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MewBall
Ball is stationary in center of paddle untill start is called from game.
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Tutorial 1 - Meet the Blocks
This Block is Unbreakable!

This Block Takes Two Hits,

This Block Takes One Hit.

This Block Takes One Hit.

This Block Takes One

This Block Takes One Hit.
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Tutorial 2 - PowerUps and You!

This PowerUp gives Bonus Points!

This PowerUp Puts Multiple
Balls on the Screen!

This PowerUp Shortens Your Paddle.

This PowerUp Lengthens Your Paddle!




Tutorial 3 - How to Play - The Basics

Touch the screen to start.
Control the paddle by moving your finger
Left or Right across the screen.

Object of Game: Keep the ball from
leaving the bottom of the screen by
bouncing it off of your paddle.

Remove all blocks to complete the level.
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YOU WIN!

Select a new level to continue playing!




