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Epilepsy Waming

A small percentage of people suffer from a condition that
causes them to experience epileptic seizures oraltered
consciousness in response to flashing images or certain
patterns. Please seel medical advice if you or anyone

inn your family has experienced such a condition before

playing.

If you experience dizziness, restricted vision, eye or
muscle twitches, loss of awareness, disorientation, or
convulsions, stop playing immediately and seek medical
advice.

Always play at least 2.5 metres (8 feet) from your
television, in a well lit room, and take regular breaks.

Parents should supervise children when playing video
BAMES.

Projection Televisions
Still images may cause permanent “burn-in® damage

to projection television sets. Do not play games for
extended periods of time on projected televisions.
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Legal Notice

This computer program and its associated
documentation and materials are protected by both
national and international copyright law.

Copying, reproduction, and modification of this
software is prohibited without express permission of
Big Evil Corporation Lid.

Broadcasting of live or recorded video footage of this
game is granted with the following conditions:

L.

2,

The origin of this software may not be
misrepresented

Any sponsored or for-profit broadcasting must be
clearly marked as such

The appropriate age rating for this software must be
clearly displayed

Broadcasting must be performed in accordance
with the laws of the country of origin and those that
receive the broadcast

TANGLEWOOD® is a registered trademark of Big Evil
Corporation Lid.

TANGLEWOOD® is not licensed, sponsored, developed,
published, or endorsed by SEGA Enterprises Lid.
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Handling the SEGA MEGA DRIVE cartridge Starting Up

This TANGLEWOOD" cartridge is intended for use with 1. Ensure the console power switch is in the OFF position
genuine SEGA Mega Drive and Genesis systems, and 2. Insert the TANGLEWOOD® cartridge into the system
compatible clones. with the label facing towards the fromnt

3. Turnthe power switch to the ON position
Do not disassemble the cartridge, bend it, crush it, 4. When the TANGLEWOOD" title screen displays, press
submerge it in liquid, leave it indirect sunlight, or expose it the START button to show the MAIN MENU
to extreme temperatures,
Do not play games for extended periods of time without Ensure the power switch is in the OFF position before

taking a break. removing the cartridge.




Continuing a Game

During gameplay, press the START button to view the
SAVE KEY.

To contime playing from where you left off, select
CONTINUE from the MAIN MENU. Use the D-PAD
UP/DOWN buttons to enter a SAVE KEY character, and
the D-PAD RIGHT button to move to the next character.
Press the START button when finished, and gameplay will

FESUIE,




Welcome to TANGLEWOOD

TANGLEWOOD is a beautiful place during the day, home  The smaller forest dwellers will lend Nymn their powers in
to thick green forests, vast landscapes, refreshing water return for helping them. Nymn can fly, stop time, and even
pools, and a whole variety of interesting wildlife, but at take control of his enemies with the right powers.

night... everything changes.

Use tricks, traps, and the powers of the forest to help Nymn
Help Mymn, a youngling who is lost from home, avoid the shake off his predators and survive another night.

night terrors of TANGLEWOOD and make it through to

morning. TANGLEWOOD is a dangerous place to be after

dark, and Nymn will taste great to the beasts that lurk in

the darkness.
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Controlling Nymn

Nymn isa nimble creature, lightweight, quick on his toes,
and fast to react to danger.

D-Pad LEFT/RIGHT: Mowve
D-Pad UP/DOWN: Camera peek

A Interact with object
B: Use colour power
C Jump

START: Pause or resume game

Directional pad

Pushing and pulling objects

Nymn is strong for his size, and can push or roll big objects
isuch as boulders or crates) to help him reach high places,
or to squash an unsuspecting beast that didn't see it coming!

If the object is small encugh, Nymn can also roll it
towards him.

When standing close to an object, hold the A button and
use the directional buttons to push or pull.




Night Time

TANGLEWOOD isa calm and tranguil place by day, butas
the many suns begin to set, Nymn needs to tread carefully
Some night-time creatures appear safe at first but will turn
on you, whilst others can smell you from across the forest
and will hunt you down.

We've prepared an introduction to some of the com mon

types of e nemy you'll encounter on your journey, but theres
more to discover for yourself!
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Scirus

A fast and curious critter that will wrn on you if cornered,
the Scirus appears harmless at first sight. Be careful not to

back it into a corner, else it will turn on you and give chase.
If it hisses, it's too late! Occasionally seen in packs, be extra
careful if there's more than one about.

B dew



Hogg

It's not very clever, but its certainly very sharp! The Hogg
is a very fast, very unforgiving creature that will charge at
you, in order to impale you with its homs. Try not to get in
its way!
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Dijakk

Djakks are some of the larger, more difficult to evade
monsters of TANGLEWOOD. These animals were used as
hunting pets in the days of old, but their master are long
gone, leaving these hungry beasts to fend for themselves.
Djakks can track you by smell, but may lose you if you're
sneaky enough to lose its line of sight for a while,

You won't be able to evade a Djakk for long, so find a way
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Colour Powers

Nymn is not alone in his quest. Some of the smaller Fuzzls harness powerful abilities, which they can
creatures of the forest also need help getting home, share with Nymn if he helps them back to their nests.
and will reward Nymn handsomely for his efforts. Roll a Fuzzl home, then use the A button to take its
power. If your power runs out, you can return to the
Introdudng the Fuzzl! A tiny ball of fluff that's lost Fuzzl and press A to take it again.
from its nest. Fuzzls are a bit of a mystery; nobody
knows where they came from, what they eat, or
what they're thinking. They spend most of their time
asleep, or getting startled by their own shadows.




Yellow Power - Gliding

A vellow Fuzzl will grant Nymn the ability to glide.

Jump up then hold B to glide over large gaps, or to
catch the wind and fly upwards.

Green Power - Time Control

A green Fuzzl will enable Nymn to slow down time,
giving him the edge over his fast predators, or slow
down to think in a tricky situation.

Hold down B to slow time, and release again to return
to normal speed.




Blue Power - Beast Taming Fireflies

A blue Fuzzl will help Nymn control the mind of a The forest is littered with secret areas and hidden
beast! If Nyvmn holds the blue power, monsters will dwellings, home to the fireflies trying to stay out of
stop giving chase, allowing Nymn to saddle up and trouble. Collect fireflies on vour adventure, and keep

ride it. Walk up to the monster - don't be scared - and  them safe!

tap the B button to mount it. Use the directional

buttons to move, the C button to jump, or the B You can view the number of fireflies collected in the
button to dismount. current level by pressing the START button.

Be careful - when the power runs out, the beast will
regain consciousness, and it won't be very happy!




Flues and Mushrooms

Getting high up into the trees is sometimes harder

than it looks, even for a nimble creature like Nymn.

Keep a lookout for flues - holes in the ground that
will fling you up high, and mushrooms - they're

bouncy!




