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Jump! 
One day you find a discarded ball in the bushes outside a 
playground. Strangely enough you get a psychic connection with 
the ball, which seems to have a will of it’s own. 

From the mind of the ball you understand that it has had many 
years of fun playing together with the kids at playgrounds around 
the world. But now it is has become old and worn, and its 
reflexes are not what they used to be. However, it’s still got some 
bounce left in it! 

The ball wants you to melt your minds together, so that you can 
use your excellent reflexes to help it bounce its way up to toy 
heaven. Being as helpful as you are, you agree in an instant. 

 

Good luck on your journey! 



Game Controls 

Start Button 
Pauses and resumes 

the game. Select Button 
Shows the high scores. 
Only works on the start screen. 

The controls are rather simple… 

A & B Buttons 
Jump 



This screen shows the top five scores achieved on 
this copy of Jump!. Keep in mind that a perfect 
round is awarded with a star! 

High Scores Controls 

Start Button 
Accepts the entered name. 

Control Pad 
Press up/down to change the 

current character. 

B Button 
Moves the cursor left to  

the previous character. 

A Button 
Moves the cursor right to  

the next character. 

Select 
Copy the latest character. 



Item 
This is the only item that you will encounter on 
your journey. 

Bricks 
Jump on them, don’t get pushed! 

It’s as simple as that… 



Tips & Trix 
Score 
You get 5 points for each brick that you stack and some extra points based on the speed of 

the brick. 

But also make sure to stack the bricks as evenly as possible! You get a bonus of up to 10 

points when you stack two or more aligned bricks. 

The only way to get a star next to your name in the high scores list is to align all the bricks 

when you play a round. 
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