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Installation and Shareware Registration



Pulse is a single file, PULSE.EXE.  All you need to have is this one file.  Copy the file to a directory on your hard drive.  If you are using Windows 95 or OS/2 or other Graphical Operating System, you will want to create an icon to launch Pulse.  Consult your documentation.



If you have received PULSE over the Internet and are not expecting a disk from Albino Frog Software, you must brand the game with your registration information.  This is a simple thirty second process.  From a DOS prompt or by using the RUN PROGRAM command in your operating system, run PULSE.EXE with a single word parameter:  REGISTER  



From DOS, this will look similar to:



C:\GAMES\PULSE> PULSE REGISTER



Personalization Code: 



           |_|_|_|_|_|_|_|_|_|_|_|_|_|_|_|_|_|_|_|_|



Serialization Code: 



           |_|_|_|_|_|_|_|_|_|_|

The branding screen will appear.  The first prompt asks you for your personalization data.  This is your name or other personal information.  Copy down from the branding instruction sheet the information exactly as it appears.  Type it in ALL CAPITAL LETTERS.  The second prompt asks you for the serialization code.  Copy this ten digit number down exactly as well.  Once you’ve entered these two items, the game will start in its fully licensed version.



You only have to brand the game one time.  Your personalization data and serialization code are saved in a disk file called PULSE.REG.  



IMPORTANT: Do not copy the registration file, or give out your personalization information.  Once the game is branded, do not copy the entire directory onto a diskette or to another computer.  Doing so would violates your license agreement by distributing a registered version of the game to someone who has not paid for it.  Keep in mind, also, that for the game to run in its fully licensed form, your personalization data will accompany it in plain text on the disk.  This means the originator of the stolen copy of our game will be identified in every copy made.  We will not hesitate to report to the FBI or any other authority the full name and address of anyone we find to have illegally copied the registered version of Pulse.  We worked hard on the game, and we deserve to be compensated.  Do not pirate software.  It is illegal, immoral, and downright rude.





The Main Menu
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There are eight buttons on the game main menu.  You can use the mouse to move pointer and click to press the buttons.  You can also press the key that has been underlined on each button to activate it.



SOUND - Press this button to turn on or off the game sound effects.  Sound effects will come through any Ad-Lib compatible sound card (if one can be detected), or through the computer’s beeper.



MODE - Switches the game mode between Pulse Pure and Pulse Ultra.  Pulse Ultra is only available in the registered version of Pulse.



START - Begins the game.



MUSIC - Turns off or on the music.  Music plays through any Ad-Lib compatible sound card, if one can be detected.



INFO - Displays game instructions and licensing/copyright notices.



ORDER - Shows you an order form you can print out to purchase Albino Frog Software’s products.



FLYER - Screen Shots from other Albino Frog Software games.



EXIT - Returns you to your operating system.



The high score screen (not shown) displays the most recent score and the highest score attained so far.  This scoring information is saved on disk in a file named PULSE.SCR.  If you wish to reset the high score, delete the file.



How To Play Pulse
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The Game Screen



The white four pointed star is your game cursor.  The cursor can move to any of the forty screen positions.  You can use the arrow keys, a joystick or the mouse to move the game cursor.  If you have a mouse, a small, yellow dot appears that shows you the position of the mouse cursor itself.  



The game board is eight by five and holds up to forty pieces.  In the sample screen above, there are three red discs, two green discs and one blue disc locked down on the game board.  There is also one red disc floating near the upper left, and another one sneaking in on the very lower left edge.



At the bottom of the screen is the game control tray.  This tray holds control studs for operating the game.  It also displays your score, and in Pulse Ultra, will show you which bonuses you have.



The red stud, the farthest to the left, is the EXIT control.  Press this stud with the mouse cursor or press the ESC key, and you will be asked to confirm that you want to exit the game.



The purple stud, second to the left, is the SOUND control.  This stud can appear indented or raised on the surface of the tray.  If indented, the game sound is on.  Press this stud with the mouse or press the D key to switch between sound and no sound.  



The green stud, second to the right, is the MUSIC control.  This stud also appears either indented or raised.  When depressed, music will play.  Press with the mouse, or press the C key to turn music off or on.



The yellow stud, farthest to the right, is the PAUSE control.  Press PAUSE with the mouse to temporarily halt the game.  With the keyboard, press P.



Game Play



Pulse is a simple game.  Every two seconds, a new disc will appear from off screen.  There are three possible colors for the disc:  red, green and blue.  Move the cursor to a board position and press Button 1 on your mouse, Button 1 on your joystick, or the SHIFT key or the CONTROL key on your keyboard to attract the disc towards the cursor.  Once the disc touches the cursor, it will be placed on the game board.



The object of the game is to place similarly colored discs near each other to create groups of four or more.  Once you’ve created a group, all of the discs in the group are removed from the board and you receive points.  You also receive a like-colored star.  Stars are objects that behave just like discs, but are worth more points.  You should group together similarly colored stars, and when you’ve created a group of stars, you receive yet another object.



Pulse is simple, but maintaining the game board in the face of three different colors, several kinds of objects, and against an ever faster release rate turns into quite a challenge.  



To form a proper group, and to have all of the discs in the group be removed, you must build it in a certain way.  Remember this technique:  Gather and group similar discs around a central, vacant spot.  When you place a disc in this center spot, all discs along all eight directions of the same color will be removed --- IF there are at least four discs to remove (including the center disc).
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The three discs above and to the left of the cursor have already been placed (left illustration).  The disc coming in from the lower right is about to be placed where the cursor is.  This will form a complete group.  All four discs will be removed, and eighty points will be awarded.
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In this set of blue discs (right illustration), it looks like a group has been formed. But because of the order pieces were placed on the board, no more than two pieces have been next to the newly dropped piece each time.  The blue discs were placed in clockwise order, starting at 10 o’clock.  By postponing the formation of groups in ways similar to this one, you achieve many more points than you would by just making four piece groups.  Point rewards increase rapidly for every piece more than four in your group.



Pulse Pure is played with these simple rules.  The game ends when there are no more empty positions on the game board.



Pulse Ultra Enhancements



Pulse Ultra adds several exciting wrinkles to the basic Pulse Pure game.  There are seven game levels, four bonus objects, and four wild events that can occur.  Scoring is the same as Pulse Pure, but the addition of the bonuses means you’ll be able to achieve much higher scores than ever before.



Game Levels



The seven game levels are each attained when you have satisfied a certain requirement.  The requirements are:



Level 1 - Start of the Game.  Everyone can get to level 1!

Level 2 - You have made a star, by grouping a set of discs.

Level 3 - Made one of each color of star, by grouping at least one set of red, green, and blue discs.

Level 4 - Made a tri-disc, by grouping one set of stars.

Level 5 - Made one of each color of tri-disc.

Level 6 - Grouped a set of tri-discs to create a white spark.

Level 7 - Grouped a set of white sparks.  (This is almost impossible.)



Ultra Bonuses



Bonuses appear during game play.  Each bonus will only appear after you have attained a certain level.  All of the bonuses appear randomly in the form of animated globes.  Capture the globe with the cursor like you would any other object. 



The animation from the globe will appear in the tray.  Every globe you capture contains three uses of the bonus.  The more uses of the bonus you have, the slower the tray animation will be.  



You choose among your bonuses by pressing the space bar.  An indent will appear behind the animation showing you which one is currently selected.



You activate a bonus by pressing mouse button 2, joystick button 2, or keyboard ALT or Z keys.  The bonuses affect the board position where the cursor is in different, useful and powerful ways.



Globe�Bonus Type�Level�Function��� EMBED HiJaak.Image  ����Overlay Bonus�Level 3�Operates like a button 1 attract, but allows you to place any object right on top of either a disc or a thunk, destroying the old object.��� EMBED HiJaak.Image  ����Nudge Bonus�Level 4�When activated, nudges any object under the cursor to a randomly chosen vacant spot nearby.  If there is no spot, nothing happens.  Grouping is checked for the new position of the nudged object.��� EMBED HiJaak.Image  ����Antimatter Bonus�Level 5�Operates like an overlay, but will destroy both placed and floating objects in a vast shower of sparks.��� EMBED HiJaak.Image  ����Swap Bonus�Level 6�When this bonus is selected in the tray, a swap cursor (two arrows) appears, following the game cursor.  When button 2 is pressed, the game pieces under the cursor and the swap cursor are swapped, and grouping is checked for both objects.��

Ultra Events



Four different special events can occur.  Like bonuses, they only happen at or beyond certain levels.  Unlike bonuses, you have no control over the events.  They simply happen to you.



Thunk Event - A thunk is a dull black object that appears randomly in an open game position.  Thunks cannot be grouped with other objects, nor can they be grouped with other thunks.  A thunk is a big, ugly blotch in the game preventing you from using that position for anything.  You can get rid of a thunk by using an overlay or anti-matter bonus, but they don’t go away by themselves.



Vortex Event - The vortex is a massively powerful black hole.  It appears on one of the game positions.  It attracts all floating pieces into itself.  It also can destroy any piece it happens to touch on the game board.  The vortex is much more powerful than your cursor, but you can still attract important pieces away from the vortex if you are careful.  The vortex lasts about thirty seconds.



Quasar Event - The quasar is seething mass of energy out of which objects are created and are hurled at great velocity.  While a quasar is active, all game piece creations and bonus globe appearances will come from the quasar itself.  The quasar repels objects towards the edge of the screen, making it difficult to control just which object you are trying to attract.



Entropy Event - Entropy occurs suddenly and unexpectedly, but it is the single most exciting thing in the game.  A buzzing hoard of chaotic agents appear rapidly, shifting and moving every object on the board.  Groups can be made and destroyed in seconds.   You have virtually no control during entropy, but it lasts only four or five seconds.  When entropy has gone, the game board will look nothing like it did before it arrived.



If You Have Trouble



Pulse is designed to automatically configure itself to your computer’s configuration.  Even though great pains have been taken to make Pulse smart enough to take care of itself, the eventuality may occur where it cannot make the best decisions for itself, or it simply may be incapable of running at all.  



Error message Out of Memory - Pulse needs at least 550K free DOS memory to run safely.  Windows 95 and OS/2 can easily provide this much space, as can any MS-DOS installation running MEMMAKER.  Please consult your operating system documentation for details on freeing up more DOS memory.  Note:  Pulse does not use EMS or XMS, or HI MEM memory.



Error message  You Need a VGA Card - Pulse uses the industry standard 320 by 200 graphics mode in 256 colors.  Most computers support this mode.  If yours does not, please consider an upgraded video system.



Beeper Sound effects even when you have a Sound Blaster or Ad-Lib compatible card - Pulse searches for a sound card on port 0x388 using Ad-Lib, Inc. standard detection procedures.  If it cannot find the card on this port, your card is not in Ad-Lib compatible mode.  Please change your card’s configuration to support the Ad-Lib mode.



No sound on GUS - The GUS is not Ad-Lib compatible.  Pulse uses FM synthesized sounds only, for space and memory concerns.



Joystick Erratic - Erratic Joystick play is typically caused by multi-tasking operating systems.  Try raising Pulse’s execution priority, playing in a full-screen window, or playing Pulse in standard DOS mode. 



Game play jerky, slow - Pulse uses highly optimized rendering code, but even so a 286 or 386 computer can sometimes fall behind drawing the screens.  While the game will play at full speed, the on-screen view can appear intermittently or in chunks when a lot is going on at once.  Sadly, the only fix for this is a hardware upgrade.  Please consider a motherboard replacement.  As of this writing, drop-in motherboards with outstanding performance are available for under $200 US.  Not only will Pulse play much better, but everything else you do will be that much faster and lots more pleasant to use.







