SCORING: Points are awarded each time a trick is performed.
More points are awarded the first time a trick is performed in
each event. Combinations of tricks are possible and bonus
points can be eamed (see chart).



COMBINATIONS

4 2 3 4 5 ] ¥ 8
Loops 7200+ 180° 360° 7200+ 720°+ 0 720°+  720°+
Rolate Do Not 1 3+ Do not 3+ 3+ Do not 3+
Flip Donot Donot 3+ Do not 3+ 3+ Do not 3+
Feet Must do Must do Must do Must do
Hands Must do Must do Must do Must do Must do
Move Forward Must do Must do Must do Must do Must do
X-Up Must do Must do Must do Must do
Bounces 1 3+ 3+
Points 1000 1000 1000 1000 1500 2000 2000 2000
Next Time 500 500 500 500 700 1000 1000 1000
(+ = ormore)
Next Next
1st Time st Time
Loop Backwards 500 20 Move Forward 500 200*
Loop Forwards 500 20 X-Up 500 200°
Rotate 500 100 Bounce 200 200
Fip 500 100 Ramp Joystick Up 500 500
Feet 500 200° Ramp Joystick Down 500 500
Hands 500 200* Land on Ramp 500 500
(Jump Event)
“Per Second

Bonus Points: (Awarded at the end of an event.)
1000 for each combination performed (8 maximum)

100 for each type of trick performed (8 maximum)




Remember that a safe landing is very important — while in
the air, prepare your bike by making sure the wheels land on
the ramp and not your head.

When leaving the half or quarter pipe ramp, hold the joystick
up or down. This will move your player left or right. By doing this
you can actually land on the top of the ramp.

When the first 3 events are completed, round two will begin
again with the half pipe. The difficulty will increase.

HARDER STAGES

As difficulty increases you must land on the ramps at the
correct angle. Make sure you land correctly.

Also the pedal force and gravity will increase so you must
pedal harder to reach the highest areas.



WIN A HUFFY SONIC 6 BICYCLE

(Seen on the cover of this package)
Atotal of 5 bikes will be awarded.

Just complete the coupon below and mail it fo:  Huffy® Bike Sweepstakes
P.O. Box 3128
Barrington, IL 60010

Official Rules: No purchase necessary. You are automatically entered in the
incredible Huffy Bike Sweepstakes by filling out and sending this coupon to P.O. Box
3128, Barrington, IL 60010 by Feb. 28, 1990. You can also enter by handprinting your
name, address, zip code and phone number on a plain 3x5 piece of paper. Mail
your entry to the above address. Enter as often as you wish but each entry must be
mailed separately and received by Feb. 28, 1990. Mechanical reproductions are
automatically void. No responsibility is assumed for lost, late or misdirected entries
or mail. Winner will be selected in a random drawing on March 30, 1990 from
ameng all mail in entries received by Feb. 28, 1990. Odds of winning depend on
number of entries received. Prizes are nontransferrable and no substitutions are
allowed. Winner will be notified by mail. Taxes, if any, will be the responsibility of the
winner. Subject to all federal, state and local laws. Void where prohibited or
restricted. Sweepstakes open fo residents of the U.S. except employees and their
families of TNT GAMES and its publishers, affiliates, subsidiaries, agencies. For a list of
winners, send a stamped, self-addressed envelope by May 1st to Huffy® Bike
Sweepstakes Winners, 204 W. Main Street, Barrington, IL 60010-3128.

Eniry Blank / Huffy® Bike Sweepstakes

Name

Address

City State Zip

Telephone ( )




