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Ti;,r's official seal is your assurance that
Nintendo has reviewed this product and
that it has met our standards for excellence
i workmanship, reliability and entertain-—
ment value. Always look for this seal when
buying games and daccessories to
ensure complete compatibilivy
with your Nintendo
Entertainment System.

7> Official
| (Nintendo) |
. Seal of Qualily

Hinlarilo recommends againal using a ienr p-mim';l.l-n-n_tuli'r'lu'l-un with yauwr NES as lmage
relention on the Screen may ocer,

Thank you for sectng the Mintendo Entertainmont Syslom®  Supar Mario Biee® |, Duck Hunt*
and World Class Track Meet'Y Pak.

| Pleasa read this instructicn boaklal 1o ansure prapes hamiing ol your new game and

then gave Ihe booklel for fulure atarerce

PRECAUTIONS

1} This iz o high procsion game. It should not be stored in glaces thiat ané vary ot ar oold,
Maver hit or drap i1, Do net taka it aaart.

21 Awaid touching tha connactors, da not get tham wat aof direy. Daing so may damage the
game,

31 [z nat clean with Bareann, paint thinnar, aleehol or other such salvents,

Mot

i U ntessst of picduct improvement, Nintende Entertainment System saecifications
ant dagign me sulbject 1@ changa withoul pror natice, This gama hos bean
pragrammed to taxe advantape of the lull soreen. Some older model T.V.s have
rounded screens ang may blook aur a gartion of the imagn.

T aRA 980 Mintandn of Smeeics lae,



GAME SELECTION

= When you turn the system power switch on, & screen like
that to the right will appear.

Use the SELECT button or Control Pad to choosa the game
vou want to play.

When you select a game, sach title screen will scroll from
right to laft.

When you have decided on the game you want to play,
press the START button or A8 button and a demo screen
will appear,

Refer to each game’s starting procedure before starting

CAUTION

of turn the power switch off and then on agam.

SUPER MARIO BROS

- GAHER HARID WS,
DU HLHT

VRRLR REEY"

"

To return to the game selection screen once the game is over, either press the RESET button

Controller 1/Controller 2

*Controller 1 — for 1 plaver game
* Controller 2 — for second plaver

OBJECT OF THE GAME/GAME DESCRIPTION

One day the kingdom of the peaceful mushroom people was invaded by the
Koopa, a tribe of turtles famous for their black magic. The quiet, peace-loving
Mushroom People were turnad into mere stones, bricks and even field horse-
hair plants, and the Mushroeom Kingdom fell into ruin.

The only one who can undo the magic spell on the Mushroom People and
return them to their normal selves is the Princess Toadstool, the daughter of
the Mushroom King. Unfortunately, she is presently in the hands of the
great Koopa turtle king.

Mario, the hero of the story (maybe] hears about the Mushroom People’s
plight and sets out on a quest to free the Mushroom Princess from the evil
Koopa and restore the fallen kingdom of the Mushroom People,

You are Mario! It's up to you to save the Mushroom People from the black
magic of the Koopa!l

1. NAMES OF CONTROLLER PARTS

AND OPERATING INSTRUCTIONS.

+Control pad B button

in 2 player game START button

SELECT button




o = Control pad

moves Mario (Luigi):

=—dhT

€ O Walk to the right.

{Push button B at the same time to run.}

Crouch. (Super Mario only.)

Walk to the left, (Push button B at the

A button game time to rumn.)
Jump........... Mario {Luigi) jumps higher if you hold the button down longer.
B
SWim .o When yvou're in the water, each press of this button makes you bob

up.

*"Don’t get too lazy about swimming or you'll get pulled under by
the whirlpool at the bottom of the screen.

B button

Accelerate ... Press this button to speed up, then jump
& and you can go allthe higher.

Fireballs ..... After vou pick up the fire flower, you

can use this button to throw firebails.
SELECT button

Use this button to move the mushroom mark to the
gama you wish to play.

START button

Press this button to begin.

Pause:

If you wish to interrupt play in the middle of a game, press the START button.
The pause tone will sound, and the game will stop. Press the START button again

when you wish to continue playing. The game will continue from where you |eft
off.

“The TOPSCORE will disappear if the reset switch is pressed or the power switch
is turned off,

2. HOW TO PLAY

TR As this game proceeds the screen gradually advances

F1 to the right. The Mushroom Kingdom is made up of
a number of worlds, and each world is divided into 4
areas. The fourth area of each world ends in a big
castle. The Princess, as well as her mushroom re-
tainers, are being held in one of the castles by the

turtie tribe. Inorder to rescue the Princess, Mario has
tomake it to the castle at the end of each world with:

- in the given time. Along the way are mountaing, pits,
seq, turtle soldiers, and a host of traps and riddies. Whether or not you can make
it to the last castle and free the Princess depends on wou. You're going to neead
sharp wits and lighthing reflexes to complete this quest!




Starting position and time progress

+ At the beginning of the round, play starts fram the beginning of the area; how-
ever. once Mario gets about halfway through an area, he doesn’t have to go all
the way back to the beginning after getting done in by one of the bad guys.
*When you get to the last castle, you start the game over from the castle en-

trance. ! )
« When play starts, the clock in the upper right of the screen starts tln:_kmg away.
Any time left on the clock when you get to the end of each area is added to
your score as bonus points.
*There is no remaining-time bonus when you get to the very last castle.

Finish Area

e At the end of each area there : . |

is ‘a small castle, but before 1 2 O
you get to the castle you have ' '
to go up a big staircase and
jump onto a flagpole. The
higher you jump onto the
flagpole, the higher the bonus
YOU Teceive,

Pointers

Jumping ....... Mario and Super Mario both jump the
same height.
.ﬂ kL o The height Mario jumps depends on how long you

¥ | hold the A button down.
\ || E ¢ You can use the =3 control pad to make Mario

hook to the left or right even in mid-airt
Bonus Prizes

¢ Pushing the B button makes Mario speed up, and
when Mario is speeded up he can jump higher.

o |f Mario picks up 1 up mushroom, he gets an extra |ife.

» |f Mario picks up 100 coing, he gets an extra life.

¢ |0 addition, there are other ways to get an'extra Mario.

Coin "':h | ‘ ™




Mario, Super Marm ln\rlnmble Mario, etc.

3 1 Mario's Friends .
s A If you come across mushrooms whe have been turned
& into bricks or made invisible, they reward you by

I = 2 3
2 giving you a power boost. With each boost Mario
changss into a different, more powerful Mario, as
[ - . shiown belaw,

Magic Mushroorm Fire Flowar Starman

L =]

|7“ | .
Marie  pgocic Starrman i ;

Mushroom Fire F"l;:.l.r-.n::r ie = \
- » @ » Lalr g ;

‘ T Super Maria l-"n.r-,- Plar i

Invingibole Mario

leeturn 10 ragular Maric whan bumped inta by @ I;r[!:gu':,ri-

g

*When Super Mario or Fiery Mario are bumped into by a bad guy, they don’t die
but simply return to their old regular-Mario selves.

" For a short while after turning back into his regular-Mario self, Mario flickers,
During this time, he can not be killed by bad guys (he's invincible).

How to topple the Turtle Tribe

o Bad guys on top of the bricks can be taken care of by punching from below.
Bad guys on the ground can be done in by jumping on top of them. 1f vou
bump into an enemy from the side or from below, vou die.

“When in the water, no matter what direction you hit the bad guys from you
die,

« |t you stomp on a Koopa Troopa, he becomes 4% and stays motionless for a
while. During that time, you can kick him and sernd him flying to knock down
othar enamies,

s When Mario has fireballs, use the B button to throw them and fry the enemy.

« Some bad guys can't be killed, Look out for these immortal creeps!

# The points you get depend on how you kill the enemy. Try a few different
methods to see which gives you the most points.



Beware! The following are deadly:
= Bumping into members of the Turtle Tr
flames.

ibe. and other baddies. Walking into

o When you bump into a 4% you had once kicked. _
*However, Super Mario turns into regular Mario and the game contindes at that

spot.

s When you fall into a pit or get sucked down a drain.

e THME FUENS out,

Little Goomba

A mushrooam who batrayed the Mushroom
K irugedonm,
One stomp and he dies, L L 100 PTES,

H —-_I i

Koopa Troopa
(green)

Koopa Troopa
(red)

K oopa Paratroopa
{green)

Thig turtle i chicken! “ery timid  he
gets scared easily and runs back and forth
a:lat. Jump on him and he stops mowving
= T

e e JOQPTS:

| A bit out of control, ha wings around aim-
lessly and comes &t youw all of a sudden.
Stomp on him and he losas his wings. . . .

e a0 00 PTE,

Koopa Paratroopa
(red)

Soldier of the Turtle Emgpire, his orders
are io find and destroy Mario. Jump Gn
hirm and he stops movieg for @ while.

e 100 PTS,

Thiz turtle s wnder contral, but likes o
taks it easy. Stomp om him and ha loses
Rz weings. e . A0 PTS.

Buzzy Beetle

Cruite the toughy; firebells don’t even faze
BRI e o BRI B L e i 100 PTS.




[ The Hammar
Brothers

These wily tain-brothes turtles come at
v Theoweing hammers. . o 1000 PTE,

Lakitu

The mystaricus toarthe who coniroals the
clouds.  He chases afrer Marse and drops
Spany’s eggs on top of hirm 200 PTS

— —

——

i Mlan-gating ;:I:aul.\ that hiee im the floweer-

Spiny

Lakitu's pet, but a wild fighter, You can't
kill hirn by jumping an top oof kim o0 L
Tt L R R S I D

Pirana plants

pats.  They show their faces guickly and
without warning, o watch oull Youw cen't
kill them by jumping on top of them
..... 200 PTE.

Spiny’s eggs

Egus of the turtle Spiny, pet of Lakitu.
You cen't destroy them by jumping on
E I . R A M e AT e 200PTS.

-.i.

Cheep-cheep

Usually found in the water, but also
sprauts wings and flies 50 you have to be
caraful in the zir teo. Can't be killed from
#bave while she's in the water, . 200PTS,

Bullet Bill

Chases afrer Mario slowly bur steacily.
Y¥ou can kill him by jumping onto him
Iromabome: o i e e R TS

Bloober

L - imal 4
Chases stubbornly afeer Mario; a guy to |
ook out for. You can't kill him by jummp-
ing - an tap o b, oo o s o ZODETS,




Protector of the great sor-
carar Koaopa king, he comes
flying out of the lake of
| fire inside the Koopa king's

Mushroom
retainers

Seven Mushrooms wwho
| origineally sarved 0 the
court of Frineest Toadstool,
BT are now under the spetil

castle, af the evil Koope king.
Princess Jumping
Taadstool | board

Princess of the Mushroom
Kingdom, sha is the only
ocne whio can break thea
of the evil

spaizll
kimg.

b e ik

‘ | The sorcerer King halding

| 1F Maria pumips onta i, it goes

| wp and dows, Pushing the &

| Dwiten  wihen  the jumping
hoard i1 all the way up makes
Iario jump superhigh

Bowser,
King of the Koopa

Princass Toadstool captive
i the last castle. He comes
at vou spitting fire, There
are several waye to kill
himn: Bt wol ooty get |
paints of yow use fireballs. |

RN il i e

Secret Tricks

4%  Bulldozer attack

s Kick one of the £ and then run
right behind it {use the B button)
and your path will be clearad for you
as your enemias are sent flying.

*Just look out for ricochets. If the
4% runs into a [ , your attack
will backfire and you'd better move
fast to keep from getting swept off voursalf.

«|f you want to get a lot of points, be sure not to leave any enemies alive behind
you, since the more enamies you kill the more new ones appear. Especially,
when uging the “bulldozer attack,” make sure all the enemies on the screen are
wiped out before continuing to the right.

= Because the screen mowes from left to right, there are enemies off the edge of
the screen that can’t be seen. You can't kill enemies you can’t see by sending
a 43 off the screen after them. Why not? Maybe they jump over the enamy
when Mario isn“t looking . . . !

Strangely enough, however, if a kicked %5 bumps into a & off the screen,

it comes ricocheting back at Mario. If you hear the sound of a ricochet, jump

right away so you'll be ready when it comes flying back onto the screen.

«When a £3 comes ricocheting back at you, it's possible {for a real pro, that is)
to stomp on the turtle one more time and stop it.

s There are plenty of other tricks — see if you can discover them on your own.




Chain-reaction techniques

e Use the old “"Domino Effect” (ask
your parents) to wipe out a bunch of
bad guys one after the other to get
high paints,

s Each coin you grab is worth 200
points. |f you collect 100 coins, be-

sides the points for the coins you

also get an extra Mario, Without a
doubt, a lot of coins are tucked away

somewhere ... (why do ya suppose
thiz i under "Chain-reaction Tech-
nigues?™].
Top Secret
*You get 50 points for each brick you smash . . . try punching lots of different
places,
" There are several different ways to get an extra Mario . . . try to figure them out

for yourself,

* At the end of an area {after you jump onto the flagpole), fireworks may go off,
and for each explosion you get 500 points. The reason the fireworks go off is
a secret;see if you can figure it out.

DUCK HUNT ®

This game requires the Zapper® Light Gun Attachment.

OBJECT OF THE GAME/GAME DESCRIPTION

This fast action target game takes you into the marshes with vour trusted
hunting dog at your Bi:ﬂE- He'll flush out your prey, then it's split second
timing and sharp shooting accuracy to bag these ducks. Take on one duck or

two at a time, and then as a true test of marksmanship, try clay shooting —
the ultimate challenge!

1. CONNECTING THE ZAPPER TO THE NINTENDO
ENTERTAINMENT SYSTEM CONTROL DEDK

Game Pak

TTTTT T

Mantendo Erdartainmarn System Contiol Deck Conngciar
Insest 1he Zapper's connectar into the Conbro@er socket 2.

=l




2. NAMES OF CONTROLLER PARITS | Pause:

If you wish to interrupt play in the middle of a game, press the START button.

ANE DPEMTING INSTRUCTIDNS | The pause tone will sound, and the game will stop. Press the START button again
Controller 1 Controller 1 — START/SELECT or for j when you wish to continue play. The game will continue from where you left off.
second player in Game A *The TOP SCORE will disappear if the reset switch is pressed or the power switch

—chControl Pad

: ﬁ:}'lcuntrui pad is turned off.
1 ] Lsed with Game & for second player to 3 OPERA TING THE ZAPPER
(ot B A ;ﬂgtml duck’s flight pattern. Yt e dpoiox. 6 Tost £t
2 I—-j | utton — not used. i . ]
I{Ilj e Iﬂ!-l Abutton g ston — not used. *The target range depends somewhat on the size of
B button ST

—START button Adjusting the TV screen .
— — SELECT button *The TV screen must have its contrast and brightness | . {

adjusted properly for this game. |f not, shots may ’ B

nun“ ; EELEET button R . not I-n_t the targets. . i

When this button is pressed, the arrow (=] on the Selecting and starting games with the Zapper [

H " H -l- 5Freen_ moves. Line up the arrow with the game *Paint the Zapper away from the screen with the :

UL WIStEAY _pla\:'. . : game menu displayed, and shoot. The arrow {—1 will i

. GAMC AL DUk Game selection is also possible with the Zapper. ,

GOME B 2 DHKE Mg, i

e P e o “Ling up the arrow (-] with the game you wish to I
B i i o R play, and then shoot directly at the screen. The b

game you selected will start.
ETAFI'!' button . 2 : _ * Some TVs may not be adjusted properly for the game. Please adjust the picture
Press this button to begin. Starting is also possible with the £apper. controls if the game doesn’t start when the Zapper is fired at the screem,

19 20
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4. HOW TO PLAY
Game A: Duck

In this game you hunt ducks one at a time.

*When the hound finds a duck, it barks and jurmnps
inta the thicket. Ducks will then fly up one at a
timea. [The ducks will fly up from various locations. )

*The duck flies around the screen for a few seconds.
This is your chance, Aim and shoot! But remember,
wou only have three shots.

*The flashing duck at the bottom of the screen is
your hit indicator and will turn red if a hit is scored.

*A MISS occurs when all three shots are unsuccess- ?f;ﬁr Hit indicatar
fully used up, or when time has run out, When this g0 ar {number of ducks
happens, the color of the sky changes, and the duck Pass line shotl
flies away., (The hound comes out and laughs at
you.)

* Sometimes off-colored blue or off-colored red ducks
appear. You get a bonus score for shooting these.

* Each round ends after 10 ducks have flown out of the thicket. The PASS LINE
at the bottom of the screen indicates the minimum number of ducks that must
be hit to advance to the next round. If you hit this number of ducks or more,
you advance to the next round; otherwise, the game ends.

* The ducks fly faster, and the number of ducks in the PASS LINE increases as
you advance to later rounds.

[2 Players:]

GAME A can also be played with two players.

* One player is the hunter. The other player controls the ducks horizontally and
vertically with the control pad, trying to avoid the hunter's shots until the sky
color changes. {Ducks automatically escape when the sky color changes.)

GAME B (Duck Hunt)

In this game, two ducks fly up at the same time.

* The game is played in the same way as GAME A,
hut the color of the sky doesn’t change.

* This game can only be played with one player.

GAME C {Clay Shooting)

This game is a version of trapshooting.

* Clay pigeons spring out and fly away in the distance
two at a time. Aim carefully, and shoot them.

* The clay pigeons become small very guickly as they sl
fly away. It is easier to shoot them when they are
close,

* pein GAMES A and B, a PASS LINE indicates the
minimum count necessary to advance to the next
round,  The game ends if the minimum is not
achieved.

Clay Pigeon o

22




[Shots: ]

GAME A ........... Three shots per duck

GAMEEB ... Three shots per two ducks
GAMEC ... Three shots per two clay pigeons
[Scoring:]

GAMES A, B and C

* The points received show up on the screen wherever a hit is made. Points differ
depending on the round.

* A PERFECT bonus is awarded when a round is ended without a MISS.

[ Advancing to the next round]

* | the hit indicator has reached the PASS LINE at the end of the round, you
advance to the next round; otherwise, the game is over.

* The minimum count on the PASS LINE gradually increases as the rounds ad-
vance (starting from the 10th round).

[Round number]

* Round numbers are indicated with "R ="

23

WORLD CLASS TRACK MEET™

SAFETY PRECAUTIONS

WARNINGS FOR THE SAFE USE OF THE POWER PAD

sThe Power Pad is inlended for use in fun and relaxing exercise with the NES and should be used
carefully.

=Always slay on the Power Pad surface and run or jump with control and care.

«Da nnlmp forward on to the hard plastic connector cover affixed to the front edge of the
Power -

+The Power Pad may be slippery. Always check to be sure Pad will not slip on floor and that you
will not slip on Pad.

sAlways do warm up exercises before using Power Pad.

*Parsons with hear, respiratory, back and joint problems, or high blood pressure or under a
physician's direction to resirict activity should not use the Power Pad without a physician’s
advice. Pregnant women should not use.

=Do nol wear shoes,

*Keep sharp objects away from the Power Pad at all times.

*Keep the Power Pad away from all water or direct heat sources, including stoves, radiators,
heaters and fireplaces at all imes. Do not use Power Pad ouldoors,

HOW TO SET UP YOUR POWER PAD SAFELY

sPlace the Power Pad and the NES on a firm, fiat surface as far away as possible from the TV set
and other sharp objects or corners. Check carefully to insure you will not hit any objects it you
stumble and fall during play.

+Turn the NES Conirol Deck OFF when changing any game cartridge of making a connection from
the Power Pad. Sometimes static alectricity builds wp in the Power Pad and connecting it with the
power on could damage the Nintendo Entertainment Syastem. Do not stand on the Power Pad while
making a connection.

sWhen unplugging the Power Pad connector from the Control Deck, always hold the connector
itself, not the cord. Do not touch the terminalis or wet them with water,

=Keap the Power Pad clean and dry during play.

Failure to read and comply with the instructions, including safety precautions, may result in
personal injury to you and/or damage to the Power Pad, Nintendo of America Inc. assumes no 24

regponslbllity, obligation, or lability for injuries sustained due 1o such failure.



1. THE EVENTS
TYPES OF EVENTS 2. HOW TO CONNECT AND OPERATE THE POWER PAD

100M DASH : AR ]
The most crucial element in short distance running is ] | Use the B side of the Power Pad with this Geme Pak. Do not use the A side, |
the start. Controlling vour pace i5 also an important factor.
This game not only helps develop vour muscles and alertness

but also develops your mental concentration and stamina. 2

HOW TO CONNECT THE POWER PAD TO YOUR NINTENDO EMTERTAINMENT SYSTEM
CONTROL DECK

To adjust the television screen when connecting the Control Deck to your television, carefully

LONG JUMP read the Control Deck and television instructions.

In the long jump, coordination between the speed of the approach™,
and the timing of the take-off is important, You are disqualified if5is

you step over the take-off line. The key to success is developing © 1
vour jumping ability in general. I_,___."
g
110M HURDLES '
The key to winning the hurdles is the timing of the jumps. You E
will not be disqualified even if vou knock many hurdies GV,
I h ¥ h he righ 3 .
bt vou lesetime by ting her. You shoud ump o the e L7 0\ 1. Tum the Gonvl Dack 2. Plug he Power Pad 3, Insert he Gome Pok n
9 |_. %l ,;s-,c_; T Fower Switch to OFF, Connector inta the No, 2 the Control Deck.
A == Plug the standard socket on the front of Unfold the Power Pad
TRIPLE JUMP e B Controller Connector the Control Deck. completely, then turn on
The total distance of the triple jump will be calculated as your . inte the No.1 socket on the Power Switch on
score for this event. You should keep up a relatively fast - the front of the Control the Control Deck.
speed in the approach, Try to maintain your momentun going Dack.

into the hop and step, and use all your might in the final jump.



NAMES OF PARTS 3 : 3. NAMES OF THE STANDARD CONTROLLER PARTS AND
ST rowmpan | soea OPERATING INSTRUCTIONS

; SUPER SPEED | i
- POSITION (Sieeer smamn |
‘ — (A hutton

: : , Eia
i
‘s Y| ADVANCED - (B button
¥ ; T SPEED POSITION h

START button
L Control Pad

: iELEC'I‘ button
' EHE#EMEFEED SELECT button.....Use this button to select the event, If the screen is in registration mode,

the selected letters will be entered. If vou press this button after the game

; is over, the screen will show the award presantation. f vou press it again,
LEFT | RIGHT LEFT | BIGHT the screen will move to another gama.
FEI:JTI FOOT FOOT| FOOT START button......Press this bution to begin the game.
j l'-',__;Et:-mrul Pad...... Use this pad to enter individual information.
LEET COMNTROL RIGHT CONTROL {..!-.jtuu[mn,-, veraneerse this button 1o mowve the blinking cursor to the right on the screen.
AREA AREA, (B BuTton..... oo e Use this button to mowve the blinking cursor to the left on the screen.
FAUSE................ The START button functions as a PAUSE button at certain times. If you

press the START button when the screen is in award presentation mode
for the 1T00M Dash, the Long Jump, the 110M Hurdle and the Triple Jump,
or when the screen is in the individual score mode or award presentation
for the Olympics, the screen will freeze.

i

* Two players can race side by side inv the 100M Dash and 1 10M Hurdles.

= When vou run in place on the pad, the runner on the screen will run, and swhen you jump,
so will the runner on the screen.

= |n the 100M Dash, the runner won't jump.

27 28




4. EVENT SELECTION AND NAME ENTRY 5. HOW TO PLAY

Input of the number of players

INPUT SCREEN 7} HOW TO READ THE SCREEN DATA
Bisnkirig Craar =it 100M DASH, 110M HURDLES Name
g”ﬂ“' When you play by yourself in either the 100M
G i dash or 110M hurdie, use only the left side Tinne
Input of Tt control area on Power Pad. False Start
Prayers' Mames p
Runninig
Types of Event Position
Blank WlEter (This
Mark d shows whare
- - the rsrinegr is
*This screen won't appesarin the Left sice runmne in relation to
touwrfnament mode. the atart and
Right side runner finishl
" Ehma one of the events listed on the screen by prassing the SELECT button. Then press the START - LONG JUMP. TRIPLE JUMP ype of event
ulton. = .
* Choose the number of players uging the 0o control pad. Then press the SELECT button. WEanyau Sy Wl oA T SR AT Distance {List
= IF_IEEH :hu:IETﬁ.HT bé..li;;n. "r'u;J will zee name entry Banks for the number of players vou have selacted. Jurmnp or the Triple Jump, you can use either the
a meximum is yers, y ; T
* The writing position [Blinking Cursor) can be mowved to the right or lgft using the @,J Eattar sivd F left side or the right side control area on the Mo
the (B] button. " Pawer Pad. & i Fosithon
= The letter selection mark (Arrow Cursor) can be moved using the © 2 control pad. e MY Meter [This
* Pressing the SELECT button will put the selected letter in the writing position. B you make a mistake inclic ates
when entering a letter you can correct the entry. To dao this, bring the Blinking Curaor to where the error :ErrTEn:ar ﬁ:“
is by using the [A) or (B batton, then corract tha mistake.

in relation te
11.1=_ start and
finksh, )

After entering each name, move the Blinking Cursor to the next line using the (&) burtan.
After all the names have been enterad, press the START button 1o compets,

29
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2] TOURNAMENT

The top spead of each runner varias depending upon what
spoad position he takes at the start. Which positicn are
vou going 1o take to beat the champion?

* Super speed position—Beat the world champion by
competing in this position,

¢ Advarnced speed position—You are not far from
participating in the Olympics.

* MNormal speed position— This is closest to the normal
running speed. You are in the same position as the
COMFULer FUnmers,

* Press the START button and stand on the left side control
area of the Power Pad. " Start” will app

In the other events, vou can use the Normal, Super or
Advanced Speed positions onboth the left and right side
control areas,

This is a tournament game. against & champions registered
in the computar. Baat tham in 100M Dashes and 110M
Hurdles.

False start indicator

& | you lift yvour feet from the pad before the starting signal,
g whistle and the starting gun, it is considered a "“false
start’’. You will be disqualified after three false starts.,
Be careful.

& A5 goon as you hear the starting signal,which is a whistle

followed by the starting gun, run in place on the pad as

guickly a5 you can.

Your runner will increase his speed gradually.
If you win against your opponent in the 100M race, you move on to

100M Hurdles against the same opponent. -
If you win the 110M Hurdles as well, you have beaten one opponant. 2

Your prize will appear on the screen:

After wou have beaten one
apponent you will recerve ane
medal, after a second opponant
a second medal, and after having
beaten yvour third opponent, You
will receive a third medal.

You hawve 6 opponents
altogether. Your prizes will
accumulate as you continue to
T

"y

o O O

Wil SRE CHaM L oM | _E

é

¢ If vou are beaten, the game ends
there. If you wish 1o start the
game over, just press the START
button, and the first opponcnt
will appear.

32




CHALLENGE THE CHAMPIONS!
OPPOMNENTS ENTRY FILES

No.1 TURTLE
Let's have arace.

Mo.2 BEAR
It's my turn now.

MNo.3 HORSE
I am really fast.

The secret 1o victory is [0 keep up your pace.

a3

o4 RABBIT
Can you beat me?

Mo.5 BOBCAT
Can you keep
up with mea?

Mo.& CHEETAH
If you beat me,
yvou're the best.

3) 100M DASH

Goll

Get set

B 2. 80 0 S

Super speed position
is hard to beat,

When vou play by yoursslf, yvou compets agairnst
the runners registared in the computer. When you
play with two or more players, two runnars
participate sach time.

When vou have 3 or more players registered, the
award presentation screen will appear at the end.

You can have only 2 false startg.
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The runners’ speeds vary depending upon
the speed positions at the start.

You can easily adjust for playvers of
uneven ability by having them start in
ditterent speed positions.

Get on the pad and get ready! When twa
runners have gotten on the pad, the
starting signal, a whistle, will be heard.
When you hear the pistol fired, start
FLInAEMNG.

F o After the events are over, the screen automatically shows the
awards presentation. If you press the 3TART button during the
awards presantation screen, the PALISE function works,

el #EEIRE

When you get on the pad of the Power Pad, a whistle is heard. i yvou start running before
the pistol is fired, it is considered a false start. You will be disqualified if you have three false
starts or cannot finish within B0 seconds,

35

4) LONG JUMP

START AT THE
SOUND OF

THE WHISTLE.

You have 3 chances to
jump. The farthest distance
is considered vour official
SCOre.

if vou choose a higher spaed
pasition, you can travel &
longer distance, it is
harder to gauge the timing
of your final step.

Choose the position which
suits vou best.
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LANDING! 5) 110M HURDLES

ON YOUR MARK STAND UP!
WFY T T

* When vou play with several players, let each player jump
cnce and then go to the secend round. Repeat three times.

* Step on the pad on the mat and start with the sound of

the whistie. [There is no sound of a pistol.)

(TAKE-OFF LINE) When you play by yvourself, you 3
- compete against the runners RO

= 3 it 1
registered in the computer. When
vour play with Dwo or more players,
twao runnars participate each fime.

Jump in front of the take-off line using good timing,

* |f yvou step over the take-off line, 11's a foul and the jump won't be
recorded.

= [f vou have 3 fouls, vou are disqualified.

When you have 3 or more players
reqesterad, the award presantation

* After the game is over, the screen will automatically show the el e L
MEEr Wl dppear 2 end.

awards presentation.

* |f you prass the START button during the awards presentation,
it functions as “"PAUSE™

You can have two false starts.
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The runners’ speeds vary depending
upon the speed positions at the start,
ia T s "'".i._: " You can easily adjust for players of
Hokll. unaven ability by having them start in
different speed positions,
Get on the pad and get ready! When
two runners have gotten on the pad,
the starting signal will be heard.
When you hear the sound of the pistaol,
start running.

With 100M Hurdles, jump over the hurdles carefully timing your jump before the hurdles.
Jump when you see the white box markers along the edge of the course.

When the events are done, the screen automatically shows the awards presentation.

If you press the START button during the awards presentation screen, the PAUSE funation
works.

When you get on the pad of the Power Pad, the sound of a whistle is haard. If you start
running before the pistol is fired, itis considered a false start. You will be disgualified if you
have three false starts or cannot finish within 60 seconds.

6) TRIPLE JUMP

Three fouls, and you
arg disqualified!

I the tripke jump, the total distance for the three consecutive jumps
i5 considered yvour official score. -

Try your best, paying close attention to the timing of the jumps.

If you choose a higher epeed position, you can travel a longer
distance, but it is harder to gauge the timing of your final step,

Choose the spead position which suits you best, 46




(THop before the take-off
line concentrating on

__good. timing.

ZiLand on the same foot

_ you hopped off,

-’;\“_‘:Hup to the other fool.

walJump ‘and land on both

41 test.

® Get on the pad on the mat and start an the sound of the whistle,
(Thare is no sound of & pistol ]

* When you play with several players. let each player jemp onca and then go
1o the second round. Repeat threa times.

* |f you step over the take-off line, it's
a foul and won't be recordad. If you
have 3 fouls, vou will be disqualified.

* When the event is over, the screen
will automatically show the awards
presentation.

* [fvou press the START button during
the awards presentation screen, tha
PALISE function works,

*In World Class Track Meet Triple Jump, even if vou don™t
propefy alternate your feet, it won't be called a ““foul’ so that
smaller children can play as well, (For example, when a small
child steps with both feet instead of one foot, it's not considered
a foul.)

7] THE OLYMPICS

This is a group game which aflows fumerous participents.
The stadiurn records for each event ara all sdjusted to ba
caloulatad on a 100 point scale.

You play 1T00M Dash, Long Jump. 1108 Hurdies, and
Triple Jurmp consecutively. Eech scare is converted to &
100 point scale and is totaled,

= Tha 1982 world track record listed in the Guiness Book
iz usad as the referenca 1o et the scoring standards.
= For each track event, read respective reference
numbers;
) 100M Cash, 4) Long Jump, 51 1100 Hurdles and
& Tripla Jump,

INDIVIDUAL SCORE BOARD

Seore I8 converted 19
10 pont scale

Total scarg
*The actual screen may be

alightly diffarent from the
illustratoen.

= WWihen each player finishas all tha events, the total score
for mach individual playver will appear on the screan.

Thean the awards presentation will follow.

i there are players of varylng abilities,
cooparation in the selection of the spead
positions i racammendad.
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6. WORLD CLASS TRACK MEET-TIPS

Do some warm-up exercisas such as leg
stretchas and jumping before you start
the game, Hurrying nto  strenuous
exercise is not good for your health.

7. SCORE RECORDING

ccidde EVENT -

* [f you hawve a problem
keeping the Pad secure,
place a vinyl or similar item
underneath the Pad. Oryou
can uze tape at the four
corpars to secure the Fad
50 it doesn’t move.

= Too much exercise may be
harmful to your body! One hour
a day is 8 moderate amount of
exercise.

BEST SCORE

a4
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and
used properly, that is, in striet sccordance with the manufacturer’s instructions,
may cause interference to radio and television reception. It has been type tested
and found to comply with the limits for a Class B computing device in accordance
with the specifications in Subpart J of Part 15 of FCC Rules, which are designad
to provide reasonable protection against such interferance in a residential instal-
lation. However, there is no guarantee that interference will not occur in a parti-
cular installation, [|f this equipment does cause interference to radio or television
reception, which can be determined by turning the equipment off and on, the user
is encouraged to try to correct the interference by one or more of the following
Measures:

— Reorient the receiving antenna

— Relocate the NES with respect to the recsiver

— Move the NES away from the receiver

— Plug the NES into a different outlet so that Contral Deck and receiver are

on different circuits. L

If necessary, the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet
prepared by the Fadersl Communications Commission helpful:

How to |dentify and Resolve Radio—TV Interference Problems.
This booklet is available from the U.S. Government Printing Office, Washington,
D.C. 20402, Stock No. 004-000-00345-4.

90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

IRAY LIVITID mARFLNTY:

WS B A gesad fra N renEE T anmans b e g ing
seF R gzt iaen 10 P e BATE s Goore Bl CPEK S pral
fo e ey fabesim e Tnpke 0 B0 s i Ny el gl o0
v tunm froee ot o prarc e § o ool O @2 S8 THD samay
AT, n.tl.l# it P-clory sty ol bivba e o sl pou i £
wplife 178 FAE o s agiin bae o cha e

T rectlsn vi warrenty sorvoe:
R e g S TRETTE T T T e T e TR T T T T

I. Molly tha N rfemds Coosamees Service Depoararent ol Hw
probiam rrm-'fglntmrr; ges £ by cale g 1RG0 J153220,
S Conigmie St gn Dopd imaer & o opd Rl on (g A i
AR 5 1300 W Preihe Tiese, Vet iee gl Satuedy
Firenn mizpe te churg | Phaass Dot serd s Pae g
M so balees fuld weg 150 Oovdoivis B Dijtivind,

& Tes B rlkrads Sercs Fapoeesrialos & ooz e 17 soled e
proligee by poide Baoal feoiie sta wil B elum
Aglvralnabys FirEIae il‘flﬂ' FpCoed TRy ramEeEn D e
suln e San bagEe o e donl s FAE 300 i plen A
IFEKINT WEMAE A0 BELBRET FOH lﬂiﬂ:ﬂ.’i-’l ARGE,
h.i:l'u it il eip s nm :rhﬂll'-*l-lmdtlﬂﬁ'l'rl
B Ny Ay et Call W

kv oo a® dprenca b
FiEE Qv arn Sones Deparment
A0 e MG At M E
Aggrrged, S fR0GH

Thio sawratty sl ray angly F ke P mpn Dear daruiged 29
Funy R O, R00RIETT, AR 0R] i e TedTEREAIET, IRIT e
R TR TT R ETRERT PR EET AT I R TR R LR R

FEPAINGEERVICE AFTER EXFRATI0N OF WARNANTY:

10l PAK cirvwd £ipes @ oS bem reg i r aaead el e g
BRI e Cald i e SO TERST VR M el Dt rmen Saralg
Dapsatrsarl o Tog prioer fpnles o] aoter, 18 v Horderel:
Sana o Miacawasarrad raa s poa et be 02 gya g Top Qobdem by pdd fin
e g abe 0e pia ol e agEseoaimarte conl o RFREFOR D TR T
v IRl ey P‘Ehi 102 ey oA yonn A T @ B A 2R
LA L

Wida Ty P rprnenld B0 e o 0 Daltade Illi*ilih_iﬂ“ I*_I
silect e PR prd paany 10w abpiariay vy [Fondan FRTIGT

BRESAIR ARD INGUREE PO LCEE | O R T w1 Pl
el @8 e b Pty D Cavibie b Rimae ol ! Aoy el
Mo Wl i usyind 3 I ik iy B e cFangel on s YIRL
= WASTERCARD crad i (e |

F Eras garicral Fegeeshae, Ben NEvEs e Eies o Fad i peed biee
iy fo e P 2 i rol Dad vipan a2, §ws | Ba wmresd insd wiaw
(e Ty TR

WAIMARTY LIWITATIIRS:

ALY APPLIZABLE IMPLED AMPIANTES IhCLUOIMNG
WEAFFANTIES OF AWERCHANTANL T AR FTKRESS R &
FAATIOLLAA PUFPOLE, MFE MERTEY (PATED TO MKETY
B 5 FTICH THE DATE OF PUPCHASE &850 APE SLBJECT TO
THE CORDITIOMS SET FOATH BERET N NDEYENT SHALL
F R TERDC BE LWELE FOR COMNSECAEMT AL OF ING DERTAL
DM ARE S NE S0 TING PR3 THZ BREMCH OF ANY EXRCEH
i PAFLED NRRETIES

Tha Cogs e fd of D e wmnonniy oo apl o mi®e Lrees s SEnlem oy
Saadd s i el LB Bl OFE O P Os B30 ETEaT aveTide
Tunis or psnban oo of cirmang il S oronlpanad e pod, B3 Tl
Aot Erivhann peed e pdat s nw asoly wpds T asdisils
PR AN ITEE L [ T4 |i"|:t ﬂ-}!li_ L BTN D L RRY B L LT F-;.Hr
'l o e e SR

(nth




