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for selecting this exciting new game from HAL AMEE{[@:EL. INC.. "HAI'. & HAL LABONATORES. INC. 1088
Please read this Insoruction sheet to ensure proper handling of your new game, B HAL AMERICA, INC 1508
and then save the sheet for future reference. ALL HIGHTS SESERVED

ROLLERBALL brings vou two
different games for your enjoy-
ment. SKYSCRAPER can be
pla _,.*&:i by one person, or as many
as four can join in. MATCH-
L A O A b

HOW TO PLAY How to use
: SKYSCRAPER the Controller

Pressing the START bution will display the e S T
GAME SELECT screen. Use the SELECT button Lextfipper £ Right Eapc:
to select SKYSCRAPER and press START. Use
the SELECT button to specily the number of
players and press START. The game starts with
the Pua:\:"ﬁ"'i score fickering. When a ball appears
in the Stiker Lane, press button A to pull the
spring. Releasing the buntan will release the spring
and put the ball in play. Each player starts the
game with three balls, and play will continue until

all three have been lost, Pause Buttan
Explanation of the Diagram
~ NAME AL % 6 (e FUNCTION |
(1) Target 1 The Saver Post (7) will sppaar whien all the Tergets heve been hil.
() Saver Post Disappeears after being hit five fimes,
(3) Target 2 Gate 1 wil open whin all the Tesgets hirve been hit.
__Qﬂau e o Closeswbenabolleneers See 2, ey
RO E &xrhﬂ?lﬁﬂld;p-yhﬂbﬂnchxniaﬂm%“ o cause
| the Bumper dapley 1o spoeie.
fQ}EWMIGH The lxmp will stay Ie when 3 ball passes ouer the letter thst & Bickering,
(I Shoot Again This message will bw displaged when the player has wan a froe ball
(&) Slot 2 A ball entering this slot will becorre a Multi-Blall when all the SEY HIGH
lamps have heen lir.
(3) Slot Machine Trigger A Ball fandayg in this slot will activate the Skt Machine.
21 Slot Machine Combinations of Bels, Cherries, and I:g;::lu.nﬁ wil be displayed.
31 Warp Slot When a ball entees thic slo, wou can wamp to (B). M there i alrendy a ball in
(1], you can warp o (3,
G Slot 3 A ball Tanding here will be shot back into play
{5 Bonug Lamp Whien &l of the HAT lampe are lit, the bonus points shown at §7 will b
added 10 pous sooey,
ad Slot 4 The direction the ball 2 ghot changes with cach shot.
T Terget 345 Ummdﬂtwwtmm%gﬁnknphmmhﬂh&ew |
ponts cesnizped ol 06 will xrease. -
i1 Bonus Lanea Displags bonas peines of 3,000 2o 1,000,000 ponts.
3% Lane Lamp the ball theouph the baoe that is 2 will 2am you the palnes displaged |
: a'“ﬁmmrwwmmdhhmwmﬂuﬂadBBuﬂm
A, B, and C Lanes Gate 5 will open when 2 threw of the Bt ABC fanes have boen hit. TL‘!.‘H:H'J
. charge the posttion of e lrps with Buttons A and B
- {15 Gate 2 When open, a bal landing in the Siot will be put back into play
) Target 6 Whien all of the targets have been hit, a Saver Past will appear as 1),
21 Saver Post VHE appese for ondy ety seconds ol a time.
2 Target 7 When a ball hies this targes, 04 will flash for ten seconds.
'u-Il Roll Over When a ball passes over tlés target while it's fiashing, the messaga '
cisplayed 22 G0 wil be executed.
ﬂl Cisplay Panel Displays one of five dfferent commands.
—LCvaner . - e J
0 Elot 5 = bﬂmﬁ:ﬂ%ﬂ#ﬁﬂﬁlﬁﬁ&ﬁ:ﬂaﬁﬁ £, 1t wtll warp to G
. éﬁbﬂ‘-ﬂﬂﬂll’ﬂﬂlﬁ 1K manas 1,000 potnze. Us to 199,000 pomts can be camed.
o0 Bonus Mullipliet Mudtiphes the boous points shoan 32 67 by a Bacor 0§ 234, or 5. Exch
sme the Slot Machine berds on Ueee el the Boous Munier wil
| adwancs ore step untd it reaches 5, then wil remen 2t 5 e the rest of the i
TR
&5 Ball Count The number of bells rermelran). ircluding the coe cumently in play
&) Striker Lane Button A 15 used 1o pus a ball in play through the Striker Lane.
Slot Machine Display Display Panel Free Ball Multiball
Eachome the H':-tr-"_a:{*:::-t.l.-.m::u tlh.u Whan a toll passes ower the Roll Over & If you exlinguish all the Bus mpens on It you open Gate 1, and place a hall in
Bels, the Bonus Mubiplier & will ad wide it's Eashing. the command shown on Screen A, then put a ballin Slot 5, SHOOT Slol 1. that ball will be stored there, and a
| vance one siep. the Display F'.i.n.-l wil be executed. The five  AGAIN will be displayed on Screens A and free ball will be put in play. When “'-"'L.I‘Lbull
2. When the Slat Machine lands or l L'Iﬂ-"? commands are 13, and wou will get a [ree ball. ='ay staris, the stesed '-all J."I” elso be pul inlo
Chentes, Saver F“n""-:_a_d' and Y wid BUMPER — The paints and rebourd -'~.-..|5. and the qame will continue using both
AEpear, Ga es (4) and (0% will open, and forew of the Bumper will ingrease for a al=, If one of the balls & lost inle Iu next
a ball landing i (19 will be advanced 1o predeterminad length of time, gcreen, it will be siored on that screen unsil
_ SCreen 8. KICK BACK — The Gate a2 02 will open. the second ball & ako lost, then will be put
3. If the Slot Machine Jands on three EXITHOLE — ﬁlullh:ldlllimﬂ‘tu Skt at into play agam. and so on, unBlboth balls ere
E aIpiants, all | of the advan lades i.,d.lln.-.,i _.;H,.:n]ll'grgn*-—ﬁ- tathe “I’nllﬁ 1 2= ared rLt it rom Screen D
by matching three Chemies will be o, back into play
SAVERPOST — M Sawz Post 2t 55w
sorear

0000 FTS. — A 530,000 point ocrence
1000000 PTS. — A 1,000,000 point
incrense

NES-RH-USA Prnnted in Japan



How to Play MATCHPLAY

Pressing the START button will display the GAME SELECT menu. Seloct MATCH PLAY with
SELECT and press START. Then, select each player’s handicup points and press START again. The

player who reduces his ocppoenent’s points 1o 2are wing the round.

Righ: Flippen

Lef Frmper

Pause Bulton

The Elephant i contralled with Controller A,
and the Donkey with Controller B.When a round
i over and the record table displayed, press
Bution A on Controller A 1o start a new round.

Using the Handicap Feature

You can assign different handicap points for the
Elephant and Donkey. Choos2 the initial points
ior the Llephant first with the SELECT bunen,
then hold the right arm of the Control Pad and
press Bution A. When the OTHER PLAYER
message s displaved, select the inftial polnts for
the Donkey and press Button A,

The churoviers will display dillerent expressons, rellecting

How to Use the Controller Expressions Displayed
By the Characters

how the actan 1 qong. T hey are as follows:

Following is an explanation of the features on the left sde of the
MATCHPLAY Screen. The same functions are found on the right
side in mbrror image, and afiect the Donkey's score,

T NAME |  FUNCTION

G}Elaphant'a. "Mwﬁlghanﬁm.

@Lw:l Moter |  Shows which player ls winning.

@Jﬂmﬁnrl Displays Donkey's score.

gSpllmﬂ E::hmﬂimnmrdmh&pm:m
~ Hitting the Bumper reduces the I's sooee. .

(o) Target 1 -If'.'Emcu.!ﬂlhﬂununﬂndlhnhwdmhml@Imﬁm

(0 Target2 ﬂtmﬂtummmdﬂmnmhnd@

. (8) Command one of seven commands, l‘.'i‘-cctﬂum-

" Panel rmnd.i qﬂwadﬁnfammand Parel] Eelow).

’ﬁﬂm When all four buttons have beaen turned blue, the

Button _ Ekpl'l-um*nwm and the Donkey's score will be

'@K.ullgnf'ﬁl'nt Pﬂlnti.un g:lmdui!-um nlmlhr:nr:ﬂ'ﬁ:sht ifal:m‘l'ls

in the Keeper Slol. your score will not be teduosd
| when aball is lost Between the Bippers t (5,

(i Elephant | Thﬂfhpham:thduphyadtpﬁvamand
ey

{i;:amaumpnr “%m#ﬂﬁlﬁlhi Buntpetit willmﬂu&“man

q’gmunn 'umm_alm_n 5504 ¢ ﬂuhnmmnhhsﬁe

"-.r."""\. '-- * “ﬁ ..-- l;!:r'!a'

J_z.n.n z.mh H.,'..*.u..;... "LL...;,LL.

15 Release Point | When a ballislost a e

fthe tasges at l_’ﬁ'r i hit, the message al ié] will apply oy ta the Thonkey, and il the
warmne farget s hil on the opoosite s=de, # wil apply oaly to the Elephans.

- | Comamands Ui&phyﬂd nnlhk Gﬂmmand Phn-‘ﬂ |
= 1}0 Pes 10 Point Dacroass
. = GBOPLS | 50 Pein Decrease
| =J@aPLE | 100 Pont Decreacs
4 S@PRS | 50 PontIncesss
S The siche Jisappears for
%ﬂ A Y | wmgwmm of time.
+ 22, The bolks become heavier
_@]ﬂ_ The pisyers szara b5 cut n half.

" CARE OF YOUR GAME

1} Always make sure the power & off when In-
computer.

ZiTh:s:sahghprecE!ong,ampak Avoid sub-

~ jecting it fo extreme temperature or shock.

~ Store at room temperature, Never attempt (o
 dismantle or open the game pak.

3} Do not touch the terminal leads or allow them

te come in contact with water or the game

circuurywi]]badam&ged
4) Never insert your fingers or any metal objects

Sitvaion SIOPIN ey into the terminal portion of the computer.
Elephant waning by Besloiio Voo This can result in malfunction or damage.
T e
phant a ol @iMLLAEDM{JﬁES ING. 1923
shead AR e ST @ HAL AMERICA, ING. 1508
hppcuxhu-luhf aven Calkn Calem ALL RXGHTS RESERVED
behind 3 Sleepy Pleas=d This qame is Beensed by
Elephantfarbehind | Aslecp Ecyatic Nintendd'for play o the
ANinlendo )
S L
sVsTem Otficial

Overall Result Display

The record of wins and losses is disployed af
the end of each round. The winner of a round is
rewarded with a medal. The firgt player to win ten
rounds wins the game.

{ MNintendo)
tyadeaanbs of Nadoendo of
Aeneree ine Seal of Qualey
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COMPLIANCE WITH FCC REGULATIONS

HAL AMERICA, INC. LIMITED WARRANTY

This equipment generates 2nd us=s radio llequency sneigy end il nol imtelled end
used inaccordance with the manufacturer’s instructions, may cause interfererce i
redio andd Lelevision reception. It Ras Deen Ty e tostad and found to comply with the
limits for a Class B computing device in eccordance with thwe specilications in
Subpart J of Part 15 of FCC Rules, which are designed to pravide reascaable
protection againgt such interferende In a resldential Instaliation. Haweves, there s
o guerantee thet interference will not ocour in s particuler instelletion. i this
equipment daes cause interference to radio or television reception, which can be
determined by turning the equipment ofl and on, the user s encouragqed Lo try 1o
correct the interference by oae or more of the lollowing messures:

—Rearient the receiving antenna

—Relocale the NES with respect Lo Lhe receiver

vee Lhe NES away frorm the recelver
—Plug the NES Into a differont outlet 5o that camputer and raceiver are &a
dilferent <ircuits.

If necessary, the user should consult the dealer or an experivnced rediofelevision
techaiclan for additional suqqestions. The user may find tha fallawing bookles
pregared by the Federal Communication Commission helglul;

Haw to ldentify and Resalve Radia TV interlarence Problems,
Thiz kaaklet is avallable frem the (1.5, Government Printing Office. Washington,
D.C. 20402, Stock Mo. D04-000-00345.4,

NES-RH-USA

Hal America, Inc.. (HAI) warrants 10 the original purchaser of this HAL sofhware
product that the medium on which this computer program is recordod is free fram
deleCts in materials and werkmanzhip for a peried of ninety (90) days lrom the date

of purchase. This HAI soltware program is sold “as is” without express or implicd
wareanty of any kind. and HAI i= not Eable (o6 any kosses or damages of any kind
resuiting from use of this pragram” HAI 2grees for 3 pericd of ninetly (90} days to
either cepair Of replace, al s option, free of charge, 2ny HAI soltware prodect,
postage paid, with prool of date of purchase, a1 its Service Center 2t: Hal America,
nc., 7873 SW. Cirrus 25.F, Beaverton, Oregon 97005

This aarrenty is not applicable to normal wear and tear. This warranty shall not be
applicable and shall b= void il the delect in the HA software product has arisen
thiough abuse, unreasanable usze, mistreatment o neglect. THIS WARRANIY IS IN
LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR ODLIGATE HAI ANY
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PROCUCT, INCLUD.
ING WARRANTIES OF MERCHANTAGILITY AND FITNESS FOR A PARTICULAR
PURFPOSE. ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIEED ABOVE.
IN NO EVENT WILL HAI BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CON.
SEQUENTIAL DAMAGES RESILTING FROM FOSSESSION, USE OR MALFUNCG-
TION OF THIS HAI SOF TWARE PROIXICT.

Somea states do not allew limiletions r.m :1I.Jr.‘=-=+'m of an Implied warranty ar
exclusions or limitatians af incidental or © .ef.,u-ni:ul demages 30 the abave
limitations end/or exclusions of abllity -nn}- ot apply to vou, This warrenty gives
yaul specific rights, and you may also have other rights which vary fram state to
ylate,




