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Three wickedly tricky games of action and
reaction test your reflexes and coordination, to
see if you can defy the forces of Gravity.

A JUGGLING — a game of timing and skill.
Keep all 3 balls in motion above the Hit Line.

¢ COIN DROP-a game to challenge your
reflexes. Catch the coins before they reach
the bottom of the screen. Speed and timing
of falling coins vary throughout the game.

¥ DOCKING —the game of eye/hand
coordination. Lock the dot dead-center on
target, then stop the action. 9 game levels
increase in speed and difficulty.
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1. Press down on center of cover. Slide cover
out to remove.

2. Fit battery securely into battery compart-
ment. Match the large (—) terminal

on battery to the (—) contact strip inside
battery compartment. Match small (+)
terminal to the (+) contact strip.

IMPORTANT iINFORMATION: If game
appears to be malfunctioning, this is the first
sign of battery wear. A fresh battery should
solve the problem. Use alkaline batteries for
longer life.

HOW TO SELECT A GAME

1. Turn OFF/ON switch ON. Three bright red

balls will travel up and down the playfield in a

Select Mode holding pattern. You will hear a

BEEP when the balls reach the top and bottom

of the playfield. .

2. Select game you want to play by pressing

ONE of the THREE GAME PLAY BUTTONS.
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3. Action starts as soon as you selecta game.
if you change your mind after selecting a
game, turn Gravity™ game OFF, then ON
again. Press desired Game Play Button. 1,




JUGGLING
Press LEFT Game Play Button to select and
start game. When game starts, this is what
you see:

CLOCK/
SCOREBOARD
reads 45
seconds
to start.

HIiT LINE
/

| ™ 3 BRIGHT

ggTTOM 1= RED BALLS
at bottom
PLAYFIELD \\ of playfieid

OBJECT OF THE GAME: To keep all 3 balls
in motion above the Hit Line for 45 seconds
(the length of a game).

HOW TO PLAY JUGGLING:

You have 45 seconds in which to score as
many points as you can. Throughout the
game, CLOCK/SCOREBOARD reads time
remaining in game. Score does not appear
until game is over.
To toss a red ball upward when it is at rest,
PRESS THE GAME PLAY BUTTON
BENEATH IT. Example: To toss the ballin the
center of the playfield, press the CENTER
Game Play Button. The ball will move quickly
to the top of the playfield, then drop back
down again. You will hear a MUSICAL TONE
when you toss the ball and another when it
reaches the top of the playfield. YOU WILL
SCORE 1 POINT.
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Once aballisin
motion, you must
press the corre-
sponding Game Play
Button while the
ballis ATTHEHIT
LINE or BETWEEN
THE HITLINE AND
THEBOTTOMOF
THE PLAYFIELD.
This keeps the ball in
motion, allowing you
to score more points.
YOU SCORE 1
POINT FOR EACH
BALL YOU TOSS
BACK UPWARD IN
THIS MANNER.

“THE WAY THE BALL BOUNCES”

A If you press a button while a ball is above
the Hit Line, it will continue on down to
the bottom of the playfield, bounce twice,
and come to rest. NO POINTS WILL BE
SCORED. NO MUSICAL TONE WILL BE
HEARD. After the ball has come to a
full stop, you can press the button to toss
it up again.

A Ifyou press a button when a ball is exactly
atthe Hit Line, it will rise only part-way to the
top of the playfield, then drop. Because it
has less distance to fall, you will have less
time to catch and toss it again before it hits
the bottom of the playfield. A TOSS FROM
THE HIT LINE SCORES 1 POINT AND
PRODUCES A MUSICAL TONE.

A Ifyou press a button after a ball hits the
bottom of the playfield, it will bounce twice
and come to astop. NO POINTS WILL BE
SCORED. NO MUSICAL TONE WILL BE
HEARD. 3




The closer aball gets
to the bottom of the
playfield before being
tossed back up, the
higher it will travel
after the toss. With
practice, you will be
able to keep all 3balls
in motion atthe same
time. This allows you
to score the
maximum number of
points.

END OF GAME:

Atthe end of the game, a BUZZER will sound.
Ali 3 balls will “freeze” in their final position for
acouple of seconds, then resume Select Mode
holding pattern.

Time remaining in game will disappear from
the CLOCK/SCOREBOARD and your FINAL
SCORE will read out. Score is displayed until
you turn the game off or reset the game.
Toplay again, press LEFT Game Piay Button.
Clock will reset to 45 seconds.

To play a different game, press Game Play
Button for game you want. (See “How To
Select a Game” section.)

SCORING:

You score 1 POINT for every successful toss
from a position AT THE HIT LINE or
BETWEEN THE HIT LINE AND THE
BOTTOM OF THE PLAYFIELD.



RATE YOUR SCORE:

90+ points  Natural born juggler
6090 points  Good dexterity
30-69 points  Not bad for a beginner
0-30points  Hopeless

ELECTRONIC SOUND EFFECTS:

Each of the 3 red balls produces a MUSICAL
TONE when tossed and another when it
reaches the top of the playfield. Musical tones
increase in pitch from left to right and from
bottom to top.

NO SOUND IS PRODUCED when Game Play
Button is pressed while ball is above the Hit
Line or has already reached the bottom.

A BUZZER sounds at the end of the game.

COIN DROP

Press CENTER Game Play Button to select
and start game. When game starts, this is what
you see:

CLOCK/SCOREBOARD
" reads 0 points to start.

| 1 BRIGHT RED “COIN"
at top of playfield, left.

= =1~ BOTTOM OF PLAYFIELD

OBJECT OF THE GAME: There are 25

“coins” (bright red dots) that will drop from the
top of the playfield. Your goal is to catch them
before they reach the bottom. 5



HOW TO PLAY:

The clock does not keep time on Coin Drop.
Game is over when all 25 “coins” have

dropped.

To catch a coin when it falls, PRESS THE
GAME PLAY BUTTON BENEATH IT.
Example: To catch a coin falling in the left
column, press the LEFT Game Play Button. If
you make the catch, you will hear a BEEP. The
number of points you gain will be automatically
added to your score on the SCOREBOARD. If
you miss, there will be no sound and no points
will be added to your score.

When coin drops, you
must catch it
BEFORE IT
REACHES THE
BOTTOM OF THE
PLAYFIELD. (Hit Line
is not used in Coin
Drop.) The closer the
coinis to thetop of the
playfield when you
catch it, the more
points you score.

WHERE THE COIN DROPS:

® Coins begin falling in the LEFT hand
column of the playfield. After 3 CONSEC-
UTIVE CATCHES, they will drop in either
the left or center column. After 3 more
consecutive catches, coins drop in all 3 col-



umns. Only one coin drops at a time. The
more columns you have in play, the higher
your score on each catch.

e |f you miss a catch, coins stop dropping in
the farthest right column in play. Example: If
you have the left and center columns in play
and miss a catch, coins will stop dropping in
the center column. When this happens, you
must get 3 more consecutive catches to put
that column back in play.

e Timing of falling coins varies throughout the
game.

e Coins will not be caught if you press all 3
buttons at once or if you press a wrong
button before the correct button.

END OF GAME:

Atthe end of the game, after all 25 coins have
dropped and been caught or missed, a
BUZZER will sound. Coins will “freeze” in their
final positions for a couple of seconds, then
resume holding pattern for Select Game
mode.

Your FINAL SCORE will read out on the
CLOCK/SCOREBOARD until you turn the
game off or reset the game.

To play again, press CENTER Game Play
Button. Score will reset to 0 points. To play a
different game, press Game Play Button for
game you want. (See “How to Select A Game”
section.)

SCORING:

When only 1 column is in play, the maximum
number of points you can get for a catch is

9 POINTS. Minimum points for a catch is

1 POINT. The closer a coin is to the top of the
playfield when you catch it the higher your
score on that catch.
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When 2 columns are
in play, your score on
acatchis DOUBLED.
Example: A catch that
is normally worth 5
points will give you 10
points if 2 columns
are in play when the
catch is made.

When 3 columns are
in play, your score on
acatchis TRIPLED.
A catch otherwise
worth 5 points will be
worth 15 points in this
case.

Your score is automatically increased with
each successful catch. Score reads out
continuously throughout the game.

ELECTRONIC SOUND EFFECTS:

BEEP .............. Any successful catch.
BUZZER ............ End of game.
DOCKING

Press RIGHT Game Play Button to select
game. Game appears on playfield, but does
not start automatically. This is what you see:

CLOCK/
SCOREBOARD
shows Level

1 to start.

TARGET

DOCKING
CRAFT

.l



OBJECT OF THE GAME: There are 9 game
levels, each one faster than the last. You have
20 seconds on each level to line up your
docking craft in the center of the target and
complete docking. Game ends if you fail to
dock on any level within 20 seconds. The less
time you take to dock, the higher your final
score may be.

HOW TO PLAY:

Before you start, check the Game Play
Buttons. Their functions are different in this
game than in the other 2 games.

SPEED UP
DOCKING
CRAFT

¥ To start game, PRESS ANY GAME PLAY
BUTTON. You will begin with Game Level
1—the slowest game level. CLOCK/
SCOREBOARD will change from a readout
of-the game level to display a 20-second
countdown. You will hear a TICKING
SOUND. The diamond-pattern TARGET
will begin moving down the playfieid from
top to bottom. When it reaches the bottom, it
will reappear at the top. Your DOCKING
CRAFT will be stationary.

¥ Getyour docking craftin motion by pressing
RIGHT GAME PLAY BUTTON. (Left button
will not work, since it slows docking craft
down.) You can then speed the docking
craft up or slow it down by pressing rightor
left Game Play Buttons.
YOUR DOCKING CRAFT MUST BE
MOVING IN ORDER TO DOCK ON
TARGET.



¥ When your docking craft appears to be
centered within the target, PRESS THE
DOCK BUTTON (center). Game action and
ticking sound will stop. Clock will “freeze” at
the number of seconds left in that game level.

DOCKING COMPLETED:

If you succeed in docking with the target, you
will see the docking craft centered in it for
about 3 seconds. Playfield will then return to
game starting position for the next game level.
You will hear a CLICK and the Clock/Score-
board will change to show the next game level.

When you succeed in docking, go on to the
nextgame level. Press ANY GAME BUTTON
to start the target moving. Then press RIGHT
GAME PLAY BUTTON to start the docking
craft moving.

Remember: Each target travels faster than
the one before it. By the time you reach Game
Level 9, your reflexes and coordination will
have to be very sharp!

DOCKING INCOMPLETE:

¥ It your docking craft was not moving
when you pressed the Dock Button, you
may see the docking craft centered in the
target, but the playfield will NOT return
to game starting position. The Clock/

10.



Scoreboard will continue to display the time
remaining in present game level.

v It your docking craft was not centered
when you pressed the Dock Button, you will
see 1 of 2 things:

Your docking craftwill  Your docking craft will

be clearly distinct overlap the top or
from the targetifyou  bottom dot of the
miss it entirely. target if you hit it but

were not centered in
it. Overlapped dot will
appear brighter than
the other.

In either case, the playfield will not return to
game starting position. The Clock/Scoreboard
will continue to display the time remaining in
present game level.

¥ TO TRY AGAIN, after an incomplete
docking, PRESS ANY GAME PLAY
BUTTON to start target moving. PRESS
RIGHT GAME PLAY BUTTON to set
docking craft in motion. Clock will pick up
time where it stopped when you hit the
Dock Button. 11



END OF GAME:
Game ends in 1 of 2 ways:

1. You successfully complete docking on all
9 game levels. BUZZER SOUNDS. Game
action “freezes.” Clock/Scoreboard changes
to display your final score. After 3 seconds,
Select Mode holding pattern is resumed.
Score remains until game is reset or turned off.
2. You fail to dock within 20 seconds on
any game level. When the clock reaches 0,
BUZZER SOUNDS. Clock/Scoreboard
displays final score. Game resumes Select
Mode holding pattern. Score remains until
game is reset or turned off.

To play Docking again, press RIGHT Game
Play Button. Game will resetto Game Level 1.

To play a different game, press Game Play
Button for game you want. (See “How To
Select A Game” section.)

SCORING:

You score 100 POINTS for every successful
docking.

In addition, you score 5 POINTS for every
second of unused time remaining in the /ast
game level you successfully complete.

Example: You suc-
cessfully complete 7

docking maneuvers. On

the 7th game level, you
have 12 seconds remaining when you dock.
(This is the number of seconds displayed on
the Clock/Scoreboard just before it changes
to display the 8th game level.) You fail to
complete the 8th docking. Your final score is
700 points plus 12x 5 points, for a total of 760.

Score is not displayed until game is over.

Highest possible score is 995 points. Lowest
possible score above 0 is 100 points.

12.



ELECTRONIC SOUND EFFECTS:
TICKING sound continues whenever game
is in play, increasing in speed with each
game level.

CLICK sounds when game resets to next
higher level.

BUZZER sounds at end of game.

TAKING CARE OF YOUR GAME
e Treat your GRAVITY™ game with care.
e Don'tdropit.

o Don't expose it to heat. For instance,

leaving it in the glove
compartment of a car on
a hot, sunny day could
be harmful.

e Avoid getting it
wet or dirty.

www.handheldmuseum.com



 Buiaow si yeuo Bupioop ‘do} 0} )1 suinjes NOLLNg

# Bunjoop sejeidiwion g UI0D J8)uad seyole) ‘dn |jeq Jajuad sesso) H3IINID

‘umop "piay jo doj o} }l suinjel NOoLLNg

yeso Bunoop smojs B W02 Ya| seyden ‘dn jleq yo| s8ssol | IWVD L1431

‘PIey jo

‘s|@Ag| 6 uo jebie} woynoq Buiyoeas woyy ‘aul JIH aAoge INVYO 40

ynm Bupjoop ereidwon suto0o buiddosp deey uojjow ui sjjeq ¢ |je deay 193rgo

"Pejos|es si "Pejosies si JANVD

‘uopng ewer) Aue ssaid aweb usym onewoiny aweb uaym oewoiny 1HVIS

‘uoung ‘uoyng ‘uonng JNVD

awen ybiy ssaid awer) 18jua)) sseld swer) ya ssaid 19313s
ONIXO0Qa dOHAa NIOD ONIOLDNr

FONVIO V 1V wALIAVHD

14.



‘pes|dwod jaA9)
aweb ise| ul ys| swi Jo

‘Aejd uy suwn|oo g y ajdiy
‘{Aeid ul suwin|od g jl 8109s
8|gnoq *(syd 6=doy)

puooes yoee o} sjuiod g doy wouy souelsip
+ Bupjoop |nysseooNs uo paseq jybneo ‘pesso}

yoee Jo} sjuiod 004 U109 "e8 Jo} sjuiod 6-1 {feq yoee Jojjuiod | ONIHOOS

‘SpuU02es

02 U1 %00p 0} aunjie}
Aue Jaye Jo sbupjoop ‘pessiw Jo H3IAO
[NjSS829NS 6 JOYY ybneo aJe suj09 G2 oYy "SpU0%8s Gy 1YY IANVYD
‘dn y speads g Buirow ‘plel} jo doj 0} Ji suinies NO1iNg
yeuo Bupoop sueis B U109 Wb saydie)d "dn |[eq w61 sassoy 1HOIH

"106.e} uj paIsusd

15.



UPDATE!! DOCKING GAME --- SCORING

On levels 1 through 8 --- I1f you dock in less than
1 second, you will be penalized 100 points. You
must pursue the target at least 2 or 3 rounds to
get up to its speed, before attempting to dock.

On level 9-- If you dock in less than 3 seconds,
you will be penalized 90 points. Since this is the
fastest level, it will take you longer to match the
target’s speed before docking. However, if there
are at least 2 seconds remaining on the clock
when you dock, you will receive a bonus of 10
points.

IMPORTANT!

Malfunction of the lights
usually indicates battery
wear. Try a NEW battery.
For longer battery life use a
9 volt Alkaline battery.



