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Thank you for purchasing Bump+Smack. For the most 
enjoyment of the game, please read through this 
instruction manual for the complete set of rules and 
controls. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Objective 

The main rule of Bump+Smack is simple. Keep the balls 
from falling off the playboard and make them into the 
goals. This might sound simple but when you have 
multiple balls and the unpredictable power of your 
shuttleboards gravitational propulsion, you will see 
how overwhelming it can quickly become. 

 

The Shuttleboard 

This is your role. You control the shuttleboard. The 
Shuttleboard uses gravitational propulsion to rocket 
any object it comes in touch with. When the balls 
start rolling down the table, position your 
Shuttleboard below them to propel them back into the 
play area. 

 
Shuttleboard in action 

 

 

 

 



The Goals 

The goals come with different point values. The higher 
the point value, the harder it is to get a ball into that 
goal. 

The point values are 500, 750, 1K (1000) and 5K (5000). In 
this version, there will always be two 500 and 1K 
goals, and only one 750 and 5K goals.

 
1K goal that just got scored 
with another ball trying to 
make its way in 

 

The Balls 

The balls are regular rubber balls that can reach high 
velocities if hit hard enough. They are specially sized 
to fit in the goals for maximum points. 

 

 

 

 



Controls 

The controls for Bump+Smack are simple. Use your 
mouse to move your shuttleboard left and right. You 
can also use the right mouse button to Smack the table.  

 

Smacking the table can be useful for scoring goals that 
just won’t go in otherwise. Smacks should be used on 
the places where they will make the most sense. 
Smacking the table while the ball is rolling straight 
down the board won’t do too much, but a well-placed 
smack while a ball is up against a wall or other 
obstacle just might net you that goal you need. 

 

The “Tilt” 

You will see a Smack meter on the top right corner. 
Whenever you use a smack, the meter will rise and 
gradually start to come down. If the meter rises all the 
way to the top, the board will go into “Tilt”. During a 
Tilt, smacks cannot be used again until the meter has 
gone down again. 

 

 

Smack Meter filled  
All the way to a “Tilt” 

 

 



Challenge Mode 

In Challenge mode, the player starts at level one. The 
stats on the left will show what is needed for the 
player to stay in the game. See the key below to see 
what the stats mean.

 
A – This is the score. Naturally, one goal is to get this as 
high as you can. 

B – Remaining – This number indicates how many balls 
are left on this left before this level ends 

C – total made – This number indicates how many goals 
have been scored during that level 

D – multiplier – The current multiplier that scored goals 
will be matched against. 

E – Next Multi – This indicates how many consecutive 
goals have to be made until the multiplier goes up 



F – goal % - This indicates what percentage of balls that 
will be played in the level Have Been scored 

G – needed % - This indicates the percentage required to 
advance to the next level 

 

Challenge Mode – remaining 

Remaining shows how many balls are left to be played 
in the level. At the beginning of the game, only three 
balls will be on the playboard at one time (this, of 
course, will change as you get further). When one ball 
is either scored or falls off the playboard, another 
ball will be released shortly after. When the number 
of balls reaches zero, either the player advances to the 
next level or the game ends (explained further later). 

 

Challenge mode – total Made 

Total Made shows how many balls have been scored in 
goals for this level. This indicator will reset when the 
player goes to the next level. 

 

Challenge Mode – Multiplier 

The multiplier is what gets the players score moving 
higher faster. When a goal is made, the point value for 
that goal is matched against the multiplier for higher 
point values. For example, if the multiplier is “3X” and 
the player makes a 500 goal, the player’s score will 
increase by 1500 (500 x 3 = 1500). In Challenge Mode, if a 



ball falls off the end of the playtable at any time, the 
multiplier resets back to 1x and Next Multi is also reset. 

 

Challenge Mode – Next Multi 

In order to increase the Multiplier, the player will 
need to score consecutive goals. The number of 
consecutive goals that are needed are indicated by the 
“Next Multi” indicator.  

For example, if a player has 1x Multiplier and a Next 
Multi of 3, then the multiplier will increase to 2X once 
the user has made 3 consecutive goals. After the 
multiplier has been increased, the Next Multi will reset 
and have one added to it. Following above, once the 2x 
multiplier is reached, the player would have a Next 
Multi of 4 and need to make 4 consecutives. When the 
player reaches 3x, then 5 consecutives will be needed, 
and so on… 

 

Challenge Mode – Goal % 

Goal percentage is an indicator of the percentage of all 
balls reserved for that level have been made.  The 
percentage includes balls that have not been released 
to the playboard. 

 

Challenge Mode – Needed % 

Needed percentage shows what percentage is needed to 
advance to the next level. After all balls have been 



played, if the Goal % is equal or greater than the 
needed %, the player will advance to the next round. 
Otherwise the game is over. 

 

Stages 

After the player has completed all levels, the game 
starts again at level one. However, the difficulty 
advances as well. The shuttleboard’s gravitational 
propulsion increases, the number of balls for that 
level increases, the number of balls that will be on the 
board at one time increases, and the needed % also 
increases. 

 

Continuous Mode 

In Continuous Mode, the player chooses the level that 
will be played on. The player will play on this level for 
the entire session of that game. 



 
A – Score – The higher, the better 

B – Miss Meter – This indicator increases when a ball 
falls off the playtable. Once the Miss meter has filled 
all the way in the red, no more balls will be released 
and the game ends once all the existing balls have been 
played. 

C – Multiplier - The current multiplier that scored goals 
will be matched against. Multipliers in continuous 
mode are achieved differently than in Challenge Mode 

 

D – Goals – The number of goals that have been scored for 
the current game 



Miss Meter 

In continuous mode, the miss meter controls 
whether the game continues or ends. If a ball 
falls off the end of the playtable, the miss 
meter will increase. If the meter fills all the 
way into the red, the game will end. If the 
player makes three consecutive goals, the 
miss meter will decrease a little bit. 

Multiplier 

The multiplier affects score the same way as in 
Challenge Mode. In Continuous Mode, however, the 
multiplier increases after every 10 goals. The goals do 
not need to be consecutive. Also, if a ball falls off the 
playtable, the multiplier does not reset. 

Goals 

This shows the number of goals that have been made 
for this game. 

 

Continuous Mode increases in difficulty every 10 balls. 

When choosing a level in Continuous Mode, only levels 
that have been played in Challenge Mode will be 
available. 



 

Continuous Level 
Select Screen 

 

 

 

 

High scores 

When the game ends in either mode, the player has the 
opportunity to submit the score. If the score is high 
enough, the score can be seen on the High Scores Top 10 
from the main menu. Separate leaderboards are kept 
for challenge mode and for each level of continuous 
mode. Use the dropdown 
to select the mode and/or 
level to view the 
respective scores. Only 
scores on Continuous 
levels that have been 
played will be visible. 

 

 

 

Trophy Room 



Trophy Room shows all 
the achievements that 
have been obtained 
throughout the game. 
Trophies are only 
unlocked through 
Challenge Mode. Once a 

trophy is unlocked, it is available to be viewed at any 
time. When you click on a trophy, it will show the 
trophy and the objective that will unlock the trophy. 
To move the camera around 
the trophy, click the left 
mouse button and move the 
mouse around to view 
different angles of the 
trophy. The player can 
zoom in and out with a 
mouse wheel. 

 

Options 

Options allows the player to affect how the game will 
look and will also affect how much computing power 
will be used. 

Options – antialiasing 

There are three choices for Antialiasing: TAA (Temporal 
AntiAliasing), FXAA (Fast Approximate AntiAliasing), 
and off which disables AntiAliasing.  



TAA – Requires advanced graphics processing. 
Recommended for Higher End machines 

FXAA – Should be able to run on practically any 
machine. 

Options – bloom 

This option toggles the bloom effect glow from 
lighting. 

Options – screen effects 

This option toggles 
screen effects such as 
color grading, 
chromatic aberration, 
etc. 

Options – shadow quality 

This option allows the player to choose High Quality 
Shadows (Requires More Computing Power), Low 
Quality (Doesn’t Look as Good), or to disable shadows. 

 

Have Fun! 

Again, thank you for purchasing Bump+Smack. I hope 
you have hours of enjoyment. At any time, should you 
experience any technical difficulties with the game, 
please email support@bumpsmack.com. 
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End User License Agreement 
Please read the following terms and conditions carefully before using this game. 
Your use, distribution or installation of this copy of "Bump+Smack" indicates your 
acceptance of this License. 

“Game” here means Software, image files, all accompanying files, data and materials 
received with your order of "Bump+Smack". 

If you do not agree to any of the terms of this License, then do not install, 
distribute or use the game. If you have purchased a single copy from PopNine Studio 
or an authorized distributor, reseller or any retail channel, you may return it 
unused, within thirty (30) days after purchase, for a refund of your payment less 
any incidental charges. The 30-day warrantee is applicable only to products 
bought within United States. Products downloaded to or shipped out of United 
States are strictly non-refundable.  

Warrantee covers defects in the software, which prevents successfully installing 
the software in the buyer's PC. Warrantee does not cover fitness of purpose, not 
meeting of expectations or needs in the mind of the buyer.  

This game is for personal use only and may be installed and used by on only one 
computer. Its component parts may not be separated for use on more than one 
computer. game may be accessed through a network only after obtaining a site 
license. All components accompanying the software are copyrighted by PopNine 
Studio and may not be taken apart, modified, used or published with other 
software or means except with the game software and may not be distributed or 
copied in any manner. 

This game, all accompanying files, data and materials, are distributed "AS IS" and 
with no warranties of any kind, whether express or implied. The user must assume 
all risk of using the program. This disclaimer of warranty constitutes an essential 
part of the agreement.  

Any liability of PopNine Studio will be limited exclusively to refund of purchase 
price. In addition, in no event shall PopNine Studio, or its principals, 
shareholders, officers, employees, affiliates, contractors, subsidiaries, or parent 
organizations, be liable for any incidental, consequential, punitive or any other 
damages whatsoever relating to the use of game. 

In addition, in no event does PopNine Studio authorize you to use this game in 
applications or systems where game's failure to perform can reasonably be 
expected to result in a physical injury, or in loss of life. Any such use by you is 
entirely at your own risk, and you agree to hold PopNine Studio harmless from 
any claims or losses relating to such unauthorized use. 

This Agreement constitutes the entire statement of the Agreement between the 
parties on the subject matter, and merges and supersedes all other or prior 



understandings, purchase orders, agreements and arrangements. This Agreement 
shall be governed by the laws of the state of Virginia, United States.  

PopNine Studio the owner of the copyright of this game, all of its derivatives, title 
and accompanying materials are the exclusive property of PopNine Studio. All 
rights of any kind, which are not expressly granted in this License, are entirely 
and exclusively reserved to and by PopNine Studio. You may not rent, lease, 
transfer, modify, translate, reverse engineer, de-compile, disassemble or create 
derivative works based on this game. You may not make access to game available to 
others in connection with a service bureau, application service provider, or 
similar business, or use this game in a business to provide file compression, 
decompression, or conversion services to others. There are no third-party 
beneficiaries of any promises, obligations or representations made by PopNine 
Studio herein. 

You may not disclose to other persons the data or techniques relating to this game 
that you know is a trade secret of PopNine Studio in any manner that will cause 
damage to PopNine Studio.  

This game and all services provided may be used for lawful purposes only. 

Transmission, storage, or presentation of any information, data or material in 
violation of any United States, State or City law is strictly prohibited. This 
includes, but is not limited to: copyrighted material, material we judge to be 
threatening or obscene, or material protected by trade secret and other statute. 
You agree to indemnify and hold PopNine Studio harmless from any claims 
resulting from the use of this game, which may damage any other party. 
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