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WHAT ARE B.l.O-BUGS?

e B..0-Bugs are Bio-mechanical Infegrated Organisms, 8 new breed of
arlificial intelligence!

¢ Take command of the B.L.0-Bugs using the hand conlroller or just leave
them to roam independently and discover their new environment!

e The longer a B..0-Bug stays allve the more it learns from exploralion
and interaction! ‘

e Lel your B.l.0-Bugs roam free and be a part of 8 Revolulion in Evolution!

SPECIES OF B.1.O-BUGS

XS.02 B.1.0-Stomper
The most flexible B..0-Bug clambers and
hops over obstacles.

XP.0O! B.l.O-Predator
As the most aggressive of ali B.1.0-Bugs, it
may even altack ils own species.

XA.04 B.l.0-Acceleraider
This speedy B.l.0-Bug quickly scampers
across surfaces.

XD.03 B.1.O-Destroyer
This big B..0-Bug has a supreme
defensive exterior.

B.1.O-BUGS
COLLECT THEM ALL!
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@EEoD) BATTERY (Gseco2) ACTIVATE LIFE
INSTALLATION AN D D T AL S | e e e e i win = o wesoe sctonton sooms.

The ON / SLEEP button is situated on the underside of the B.1.0-Bug's body [see dia.07].

B.l.O-BuG BATTERY REQUIREMENTS:

4 x “AA” size |.5 volt alkaline balteries (B..0-Bug])
BIO'Bllg € 2 x “AAA” size |5 valt alkaline batteries (HAND CONTROLLER)

BATTERY INSTALLATION:

® Remaove the baltery case cover using a screwdriver as
shown in dia.0|.

¢ Remove the baltery holder as shown in dis.02.

® Insert correct baltery - as shown in dia.03, making sure to

4xsize AN malch the polarily direction.

Stomees | @ Insert battery holder into battery case.

volt balteries

® Replace the baltery case cover as shown in dia.04. = o
: oo’

IMPORTANT BATTERY INFORMATION: % '
+ Do not dispose of batteries in fire, balteries may explode or leak. @ 0 e L oo
* Do not mix old and new batteries. 0D MODE . \ — ‘
= Do not mi]x alkaline, standard (Carbon zinc) or rechargesble [Nickel- & PREDATOR & STOMPER S DESTROYER & ACCELERAIDER

cadmium] balteries. ’
« Only balteries of the same ar equivalent lype as recommended are to be ODIA.07

used.
+ Batteries should be replaced by adulls because of small parts.

+ Batteries are fo be inserted with the correct polarity.

* Exhausled balteries are to be removed from the toy. H SEC 03 H A N D ( O N I R O I__ I_ E R
* The supply terminals are not to be short-circuited. " hd

= Non-rechargeable balferies are not to be recharged.

* Rechargesble balteries nol recommended. ( B R I E F OV E RVI EW)

Nole: . .
- A short “iweeling” noise will sound when balteries are properly inseited Interact with your B.1.0-Bugs by using the Hand Controller!

af the start of 3 new life or if the BJ.0-Bug is Reset. The Hand Controller allows you fo interact with your B..O-Bug, feeding, training, and directly contralling the

- When changing B.LO-Bug's balteries, ensure that new balteries are . . A : -
quickly inserted after removing old batteries (within approx. 30 seconds) B..0-Bug’'s aclians. For further informalion, see Hand Conlroller section.

lo relain memory and save the B..0-Bug's current level.

- Infra-red conltrol may be impaired under fluorescent lighting. To power on the hand conkoller, lift up the stand which is located on the underside of the hand conlrolier
and turn the ON / OFF switch to ON (see dia.05). When turned On, a light will fiash in the center of the hand
Please Remember: Always point Infra-red kansmitter (on hand controller) contoller when a button is pressed. i

directly at Infra-red receiver [on the head of B.L.0-Bug] for best receplion.

Infra-red Transmitter

Skill Level/Stop
(see Skill Levels seclion
/Hand Conloller section)

Warning : Changes or modificalions to this unit not expressiy approved by
the paily responsible for complisnce could void the user's suthority to
operale the equipment

Training
[see Training seclion)

Turn Left Turn Right
Press and hold to Press and hold
go fowards to go towards
he left the right
HAND CONTROLLER P A
!! 6 — ta move backwards

to move forwards

@
Fast Walk w L Feeding / Follow Me
\/ |see Feeding

Press and haold for
8 fast walk B..0-Bug section)

To replace
batteries,
unscrew single
screw on baltery
case [as5 shown
in ilushration)
and replace
batteries.

®
4 o
> 0.9 » p;:::;":;f:@
®)

DO AO@

2 x size "AAA"
LRO3UMADC (.5
volt balterdes

Cover
Press to open
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GETTING STARTE

(6seC.04) QUICK B.1.O-BUG
OVERVIEW

Your B.1.0-Bug is a complex living organism that interacts and reacts randomly with its
own enviranment. We recommend thal you read through each seclion of the
instruction manual to belter understand your B.1.O-Bug. However, if you want to start
playing with your B.1.O-Bug right away, then read this Quick B..0-Bug Overview first
and you can learn as you play.

If you want ko learn all aboul your B.L.O-Bug befare playing, skip this overview and
start reading the section on Autonomous Mode.

FIRST STAGE OF LIFE:

Your B.L.O-Bug first starts life as a baby, gradually maturing as it learns new skills to survive.
So walch and be a part of the changes your B..0-Bug experiences, as it grows through |2
stages of Skill Levels.

Like a real insecl, your B.L0O-Bug will go off on ifs own o explore and discover the new
surroundings. The B..0-Bug can climb over small obstacles or ream around in its unique
meandering walk [see dia.08 and dia.09).

7,
GDIA. 11

As 3 baby or adult B..0-Bug, it travels by feeling objects in front or behind with its touch
sensilive antennas [see dia.| 0 and dia.| |].

Survival Needs:

Keep your B..0O-Bug slive and aclive by feeding it ‘energy. When you hear special
‘iweeling’ sounds, your B.1.0-Bug is hungry. Baby B..0-Bugs need a Iot of ‘energy’ and
always want fo be fed. However, adult B..O-Bugs need to be fed about every 20 minutes.
After the first ‘energy’ feeding, the baby B..0-Bug advances to Skill Level 2 making it an
adult B..0-Bug!

To Feed:
|. Press the FEEDING bulton on the hand controller.

2. A red light starts flashing on the hand conlroller sending out an Infra-red signal.

3. The B..0-Bug walks in a slight zig-zag searching out the signal.

4. The B..0-Bug shivers and makes an ‘ee-ee’ sound when it receives the ‘energy’ feeding.
5. To quit, press the FEEDING bulton again.

LIFE AS AN ADULT
B.1.O-BUG:

As an adulf B..O-Bug at Skill Level 2, it is
ready lo take on any situalion or encounter!
You can now manually train it to gain skill
levels {not through feeding) or engage in
battles against other B..0-Bugs!

To Train:

Increase your B..O-Bug’'s skill levels
through challenging manual tisining. The
higher the skill level, the more strength and
combal endurance a B..O-Bug will have.

. Press and hald the TRAINING bulton on the hand

controller unlil youw hear a loud fighting r0ar
and growl.

2. Then lake hold of the B.1.O-Bug.

3. Slimulate its front antennas just enough o
gain one skill level (see dia. | 2].

4, If the B..0-Bug lefts put a victory cry then it
has increased one skill level. Hear 3
squesling alarm sound and it has
decreased by twa skill levels.

MEETING OTHER B.|.O~
BUGS:

When lwo B..0-Bugs come into contact,
they exchange infarmation through infra-red
signals and feeling each others antennas.
Then they react. Depending on their
species tupe [same or different species)
and skill level, each B.L.O-Bug can respond

‘in a frlendly, scared or aggressive way.

Waltch oul when both Bl.O-Bugs start
charging forward, engaging in B.LO. Combalt

B.1.0. Combat:

2.

3.

4.

5.

If B.LO. Combat begins, the oulcome is
unpredictable.

. Both B..0-Bugs try to stomp on the olher's

head (see dia.| 3].

Or they hry ramming and baltering forward
until the other backs down.

One or even both B.L.O-Bugs can emerge as
the winner or loser.

The winner makes a victory cry and increases
one skill level.

The loser rapidly retreats with @ squesling
alarm sound and decreases lwo skill levels.

As 8 “last resort” defence slralegu, a3
defeated B..0-Bug will broadcast out a
short range Panic Signal to other B..0-Bugs
of the same species lo come and help!

Reaclivaling Life:

Your BIl.O-Bug can decrease to below Skill
Level | from being overworked in Training
or losing in B..0. Combal. When this
happens, your B..O-Bug will have a full
system shut down and become compielely
inaclive, called B.L.O. Failure.

Reaclive Life By Following The Sleps:

2

. Press the RESET button on the underside of

the B..0-Bug's body.

. Now the B..O-Bug has been reaclived, but

as a baby B..O-Bug.

B.l.O-BUG'S SKILL
LEVELS:

Quickly identify the B..O-Bug's skill levels
by looking sl itls eyes. The eye color,
number of limes they blink and how often
show whal the curent skill level is [see
chait below).

Skill Level |Ege Color I Number of Blinks

| (Baby) x | Every Second
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(6S€EC.05) AUTONOMOUS
MODE

Autonomous Mode allows a B..0-Bug o roam independenHy and explore GDIA.18 d
its new environment on ils own! So let a B.1.0-Bug loose and walch it go! 3. If 3 B1.0-Bug comes into contact with an 4. Or ry to climb over the obstacle with its
object, it will first try to push through (see strong legs (see dia. | 8!

BaBY B.1.O-BUG:
Similar to other living organisms, 8
B.1.0-Bug first starts out as a baby
{at Skill Level | - see Skill Levels
section]. During this stage, it makes
special hungry ‘lweeling’ sounds
for food, ils eyes flash rapidly,
walks slower than adull B..0-Bugs I. t has & unique meandering walk,

and is too young lo parlicipate in stopping of funning along the way
B..O. Combat or Training. However, [see dia.14).

fhe first time you give it an energy
feeding [see Feeding B..0-Bug
section), it quickly reaches maturity
al Skill Level 2. Now as an adult
B..0-Bug, it makes mature ‘chit-chif
sounds and is ready lto face any
silualion or encounter!

dia.l 7].

N

{ SDIA.1S

5. If it ceannotl go through or over an obstacle, it 6. When the B..0-Bug gels trapped without the
will then back up and maneuver around e antennas being stimulated (i.e. the B.1.0-Bug
obstacle (see dia. | 9]. becomes stuck under a chair leg, or caught

in deep carpel strands elc), it tries to relreat
out of the situation, and then moves
forward sgain [see dia.20).

WALKING

INDEPENDENTLY:
After the Power is switched o the
ON posilion, the B..0-Bug roams
independently making a ‘lweeling’
sound for food as 8 babuy, or
making ‘chil-chil walking scunds
as @ malure B..O-Bug.

2 Ils touch sensilive antennas feel | (GDiART )
objects in front or behind [see dia.15 aoia2!

and dia.|1 6 above]. 7. If the B..D-Bug remains trapped or gets trapped again, it will soon stop moving and go into
‘ Power Down Mode waiting for rescue [see Power Down Mode). When this occurs, remove the
B..0-Bug from the Irapped area and then flick any of its antennas or press the FEEDING button
~ on the hand cantroller to "wake up” the B..0-Bug [see dia.2 | & dia.22).
T i e = B

Nole: Like many living creatures, each species of B.1.0-Bug is either left or fight 'handed’. When the
B.1.0-Bug's path is blocked by an obstacle, it will naturally back up and then move towards ifs
nalural side. Find out if your B..O-Bug is right or [eft handed!

DETAILED GUI
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(6sec.o6) FEEDING
B.l.O-BUGS

Just like real bugs, a B.l.0-Bug needs food lo keep them alive and aclive. When a B.L.0-
Bug first comes o life, it wants to be fed ‘energy’ and after the first feeding, it will receive
the necessary nourishment o become an adull B.1.0-Bug.

TO FEED A BABY B.I.O-BUG:

I. As 3 hungry baby B..0-Bug at Skill Level | [see Skill Levels seclion), it makes special hungry
“lweeling” sounds for food.

| [ EE 2

{_ODIA.23 )

2. Point the hand conlroller towards the B..0-Bug’s eyes. Press the FEEDING bulton and the red
light on the hand controller will flash on and off continually [see dia.23).

{ &DIA.24 )

3. It makes an “ee-ee” sound and shivers when it receives an energy feeding [see dis.24). To
quil feeding, press the FEEDING bulton again and the flashing red light will turn off. After the
first energy feeding, the B..0-Bug quickly matures to Skill Level 2.

{ 5DIA.25 )

4. Alternalively, you can hransform the hand conlroller into @ feeding stalion or homing beacon for
up to 6 f. or 1.8m. Extend the hand conkwoller's legs forward and place it on the ground facing
the B..0-Bug {see dia.25).

{ &DIA.26 )

5. Pressing the FEEDING / FOLLOW ME button makes the B..0-Bug hunt for its food, searching
out the signal in a slight zig-zagging walk (see dia.26).

6. A hand controller can only feed B..0-Bugs of the same species, but the confroller may end up
attracling near by B..0-Bugs of different species that are looking to steal food or atftack!

To FEED AN ADULT B.I1.O-BUuG:
I. As an adull B..0-Bug, it makes a long ‘lweeting’ sound for food when it is hungry (approx.
every 20 minutes). ’

2. To feed an adult B..0-Bug, follow the delsils for Baby B..0-Bug opposite.
3. An adult Bl.0-Bug will not rise in level when fed.

4. If another 20 minules passes after the B..0-Bug becomes hungry (fofal 40 minutes from last
feeding / aclivation] it will make another long hungry ‘tweeting’ sound. If it does not receive a
feeding or has not been played with, it will save energy by going info Power Down Maode
shartly after.

O=y

POWER DOWN MODE:
The B..0-Bug goes into Power Down Mode approx. 40 minutes sfter being aclivated or fed, if it
has not received any Infra-red signals from the hand contoller or has become hungry again
and nol been fed. In Power Down Mode, the B..0-Bug hies fo save energy by only blinking its
eyes while the rest of its body lies slill conserving energy.

TO WAKE UP:

7

CDIA.27

|. Press the FEEDING button (see above for
further details]) which feeds and wakes up
the B.L.O-Bug 3t the same lime (see dia.27).

CDIA.28

2. Flick any of its anfennas [see dia.28).
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Warning: When power is on, a BI.0-Bug has a 24 hour internal clock. To keep 8 smooth running
system, feed the B..0-Bug al least once every 24 hours or it will have a B.LO. Failure, lose all
learned skill levels, and cease being alive. To reaclivate the B..0-Bug, press the RESET bulton (see
Reset B.L.0-Bug section] and its internal sustem will resef fo.Skill Level | {see Skill Levels seclion).

Note: When a B..0-Bug is in Power Down Mode, balteries are slill being used. To thoroughly
save baltery power, switch a B..0-Bug inta Sleep Made using the On / Sleep button (see dia.07).

(&seco7) SKILL LEVELS

As a B.1.0-Bug grows, it has 12 stages of skill development beginning life as a baby at basic Skill
Level | and malturing up lo advanced Skill Level 12. Depending on its B.l.0-experiences, levels can
be won or lost in B.1.O. Combal against other B.1.0-Bugs or through manual training. The more the
B.1.0-Bug advances in skill level, the more daring and powerful it becomes in combalt

IDENTIFYING SKILL LEVELS:
Look af the B.l.0-Bug's eyes. The color, the number of times they blink and how frequent they
blink {approx. every second or approx. every few seconds] indicate the B.L.0-Bug's current level,
and change as it grows and malures (see dia.29}.

Skill Level

| Number of Blinks | Frequency {Approx.]

Every Secon
1 T Frey R E i .SE%I e ey :

Eye Color

Green
T

Every Few Seconds
R

L€ hiiai g ff: i
(5 T Omge [ xT T even Few Seconds
ae ™

4 S A SEiHE Sl e Bl i
Every Few Secon
} ‘ " Re ‘ ‘ ‘ ‘ Every Few Secunds -
Eu s O e
Every Few Seconds
v DIA.29

—_—

SKILL LEVEL 1:

I. All B..0-Bugs begin life as babies, making special “lweeling" sounds asking for food, walking
slowly and being too young o fight or be hained. However, feed i just once (see Feeding
Baby B..0-Bug seclion) and its skill level will increase to Skill Leve!l 2, making it mature enough
to face any situation or encounter

2. Leff on its own, the B..0-Bug will mature nalurally to Skill Level 2 through exploralion and
teaching itself the necessary skills to survive (after approx. |0 minutes).

SKILL LEVEL 2:
Al SKill Level 2, the B..O-Bug has reached malurily and is able to travel at 8 normal walking /
running pace. It makes mature 'chil-chil’ walking sounds and its eyes blink less frequently [see
chart opposite).

INCREASING LEVELS:
Starting at Skill Leve! 2, it can increase levels only through manual Tiaining [see Training
seclion] or by winning in B.LO. Combal, a fight against another B..0-Bug (See Contact With Other
B..0-Bugs seclion). Winning in B..O. Combat or Training increases the B.1.0-Bug's skill level one
level at a lime.

DECREASING LEVELS:
Levels are decreased by losing in BJ.0. Combat sgsinst snother B.l.0-Bug or by being over
challenged in Training. Losing in B..O. Combal or over training decreases the B.LO-Bug's skill
level, fwo ievels al 3 lime. If the skill level is reduced to below Skill Level |, then it will have 8
B..O. Failure and need to be Resel (see Resel B..0-Bug section).
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(6sec.o8) CONTACT WITH
OTHER B.l.O-BUGS

If a B.1.0-Bug shares its environment with other B.L.0-Bugs, al some point they may come
into contach

B..0-Bugs can sense each other through physical contact and Infra-red signals. When
they meel, each B..0-Bug decides whether it is a friend [same species) or enemy
(different species) and reacls with a friendly nudge, rapid retreal or an aggressive attack!

CONTACT WITH SAME SPECIES:
If wo B..0-Bugs of ihe same species happen ta meel, their behavior is unpredictable
butl amicable. However, when two Predator species mee!, wail and see; these very
aggressive B.1.0O-Bugs may even start fo aitack each other!

Possible Outcomes of Same Species Encounters:

1. Two same species B..0-Bugs meel and make friiendly greeting calls as they exchange informalion.

2DIA.3 |

2. They start lraveling together for a shart 3. Conlinue walking on fheir own path, in
pefiod [see dia.3 1). different directions [see dia.32).

2DIA.33
4. Have 3 friendly 'play fight, pushing and shoving, but
without the aggression of real comball [see dia.33).

CONTACT WITH OTHER SPECIES:
Different species of B.l.0-Bugs all treat each other as an enemy, 8 threal fo their
territory. As Predator species are very ferritorial in nature, contact with another Predator
species may also be treated as a threal!

Possible Oulcomes of Other Species Encounters:
|. Both enemy B.L.O-Bugs start B..O. Combat [see B.LD. Combat seclion).

O DIA.34

2. One B..O-Bug is much weaker than the 3. Both B..0-Bugs may try to push and shove
other and rapidly relrests, trying fo escape the other oul of the way, then contlinue
[see dia.34). lraveling in separate direclions {(see dia.35].

4. One B..0-Bug attacks another from the side or back.

Note: For B..O-Bugs to sense thal each oiher is close by, it is best for them to meetl directly head

on [not to one side) and at the same lime, so that they do not miss receiving information when it is
exchanged.

(6seco9) B.1.O. COMBAT

When Iwo different species of B.L.0-Bugs meel, they may start B..0. Combal To engage
in B..0. Combal, they both need to be sure that they have a chance in victory and have
similar skill levels as their opponent.

STAGES OF B.1.O. COMBAT:

I. Two different species of B.1.0-Bugs or lwo Predators meel up and assess each other by
exchanging informalion.

2. Skill levels are compared. If skill levels are close enough in range, then B.L.O. Combat begins!

3. Both B..0-Bugs start rosring and growling and their eyes will lurn on to full alerl!

4. Both B..0-Bugs charge forward altempling lo seize victory.

5. The higher the skill level a B..0-Bug has, the stronger it will be in its ramming charge and
combal endurance.

6. Remembers, unlike other species, the Predalor species is the most aggressive of B.l.0-Bugs and
lends to challenge a8 much more skilled opponent.

7. The Predalor species has @ nalural combal inslinct and will fight longer and harder than
another species al the same skill level.

Lo
=N
|| S ‘

I. To iy and stomp over their opponent's 2. Conlinue ramming into and baltering ils
head / body, the ullimate viclory! |see opponent unlil backs down and relreats
dia.36). (see dia.37).
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VICTORY AND DEFEAT:
. A winning B.LO-Bug lets oul a viclory cry
and increases ifs skill level by one.

2. A defeated B..O-Bug shivers and rapidly
retreats with 8 squealing alarm sound [see
dia.38]). The alarm also works as 8 Panic
Signal to other B..0-Bugs [see Panic Signal section). Its skill levet decreases by two.

3. Decasionally both B.L.O-Bugs may win or both may lose in B.L.O. Combal. Their skill levels will be
increased / decreased appropriately, according to the outcome.

Note: If @ B..O-Bug reduces to below Skill Level | after B..O. Combsal, it will have a B.l.O. Failure.
Press the RESET bulton to restore life (see Reset B.L.O-Bug seclion).

PANIC SIGNAL.:
A B.LO-Bug has a back-up defence system when it is defeated in B..0. Combal. A Panic Signal
is liggered when the loser retreals from B.LO. Combal, alerfing ofher B1.0-Bugs of the same
species in the close vicinity o come and help!

Receiving a Panic Signal:
I. When 8 Panic Signal is received by 3 B..0-Bug [from its own species], the B..0-Bug decides
whether or not it can help.

2. If @ B..0-Bug thinks it can help defend the teritory, then it charges forward towards the Panic
Signal making a friendly greeling call [see dia.39).
T

CODIA.39

3. If the ‘helping’ B.1.0-Bug is too afraid to fight
since it is weaker, it will also relreat (see
Victory and Defeal seclion).

4. As 3 B.LO-Bug moves closer to the signal, it
may come inlo confact with the enemy
B..0-Bug and another B.l.0. Combal may
begin! [see dia.4d0).

Note: No Panic Signal is. sent from a B..0-Bug if it was defeated and has gone into B.LO. Failure.

Note: When receiving / searching out for another B..O-Bug's Panic Signal, the B..0-Bug may lose
the signal's source and end up calling off its search.

(6sec.10) TRAINING

Manually krain your B.L.O-Bug's ability in combatl, lo increase ane skill level al a lime. thallenge
your B.1.0-Bug'’s strength foo much, and ils skill level will decrease!

TO MANUALLY TRAIN:

. Point the hand controller towards the B.l.O-

Bug's eyes. Press and hold the TRAINING
button unlil you hear 8 loud fighting roar
and growl (see dia.d1).

. Then take hold of the B..0-Bug and

slimulate the front antennas, this training

4. Stroke the antennas too much and it will

start making @ squealing sound and shiver.

" This means that you have over worked the

B..0-Bug and it has lost two skill levels.

. Slop stroking the antennas at the right

moment and the B..0O-Bug will build up
enough strength to gsin one skill level,
succeeded with a victory cry!

method simulates real BLO. Combat [see
dia.42).

3. At this point, the B.1.0-Bug as an equal
chance of increasing or decreasing its skill
level.

- o)
(6sec.11) B.1.O. FAILURE

All B.1.0-Bugs are vulnerable to B.L0. Failure, a condilion that causes all its internal mechanisms to
stop functioning! The first signs of B.1.0. Failure are shivering then a deaclivalion sound is released,
followed by the B..0-Bug completely stopping all movements and lurning its eyes off.

A B.1.O. FAILURE OCCURS WHEN:

1. A BILO-Bug has been left hungry and unfed for more than a 24 hour period [see Feeding B.1.0-
Bugs seclion) with the power switch in the On paosilion.

2. A Bl.O-Bug loses a fight agsinst another B.1.0-Bug and its skill level reduces to below Skill
Level | (see Contact With Other Species seclion].

3. The B..D-Bug is overworked during manual Training [see Training section) and loses a praclice
fight, reducing it to below Skill Level 1. ’
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(0set.12) RESET B.l.O-BUG

The only way lo wake up a B.1.0-Bug after a B.1.0. Failure, is o reset ali of is internal systems back
to Skill Level I, as a Baby B.1.0-Bug.

PAPER CLIP

TO RESET:

|. Press RESET using 3 small pointed object
lie. 3 shraightened paper dlip) and you will
hear @ quick ‘lweeling" reconnection
sound (see dia.43 and diz.44].

2. OR remove the baltery pack for more than
approx. 3-5 minutes and reinstall (see
Battery Instalistion and Delsils section).

Caution: The Resel B..0O-Bug seclion should be

supervised or handled by an adult.

3. Now the B.LO-Bug has been reactived, but
3s 8 Baby B.l0-Bug [see Skill Levels
seclion]. It will be hungry and ready to
explore its environmentt

Note: It is imporfant NOT to Resel unless
necessary, as all previously learned skill
levels will be lost.

RESET BUTTOR

0 PREDATOR

(6sec.13) HAND CONTROLLER

You can interact with a B.1.0-Bug by using the hand controller! Aller the B.1.0-Bug's lraveling path
befare it bumps into an obslacle, back it up when stuck or even direct it fowards another B...0-Bug
in the vicinity! As each B..0-Bug species is unique, the hand controller will only interact with its
own species. When a hand conlroller button is pressed, a light will flash.

L\ {
© ACCELERAIDER

DIRECTION CONTROL:

3. Press and hold the TURN LEFT button fo go

fowards the left [see dia.47).

4. Press and hold the TURN RIGHT button fo

5. Press and hold the FAST WALK button for a

go lowards the right [see dia.48).

fast walk (see dis.49).

FUNCTION BUTTONS:

Feeding / Follow Me - The B..O-
Bug wants an energy feeding
when uyou hear it make
"tweeling” sounds. Point the
hand controller lowards the B.L.O-
Bug's eyes (with a range of up
to 6 ft. or 1.8 m) and press the
FEEDING / FOLLOW ME button,
3 red light on the hand controller
will flash.

. Training - Manually hain the

. Skili Level / Stop - [denlify the

B.lO-Bug searches out the
feeding signal in a slight zig-
2agging walk, stopping to make
8n ‘ee-ee’ sound and shivering
when it feeds. To quil, press the
FEEDING / FOLLOW ME butfon
3gain. For more informalion see
Feeding B..0-Bugs seclion.

B.LO-Bug to advance in skill
levels. Point the hand controlier
towards the B..0-Bug's eyes.
Press and hold the TRAINING
button wunlil it makes a loud
fighting roar and growl. Then
lake hold of the B.L.0-Bug and
genlly stroke its head anfennas
(see Training section).

B..O-Bug’s current skill level.
Point the hand controller
fowards the B..0-Bug's eues.
Press and hold the SKILL
LEVEL / STOP bulton until it
stops moving. The B..0-Bug
will blink itls eyes once for
every skill level [see Skill
Levels section).

To stop the B.L.O-Bug, press and hold the
SKILL LEVEL / STOP bulton for approx. 4
seconds or more. To continue walking,
press any bulton on hand controlier or flick
any of its antennas.

Nole: The B..0-Bug’s Feeding / Follow Me
function will auto-shut off after spprox. 3
minutes, refurning it to Autonomous Mode.

As the Bl0-Bug hunis for food, walk with the
hand controller and it will act as 8 homing
beacon or ‘Follow Me' feeding stalion. The

2. Press and hold the BACKWARDS bulton fo
move backwards (see dis.46).

|. Press and hold the FORWARDS bulton o
move forwards (see dis.45).
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(GGsecid) TAKING CARE OF
YOUR B.I.O-BUG

- For best resuits only use Alkaline batteries.

- Do not play with B.1.0-Bugs outduoors, in thick carpel, loose gravel, slick surfaces or in bright
sunlight which may interfere with Infra-red transmission.

- Do not gel your B.1.0-Bug wet.

- Do not caver the B.1.0-Bugs eyes, forehead dome, rear ransmitter or antennas.

- Do not averly bend or crimp B.1.0-Bug’s antennas.

- Do nol place objects on top of B.1.0-Bug.

- Do not place B.1.0-Bug in areas of high traffic or crowded areas.

- Supervise B.l.0-Bugs in areas containing pels or animals.

- Do not play with B.1.0-Bugs on lable tops, stairs or near other edges where they may fall.

- Do not leave aclive B.1.0-Bugs unaltended. ‘

- Please do nol step on your B.1.0O-Bug.

(6S€EC.1I5) LOW POWER

When baltery power is low, the B..0-Bug may start to walk slowly, higgering the Low Baltery
Indicator (a red light) in its forehead to start flashing. As the B..0-Bug becomes progressively
weaker, the red light fashes faster until the B.1.0-Bug cannct move and the red light glows in full
{no flashing).

(¢sec.is) TROUBLE
SHOOTING

A B.1.0-Bug is designed for fun and play. If you are having hrouble with your B.1.0-Bug, Iry checking
these areas: -

Problem: Solution:
I. Cover on the hand controller cover becomes | a. Push in part A [see dia.50] ,
detached: b. Genlly clip cover back into housing [see

dia.51).

Praoblem:
2. B.I.0-Bug's back wing becomes delached:

3. B.1.0-Bug does naot aclivate (no powerl:

4. Funclion Buttons on Hand Cantroller do not
seem lo work:

Solulion:
8] Genlly clip back wing back into housing
(see dia.52).

3] Check your B1.0-Bug is switched o the ON
position (see dia.07).

b) Check batteries are inserfed corecly and
polarity of balteries foillows battery diagram
illustration {see dia.03).

¢ Check thatl batteries have been inserted into
both sides of baitery holder [see diz.03).

d] Ensure that battery screw is tightened
properly and baltery cover is fully closed.

e) Change balteries for fresh alkaline bafteries
(see dia.0 | io dia.04).

f] RESET your B..D-Bug, see Sec. |2 Reset
B..0-Bug.

a] Check both B..0-Bug and Hand Controller
are switched to the ON position {see dia.05
& dia.07).

b) Check Hand Contoller is the correct
controller type for the species lo be fed
(Han;j Controller color matches B..0-Bug
color).

c) Point Hand Contoller at the B.L.O-Bug's eyes
roughly along the same height level as the
B.L.O-Bug (see dia.23).

d) Check that B..0-Bug's eyes or frant of Hand
Controiler are not blocked preventing signal
lransmission.

e] Use B..0-Bugs indoors. Bright sunlight may
interfere with Infra-red transmission.
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Problem:
{conlinued...)

4. Funclion Bullons on Hand Controller do not
seem o work:

5. B..0-Bug makes slrange bleeping sounds,
conlinvously shivers, legs jam or is
behaving in an unusual manner:

B. B.L0-Bug is walking slower than befare:

7. B..0-BUG. does nol follow / receive the
FEEDING signal:

8. B..0-Bug has complelely stopped maving,
but its eyes are still blinking:

9. B.L.0O-Bug has complelely slopped moving
and its eyes have lurned off:

fi Check lo see if there is fluorescent lighling, if
yes, this may impair funclion conirol. Play with
B..0-Bug in area that does not use fluorescent
lighting.

g) Change balteries for fresh slkaline balteries
(see dia.0| to dia.04].

h) RESET your B.I.0-Bug, see Sec. |2 Resel
B1.0-Bug.

a] RESET your BL.O-Bug, see Sec. |12 Resel

B.1.0-Bug.

b] Change balteries for fresh alkaline batteries
(see dia.0 | fo dia.04).

a) It may be hungry and need an energy
feeding, see Sec. 06 Feeding B..0-Bugs.

b} Battery power may be low, check if a red
light is flashing in the B..0-Bug's forehead,
see Sec. | 5 Low Power.

c} It may have changed back o a baby B..O-
Bug after B..O. Combal, see Sec.05 Baby
B.1.0-Bug.

a) Check thal red light is flashing in center of
hand controlier, if nol, press the FEEDING
button on the hand conlroller.

b) Ensure B.1.0-Bug is within @ 6 f. or 1.8 m.
range.

¢} Ensure the hand conlroller is within line of
sight of the B.L.0-Bug.

d) See Prablem 3 (no power).

8] Wake il up by pressing the FEEDING button
on the hand controller [see dia.23).

b] Fiick any of ifs antennas, see Sec.06 Power

Down Mode.

8] B.0. Failure may have occuired and you
need to RESET your B.L.O-Bug, see Sec. |2
Reset B.1.0-Bug.

b] No baltery power, see Problem 3.

Problem:
10. B.l.0-Bug keeps backing up:

1. B..O-Bug avoids B..0. Combat [dues not
fighb:

12. No B.l.O-Bug seems lo receive the Panic
Signal:

1 3. Training does nol seem o work:

Solution:

a) Check to see if red hght in the B.L.O-Bug's
forehead is flashing indicaling that baltery
power is low, see Sec.|5 Low Power.

b) Check lo see if its legs keep gelting rrapped
li.e. in thick carpet).

a) Check o see if it is 8 baby B.l.O-Bug, which
will not fight, see Sec.05 Baby B..0-Bug.

b) Check to see lhat both B.l.0-Bugs sre of
different species or Predalor species.

c) Check if both BI.0-Bugs have a big
difference in skill level, if yes, then- the
weaker one will run away, see Sec.09 B..0.
Combal.

d) Ensure that both B..0-Bugs are exchanging
infarmalion at the same fime by flicking the
rear antennas al the same lime.

e] Ensure that both B..0-Bugs ‘are  directy
facing each other and in close contact.

8} Check to see that ‘helping’ B..0-Bug is the.. -
same species as the B..0O- Bug sendlng the
Panic Signal.

b) Check that both B..0-Bugs are within a 6 .
or 1.8m. range before or shorlly after the
Panic Signal was sent.

c) Ensure that ‘helping’ B..0-Bug is facing in
the direclion of the Panic Signal's source.

d) Check that ‘helping’ B.l.0-Bug is a highef
level than Ihe loser B.l.0-Bug, see Sec.07
Skill Levels.

e) No Panic Signal was sent. The defeated
B..0-Bug detressed to below Skill Level 1
and went info B.LO. Failure.

a} Baby B..0-Bugs cannot be trained, instead
first feed the baby B.L.O-Bug. Upon resching
Skill Level 2, the B.l.0-Bug can now be
lrained.

b] Ensure that front antennas are nat shoked
too vigorously.

c] See Probiem 4.




