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This official seal is your assurance that
Minbendg has reviewed this product and

Thank you for selecting “PUSS N BOOTS5—Pero's
Great Adventure—" the exciling new game from

thal i has med our standards for excellence) ELECTRO BRAIN CORF (EBC).

in workmanship, roliab#ty and enter-
tainment value, Always look for this seal
when buying games and accessories to
enaure complete compatibility with your
Mintendo Enterfainment System.

Oificial

Seal of Quality |

This game is licensed by
Nintendo® for play on the
(Nintendo)

ENTERTAINMENT
SYSTEM-

Minfenn and. Hindendo Enlenainmant
Syulem an radenarks ol Minterdc
al Amanca inc

| Please read this instruction booklet carefully to fami-
liarize yourself with the general play of the game, as
well as the proper handling of your new game pak.
Then keep this instruction booklet handy to use asa
reference guide.

PRECAUTIONS

1) Do not touch the game pak’s terminal con-
nectors. Keep them free of dust and moisture.

2) Store your game pak at room temperature.
Avoid extremely hot or cold temperatures.

3) Do not clean with paint thinner, benzena,
alcohol, or other such solvents.

4) Avoid subjecting your game pak to shock
Mever attempt to open or dismantle it
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HOW TO USE THE CONTROLLER
SELECT Button YL T Y ———

THE STORY

Count Gruemon, a notorious swine, hated mice with

a passion. One day, he discovered a mouse in his s weopm
castle. Frustrated and irate, Count Gruemon ordered B Button ........ s '
Puss N’ Boots (Pera) to find and destroy the mouse. START Button ........... Fauses the gome.

However, Pero was a kind-hearted cat and had
become friends with the mouse, and so, helped the
little creature to escape. In a fit of anger, Count Grue-
mon, aided by Dr Gari-gari, a fiendish scientist wolf,
sent Pero on a perilous time-travel journey around
the world and into the past. Now, Pero must locate

and defeat Count Gruemon and the mad Dr. mHTHOL _Phi_'

Garl-gari, and use their Time Machine to LEFT

get home—or be stuck in the past forever, sessssmssanssnssnssnss oo moves left

To make matters worse, the Cat Kingdom HIGHT snssssnassnasnensss s oParo moves right

has sent Killers after Pero because he

helped a mouse and thereby violated Cat IR s g h M AR M mevsmant in sems slages.

Kingdom Law. Pero must travel to exotic When Perc pilots the hip, submarine, cor. airplane,

lands and overcome many hazards, but can o bofloon, predi UF to mova the croft v,

he defeat the combined might of the dia- DO s Pare will squat down, Whils
Pero is in this position, press B o jump down from o

building e ledge.

During the pause, move the flashing mark
LEFT @ RIGHT with the directional cross 1o
o desired weapon Pressing B will select the
desired weapen ond relecss the pouse.

SELECT Button......... Mot wed

START Button B Button

bolical Count Gruemon, Dr Gari-garl, and
the Killers.




HOW T
During the main title, press START on Con-
troller #1. A map of Pero's journey will
appear, Press A to start the game. When all  TINUE". Press START to return to the map
lives are over, the GAME OVER screen will

rc PLA

appeear. Press A to retum to the title screen.
Press SELECT to move the boot to “CON-

and the stage you left.

Choase from o gun,
bombs, or a boomerang.

PERO'S LIVES
Disphys rumber of Pera's
remiuing liws.

PLAYER'S SCORE
Scans &:plu'r.
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PERO'S DAMAGE
METER

Dfspiuys Parp's remuinif.g
anangy.

- HIGH SCORE

r‘i-sph::rs top scone.

missile when
m‘mg about
in Ih-a €ar,




e THE
& WEST

You'll dismount your
horse to wander on foot. Avoid

some bad desperados, varmints,
and objects by jumping to the
tops of buildings.

THE OCEAN

[ Travel the vast ocean by ship and sub-
é‘" marine, Beware of enemy ships,
sharks, and the Giant Seaflower.

Mecha-Frog awaits vou at the end of this stage.

SHIP SUBMARINE

‘Wiatch cut for anemies abowve ond below the waser as you caphain
your great ship first and then your mighty submarine,

Mecha-Frog, the huge
robot frog, is a fear-
some metal giant who
will spew forth many
little  encrgy-draining
frogs at you. Ribbit!

» ARABIA Py SPACE WARS

s The only way to Take to the skies in Pero’s powerfully
é’" cross the hot, dry ‘3‘" fast airplane. Be ready to shoot attack-
desert is by car. ing bats and objects that cross your

But, look out for Dr. Gari-gari's flight path.
attacking alrship.

Steer clear of the lightning
balts,

Gt o fres e {1-UP] biy geting the *Pr
symbol” in this stege.

The UFQ is wvery

strong and guick, so
§ shoot fast!




s LONDON

L Move about London on foot as
41."‘ you did in the West, The Killers
from the Cat Kingdom are on the

loose, so be alert for an attack! Inside, move through
the dangerous Conveyer Belts and Pistons. “Me-
owch!™

The Killer Cats ars fasl, so be
ready.

The terrible towering
Giant Demon stands
guard at the end of
this leg of Pero's jour-
ney! Avold his huge
sword.

o LIBERTY

ﬁﬁ' Soar the unfriendly
,&'{" the skies once
more, but this time

in a beautiful balloon. Flying is
more difficult as clowds block

your view,

Sl

Fire missiles o the enemy balloon mo bring
i down.

S a—

A NEW YORK

(<) Move about on foot through
#"‘ the complex maze of rooms
and stairways., In this final

stage, Pero will meet a Giant Snake, and
Dr. Gari-gari and the diabolical Count
Groemon!

Try to keep trock
a5 You move
thraugh the series
of roams,
shoireoys, pipes.
and spcral
passages. Walch
ot for the Killers
from she Cot
Kingdeam

Tha slirhsrihg Giank
Snoke seems to be oll
ovar the anfire room
al ance. Be quick to
jump out of his path

In the |asf room, D
Gari-gari and Count i
Gruemon will appear.
Thay ome powarhd and
auick, and ore bent on
hoving their PN e
on Penal Defeoting Dir
G-qn-guri gims el
3000 points!

Crearcaming the
traacharous Cound
Grusmon sarms you
5000 points and wins
the gamel Can yaw
escape Hhair evil
clurches and overcome
thale combingd might
ta return Paro to the
prasaniFi
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COMPLIANCE WITH FCC REGULATIONS

This equipment generales and uses radio frequency energy and if nol installed and used
properly, that is, in strict accordance with the manufacturer's instriclions, may cause interfer-
ence o radio and television reception. it has been type tested and found to comply with the
limits for & Class B computing device in accordance with the specifications in Subpart J of Part
15 of FCC Rules, which are designed to provide reasonable protection against such interfer-
ence in a residential installation, However, there is no guarantee that interference will not oocur
in a particular installation. if this equipment does cause interference to radio or television recep-
fion, which can be deterrnined by twimning the eguipmeant off and on, the user is encouraged to
iny to correct the interference by one or more of the following measures:

*Reorient the receiving anfenna

*Relocate the MES with respect 1o the receiver

*Move the MES away from the receiver

*Plug the MES into a different outlet so that computer and receiver are o different circuits

I necessary, the user should consull the dealer or an axperienced radiofelevision technician
for additional suggestions. The user may find the following booldet prepared by the Federal
Communications Commission helpful: How to Identify and Resolve Badio-TV Intererence
Problemns. This booklet is availabe from the U.S. Gevernment Printing Office, Washington, D.C.
20402, Stock Mo, 004-000-00345-4,

LIMITED WARRANTY

EBL, Inc. warrants ko the coiging? purchaser of this EBC software product that the medium o which this compees pro
gram is recordad is ree from defecls in materisls and workmanship for 8 period ol sinehy (900 days iom the date of
purchase, This EBC software prograrm is sokd “as is,” wilhout express orimplied warranty of any kind, and EBC i5 nol
liakde for any lossas or damages of any Kind resuling from uge of thes peogram,

EBC agrees for a period of ninety (30) days to either repair or replace, at its option,
free of charge, any EBC software product, postage paid, with proof of date of pur-
chase,. at its Factory Service Center.

To receive this warranty:
1. DO NOT return your defective Game Pak to the retailer.
2. Notify the EBC Factory Service Center at 573 East 300 South, Salt Lake City,
Utah 84102 (801-531-1867). When you write to us, please provide us with your
phone number and a brief explanation of what appears to be wrong.

This warranty is not applicable to normal waear and tear, This warianty shall not be applicable and skall be void #1he
detect in the EBC soltware produc! has arigen theough abase, vnreasonable uss, misirestment, or neglect. THIS WAR-
RANTY 15 N LIEU OF ALL OTHER 'WARRANTIES AND NG OTHER REPRESENMTATIONS OR CLABMS OF ANY
NATURE SHALL BE BINDENG O OR OBLIGATE EBC. ANY IMPLIED WARRANTIES APPLICABLE TO THIS BOFT-
WARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITMESS FOR A PARTICULAR PUR-
POGE, ARE LIMITED TO THE MINETY (800 DAY PERIOD DESCRIBED ABCVE. IM NO EVENT WILL EBC BE LIABLE
FOR AMY SFECIAL INCIDENTAL OR COMEEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL-
FUNCTION OF THIS EBC SOFTWARE PRODUCT.

S0 states do not aliow lirmitations s o how long an implied warranty lasts and/or exciusions or limitalicns of ngi-
dental or consequental camages so the above lienitalions andior exclusions of liabdity may nok aposy o wor. This wer-
ranty ghaes vou Specilic rights, and you may alsc have other nighta which vary from stete o stale.







