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1. BUMBLEBUG 
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TRAP THE BUMBLEBUG SIDING 
ON THE GRID! 
How? 
Set traps alongside the bumblebug 
until it hops into the red trap. 
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TO SET A TRAP, CHOOSE A POINT 
NEXT TO BUMBLEBUG AND NAME 
THE POINT: 
Type the bottom number first 
(-2, -1, 0, 1, or 2l. 
Type the side number next 
(-2, -1, 0, 1 or 2l. 
THEN THE TRAP IS DOWN. 
Bumblebug hops! 
Did you catch it? You did if 
bumblebug hopped in. 
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J. HIDDEN TREASURE 
BUMBLE IS DIVING FOR HIDDEN 
TREASURE. 

HOW ABOUT YOU TOO? 

HOW MANY TREASURES CAN 
YOU FIND? 

oO 
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BUMBLE'S SPECIAL UNDERWATER 
MAP SHOWS ARROWS AS CLUES. 
*The map goes from -5 (negative 
five) to +5 (positive five) and in two 
directions: left to right and up 
and down. 
*The left to right direction is 
called the X direction. 
*The up and down direction is 
called the Y direction. 
*Watch the moving dot land, read 
the arrow and word clues and keep 
hunting! Find all the treasure' 
(There are 16 treasures all together: 
Something special happens when 
you find six of them.) 
GOOD LUCK! 
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4. BUMBLE ART 
BUMBLE GIVES YOU A CHOICE: 

#1. BUMBLE'S PICTURES­
BUMBLE WILL HELP YOU DRAW 
A PICTURE. 

#2. MAKE YOUR OWN PICTURE 
FOR A FRIEND. 
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#1. IF YOU CHOOSE BUMBLE'S 
PICTURE YOU'LL SEE THIS MENU: 
*From the menu, choose a picture 
and type in its number. 
*Bumble will show you a dot on 
the screen. 
*Then name that dot on the screen. 
First type the number on the 
bottom (X numberl. Then type a 
comma. Next type the number 
on the left (Y numberl. 
*Keep naming the dots Bumble 
shows you. Bumble will draw a line 
connecting each one. If vou make 
a mistake, Bumble will tell you how 
to correct it. 
*Watch the picture grow! 

# 2. IF YOU WANT TO MAKE YOUR 
OWN PICTURE: 
*Bumble will ask you, "How 
many dots?" (You can choose 
from 3 to 20l 
*Bumble says, "Enter dot #-1'.' Type 
in your first dot. 



*Bumble will show your dot on the 
grid and ask if it is OK. Answer 
"Y" (yesl or " N" (nol. 
If it is " N;' the dot disappears. 
Try another: 
If it is ''Y; ' then Bumble says, 
" Enter dot # 2'. ' 
*Bumble will keep connecting 
the dots until all of your dots are 
on the grid. 
*Bumble will ask you to name 
your picture when it is done. 

*Bumble will ask if your friend 
wants to make your picture. 
If yes, then follow the instructions 
for Bumble's Picture above (#1l. 
*If no, then Bumble shows your 
picture and plays a tune. 
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5. ROADBLOCK 
The scene: The bank robber 
(moving white dotl is escaping 
from the police and will get 
away by reaching any of the edges. 
CLOSE HIM IN ON ALL SIDES! 
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The Cops (that's youl move road­
blocks to surround the scoundrel 
and win a badge! 
You've got 5 roadblocks (xl 
that move. 
You've got 5 dead end streets (DJ 
to back 'em into. 



WHAT DO YOU DO? 
1. Hit the space bar on the bottom 
of the keyboard to freeze time. 
Then make your move. 
2. Pick up a roadblock (white xl, 
and name the point where it is: 
First type the X (left to rightl 
number. 
Next type a ",". 
Then type the Y (up and downl 
number. 
3. Put down the roadblock by 
typing in the (X, Yl numbers where 
you want it to go. 

SOME HINTS: 
1. When you put down the road­
block, the robber will start moving 
again, but remember: 
pushing the spacebar stops 
him cold so you can put down 
another roadblock. 
2. Notice: you are working against 
the clock, so you can run out of 
time as well as lose the robber over 
the edge. That's what the clicking 
numbers are all about. 
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MORE FROM THE LEARNING COMPANY 
BUMBLE GAMES 
Ages: Four to Ten 

Six enchanting and colorful 
games that teach the essentials 
of graphing positive numbers. 

JUGGLES' RAINBOW 
Ages: Three to Six 

A series of games that let chil­
dren playfully explore the concepts 
of left and right, above and below 

The 'Apple Education Founda­
tion awarded Juggles' Rainbow 
a prize for Program and Design 
Excellence. 

*MOPTOWN 
Ages: Four and Up 

Kids have fun as they sharpen 
their thinking skills with the colorful 
inhabitants of Moptown. 

*MAGIC SPELLS 
Ages: Four and Up 

An exciting spelling and word 
unscrambling game that can be 
tailored for all ages. 

GERTRUDE'S PUZZLES 
Ages: Six and Up 

An inspired puzzle/ maze that 
challenges children and adults 
alike with increasingly complex 
logic concepts. 

GERTRUDE'S SECRETS 
Ages: Four to Nine 

Shape and color relationships 
become child's play in this series 
of creative games. 

ROCKY'S BOOTS 
Ages: seven and Up 

Here's a fascinating simulation 
where kids build machines using 
logic elements - the basic 
building blocks of computers -
in an arcade-like setting. 

LOGIC GATORS 
Ages: seven and Up 

A fast-moving game that lets 
children use modern computer 
circuit logic to construct 
increasingly complex machines. 

*Moptown and Mag ic Spells are available through Apple's Specia l Delivery Software. All others 
are ava ilable from Loca l Dea lers or through The Lea rning Company. Write us for an order form 
and cata log . 
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LIMITED WARRANTY The Learning 
Company warrants to the original 
purchaser only that the diskette pro­
vided with this manual and the 
software program coded on it will 
perform in accordance with the 
descriptions in this manual when used 
with the specified equipment. If the 
program is found defective within 90 
days of your purchase it will be 
replaced. Simply return the diskette 
to The Learning Company or its 
authorized dealer along with a dated 
proof of purchase. Replacement of 
the diskette is the full extent of our 
liability A more detailed description 
of our LIMITED WARRANTY is included 
with the program. 

BACK-UP COPIES: The original pur­
chaser may obtain an additional copy 
of the diskette for back-up purposes 
by mailing in the back-up disk certifi­
cate along with the proper payment. 

© 1982 THE LEARNING COMPANY 
ALL RIGHTS RESERVED 

Unauthorized reproduction, adapta­
tion, distribution, performance or 
display of this document, the associ­
ated computer program or the audio­
visual work is strictly prohibited 
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The Learning Company, 4370 Alpine Road 
Portola Valley, CA 94025 (415) 851-3160 

© 1982. The Learning Company Al l rights reserved. All of these programs run on Apple computers using 
Applesoft. DDS 3.3 and 48K. 

Apple and Applesoft are registered trademarks of Apple Computer. Inc. 
Bumble Games. Bumble Plot. Juggles· Rainbow. Gert rude's Puzzles. Gertrude's Secrets. Rocky's Boots and 

Computer Learning Games™ are trademarks of The Learning Company 


