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Prologue
Opening Story

Generations ago, the world fell into deep
Chiros.

The Master hod mmaineained the werld in
e state of peace and harmony. However,
an evil one called Tanzra began
threaten its very existence. People spent
their lives manifesting their love to their

fled to the safety of his Sky Palace.

With the little cnergy he had left, he
erected a barricade.

To heal his sevious wounds, he fell into a
long and deep sleep.

While in a deep sleep, the presence of the
Master’s powwer vanished.,

With no one to inspire resistance, the
forces of evil invaded the world and did as
!he}r pIeaxed.

Master while fearving The Ewil One. ') With little hope for any support from their
The Master and The Evil One were L Master, the people had little choice but to
eternal enemies, be rransformed into monsters,

In strength and power they were almost ||‘, The Evil One divided the world into six

: q = ciftials. | linds and twned over control of each

- iy b 5 Even though the world had fallen into i vegion to his Gaurdians,

3 i Chaos, somehow the carvth continued on i} The world awas completely vuined. Stone

.=i:| "7'35,__ = its revolving course. statues the people had made in honor of

= xq"ﬁ" Invasion and destruction... their Master became the only remaining

E *  These were the only aimsof The Evil One: | evidence of a once strong and thriving
T conguer the world was his only desire. | society.

o £ } e However, The Evil One svas wnable w ?’L Several hundred wears after the world

A A e destroy the Master. | had fallen into The Evil One’s power, the
; 3 He ovdered his six Guardians, who had [V Master, who had long since retreated to
enorimous strength, to defeat the Master the safety of the Sky Palace, bégan to stir.
and conguer his world, Even though time had completely healed
Even though the werld was still in a state the Master's wounds, his power
of peace; the balance of power began to disappeared when the last of his loval subjects succumbed to the
gradually sivay towards darkness. ] forces of evil.

""" Oie day, The Evil One and his He found his once ideal world and loval subjects now overrun by evil,
Guardians suddenly appeared ar the This caused the Master much grief and sorrow, but what could he
vuter gates of the Sky Palace. 4 do? He had no power.

The Mastev, who understood the rvewl I Inspived by the faintest of hope, the Master resolved to battle The
purpose of their presenee, fought with i Ewvil One so that peace and order might once again prevail,
great courvage and little vegard for kis vun i
life. With the final preparations made, the Master took down the barrier
The battle waged on for many days, ' protecting the Sky Palace and silently began his mission to destroy
¥ The Maseer was so badly injured that he |r The Evil One’s hold on his earth.
& &




THE OUTLINE OF THE GAME

As you develop the land, vour power will gradually be restored.
With renewed power you can rid the earth of all monsters,

r 1. LA LSl R b
"ActRaiser” takes place in a world invaded by
the forces of evil,
As Master, you must defeat all monsters in each
Action Mode in order to purify the land that is
being dominated by evil. Each land has twao
separate Action Modes, "ACT 17 and each of the
six districts has one Action Mode.
Lpan completing ACT 1, of an Action Mode vou
move into the Simulation Mode, An orderly
development of the kand will result in anincrease
of the population, which will raise vour level and
fighting strength.
Ini the beginning, yvou will only be permitted
entrance to Fillmore, To visit other lands waill
fequire that yvou increase yvour level. Your first
mission will be to purge the land of Fillmore;
cultivate it, and raise vour level,
Below is an example of how you will progress
through the Action and Simulation Modes.

F'IJRIF":’ FILLMORE {ACTION MODEACT I

| b
As the-once-ruling Saster, vaur task in the Action
Mode is' 1o regain control, of all the land. To

‘._at (= nmpli’sh is task vou'have chosen the statue
ot A reiar (o embo l'j\" yOur spirit.
ACTHamist be completed befare moving into the

: WE Fach land ks TWO ACTION

MODES tave sealed all the monsters”

lairs fn-the S"Enﬁl mn MHUH, you-can advance o

ACTHE =

3 F TP P el WK R ATI

et el by

The Simulation Mode begins upon com pletion of
ACT ot each lands’ Action Maode. Your task here
is to develop the land and increase  the
population. When the population increases to a
certain number, the Master's experience will
raise a level and his HP will increase, The higher
the Master's experience and HP level, the more
prepared he will be for the next Action Mode.
People will cultivate the land in the direction you
advise, Using the Master’s resurgence, lead and
direct the people through the many incidents and
events that take place in the Simulation Modiée.




A R E A GU I DE The waorld is divided into six lands. The fighting is going to start in Fillmore,

i in the middle « e AR ¥ OU rmius uri ¥ the tands one by one,
A NEW AND MYSTERIOUS LAND AWAITS YOU ! T e ot e T T e e T e s )
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GAME PLAY

Fur l:nmplata game play, read carafully

'START BUTTON _
L and HBUTTM Mot used during the game.

(GN [RGI_LER DPFRATI{]h

Controller Operation s described below. The
function of each button may change depending
on the area you are in.

CONTROLLER ¥ BUTTON
| XBUTTON

L BUTTON | R BUTTON

START

| BUTTON A BUTTON
SELECT
BUTTON B BUTTON

Moves the main character in the Action Mode
and moves the Angel in the Simulation Mode: 1t
also moves the cursor.

Shrinks ;,'uur view of the world mag.

Enters the selected command in the Simulation
Mode, Controls jumping mation of the warrior in
the Action Mode,

il:liéfj-g;ﬁ your view of the world map.

Cancels a command selected in the Simulation
Mode. Controlds the sword in the Action Mode,

Start or pause the game.

N T | re—_

i u‘t:ﬂ]r T
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10 ST_A RT GA"“M'E""

Insert your ActRaiser into your SUPER NES and turn the power
switch on. The title screen will appo.ur Push start to begin.

Whe-n playing the game [nr ?h--.=- ﬁrqt timie, ﬂ-t-le-;l
“START™ on the title screen. To continue, selecl
“CONTINUE® and press starl. You can begin a
new game al any Lme, but it will erase the game
you had been playing,

Decide the mame of the Master. Input the letters
ofyour name and title as instrocted on the screen,
Cnce completed, push START BUITTOMN. Without
registering a name, the game will not begin,

When you want 1o stap in the middle of the game,
use the commands in the Sky Palace or the

Simulation Mode. Select  “Other”  and then

“Progress Log™ . This will enable vou to save
the data. Please note, this game pak can only save
one: Story.

To continue a: previoushy saved game, select
“CONTINUE" on the title screen,

It you switch on the power and hold L and R
buttons down on both controllers until the titfle
appears, all previously saved data will be erased.
Thereafter, you will be able to start a new game.

®



Fram the inmer chambiers of the Sky Palace you

COMMAND can execute eight different commands. Using
GUIDES the control pad, select the desired command
angd press B BUTTORM, :

Your game will begin in the inner chambers of the Sky Palace.

The Angel will help vou through the beginning
sequences of the pame,

Read the instructions carefully as they appear on
the screen.

D SKY PALACE MOVEMENT

Selecting this icon will change the screen from
the inner chambers of the Sky Palace to the map
of the world. Lse this command to get an aerial
view of the developing world.

:] OBSERVE THE PEOPLE

Selecting this icon will allow vou to move from
the inner chambers of the Sky Palace to the
Simulation Mode. This command cannot he
used unless the land has first been purified.

OPERATING THE GAME ON THE MAP SCREEN
AND THE SKY PALACE

Enlarges your view of the world map.

Cancels the selected command.

Shrinks your view of the world map.
Shrinks your view of the world map.

Cantrols movement of the Sky Falace,
| also identifies which command vou wish to
select.

FIGHT MONSTERS

Selecting this ican will send your spirit down 1o
embody the mighty warrior statue.

e
SELECT MAGIC

Selecting this icon will allow vou to determine the
magic spell to use during battle. Various magic
spells will be pbtained during game play.

THE INNER CHAMBER SCREEN cCurrent Population of Land

Plus  Totalw Population  of
Land MName, ___———World.

Power  MNeeded to Perform
At of Mature,

—— Master's HFP.

s ! Explanation of Selected loomn.

—Angel; The Master's: Loyal
Servant and Counsel,

; 1
Command lcons. T Message Window.

(13}




STATUS OF MASTER

Selecting this icon will display a current status report on the Master.
Alse displayed will be the population level to be reached before advancing
tex the next level.

: m Indicates the Master's composite
i x

strength.

“ Indicates power needed to

perfarm an Act of Nature,

m Indicates  the Master's physical
strength.

rotal Frog W Indicates Magic Power available
m ficate: E available to
i use,

Maw ic . arai
& TOTA

:
|
i Ly e HE 3
|

= = F 28 =P i

Mo i 200

Indicates total number of people
"8 inhabiting the world

m. Displays the offerings you have
accepted during the Simulation
Morde.
NEXT Indicates the population level
LS ARESE needed to advance a level,

m Diisplays the magic spells that can

E] be used by the Master.

STATUS OF CITIES

Selecting this icon will display the status of ‘each town. You can PFIE(]d‘i{'a“Y
check on the development of each town.

[ =T 111 .‘:

Displays, by name, all six lands.

Displays the speed at which each
town's population is increasing.

ITEM Displays the number of offerings
Rdaliadl found in each land,

i ] 8 Displays the current population of
each land.

Displavs the cultural level of each
tand. The higher the level, the mare
developed the land,

TYPES OF POPULATION SPEED

Five types of population speed are
displayed.
Below is an explanation of each.

m indicates. no  people currently
inhabit the land.
SLOW Indicates population is increasing

slowly, Your people may require
a special item or mav need more
purification of the land 1o increase
population speed.
E:*::::'I' Indicates population is increasing
very consistently,
B Indicates the people have a
problem and, until it's resohlved,
the population will mat increase.

__STOP

Indicates the current population
has reached its full potential,

PROGRESS LOG

Ia save yvour game, select this command. and
choose either “Yes" or "No” | Only one game
at a time can be saved. Every time you save a new
game the previously saved data will be erased.
Remember to push the reset button when turning
the power off.

-' MESSAGE SPEED

Controls the Message speed.”d being the slowest
and "0" being the fastest, mowve the cursor with
the control pad and enter your selection with &
Button. :

®
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ACTION MODE

RID THE LAND

OF ALL MONSTERS

Your spirit brings life to the Hawless statue, Your
quest is (o rid each land of the evil that infects
it, Access the command window and select the
“Fight Monsters™ command to bring life W the
mighty warrior.

GET READY FOR MAGIC!

Throughout the game you will be given different
mapic spells. Once vou've collected some magic
spells {before selecting the "Fight Monsters”

Mode) select which spell you will take with youw.
Each time a magic spell is used it consumes 1 MP.

MAGICAL FIRE

Fire balls will be thrown to the right and feft
attackimg monsters in your path,

MAGICAL STARDUST

Countless shooting stars fall from above injuring
| any monsters on the screen.

MAGICAL AURA
The aura of the Master will become a giant ball
L | of light, launching a rotating attack.

MAGICAL LIGHT

A powerful light from the Sky Palace streams to
earth to the nght and left of the WArTQF, injuring

B all monsters in its path.

| CONTRO[IER OPERATION IN ACTION MODE
Y BUTTON

% Controls sword movement.
# Throws force fields from the sword.

!B BUTTON

¥ Jump

# When used with Y BUTTON, vou can jump and
attack.

A or X BUTTON

# Allows you to use the Magic Spell you are
carrying with you, You must also press the
control pad up when pressing the button.

% Kneel down. When ol wse with
¥ BUTTOM, vou can kneel and attack,

CONTROL PAD:RIGHT AND LEFT

% Mowes your character to the right and left.
Where necassary, you can also retreat.

THE DISPLAY

Time : When  the time limit reaches zero,

| Remaining lives, Y24 will lose one of vour lives.

% e SCOTE,
| E e o
; h':a*&-f" atio Tu 200 Tg5

: EAEH Y

Indicates - the number of

Warrior's Life Gauge, ; ;
Lirmes you can use magic.

Enemy’s Life Gauge.
Type of Magic Spell.

¥ 7]
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DEFEAT THE GUARDIAN'

How to move nn'tu the Action Mode.

POWER-
Light Oirbs
the Orbs with
that will ail

DEFEAT THE O
THE ACTIO)

At the end of eall®action 8 will face a
formidable foe. ill notihe easil ‘onguered
but with valiant effost. Youfpay need to call on

any - Magic Powe -Edu ;mquw-.ﬂ.

TWO ACTION #IASE IN EACH
LAND =

Each af the 6 ActRaiser fands combine two action
phases with a simulation in between. Clearing the
first action phase allows you to begin wark in the
Simulation Mode. Listen carefully to the advice
and instructions you receive,

N S R T P O S 1 L R e LT R

ITEMS

Items will appear in the Action Mode.

I“nwer ups arH:i items are hld[li'l‘l rh roughout the
game. Once revealed, they will be on the screen
for anly a short time hefore disappearing.

HALF APPLE

1/4 of your life gauge will be restored by taking
this item.

ORIGIN OF MAGIC

Each magic scroll will increase your MP by one
piring.

1000 BONUS POINTS

The THD bonws poits is the highest available in
the game,

PROJECTILES

One of the tems you collect will allow you to
throw crescent force fields from your sword.

WHOLE APPLE

A whole apple completely restores vour life
paugE.

500 BONUS POINTS

A bonus of 500 points. The more points you get,
the easier the game will be.

1-UP

An extra life far the main character.

CRUSH

Taking this item will instantly destroy all enemies

on the screen.




SIMULATION MODE

@ Tha Object of the Simulation Mode,

Irt the Simulation Mode, help the people re-establish their culture and develop a peacefl
civilization, Flest, & proup of leaders will appear and confide in you their problems:

irect and help your people to develop their towms so thiey may flaurish.

As the pverall population incrcases, the Master's Level will ise and his HE will ingrease. This
will make progress in the Actien Mode casier. The Magic offered by vour peaple in the
Sienulation Mode will alsa help you battle mansters in the Action Maods.

CREATE NEW CIVILIZATIONS

T Lpon completion of the first act of any action
phase, vou move into the Simulation Mode of that
particular land.

In this mode, you will have an Angel as your loyal
servanl. On occasion he will offer advice, so
listen carefully.

——

DEVELOPING THE LAND TO INCREASE YOUR POPULATION

Developing the lands efficiently requires the
M skillful se of  “Miracles” in removing various
oy oo 1 obstacles and the effective direction of the
peaple’s building efforts. When the “Town Under
Construction” message appears on the screen,
vou can be assured the population is about 10
IRCrEase.

moverment.

SCILIARE™,

Y BUTTON

#* Cancels entered commands.
# Shoots Angel's arrows,

CONTROLLER OPERATION IN SIMULATION MODE
B BUTTON

# Calls up the display window.
% Enters selected commands.

CONTROL PAD

# Controls the direction of the Angel's

# Controls the movement of the “YELLOW

'AREA DISPLAY

The name of the land you are in.

Fl Al Eris
— Angel’s life gauge: Each time

the Angel bumps into an enemy
the life pauge decreases. The
life gauge is restored as the
lown grows.

Current Population of Land/
Composite Population of Workd,

Power MNeeded to Perform
Acts of Nature.

Hourglass : Each  time  the
sand has run to the bottom
of the howrglass, the town
will grow.

Your Loyal Subject.

Message Window.
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'COMMAND GUIDE FOR |
SIMULATION MODE

‘ B BUTTON will call up the command window,

the inner chambers
ct an aerial view of

E RETURN TO SKY PALACE

Returns you to the infner chambers of the Sky
Palace. When ready to enter the fighting mode, |
return 1o the Sky Palace first by using this
comimand. |

SKY PALACE MOVEMENT

Selecting this jcon will allow vou to view the
developing lands from the Sky Palace. You can
also move the Sky Palace to other lands. Once 2
town has developed and the Master's level has {
increased, you, if vou choose, attempt to clear |
ACT 1 of another land.

] BUILDING DIRECTION

By selecting this icon, you can instruct your
subjects in the art of town building. Moving the
Yellow Sguare in the direction you desire and
pushing A Button will begin the building process.
The maximum number of spaces vou can move
in one turn is § blocks.

B FOR EXAMPLE...

The two photos at lefl are an example of how the
building process works. Once the directional
arrow  disappears, vou know the building is
completed to the point you have directed.

Edo v i

Selecting this icon allows yvou Lo communicate
with your subjects. As with any prowing
civilization, your subjects will need your help in
solving their problems,

. FROELEM SIGNS
i

lhe appearance of thought
balloons {see photo at
right! is a sign that your |
subjects are experiencing |
some prablems. They may
meed your help, so listen
carefully,

- i {"!E__‘:'!




(Acts of Nature)

This command allows you, through Acts of
Mature, to remove obstacles that may be
hindering progress or worrying your subjects,
You will, however, need a minimum number of
SF to perform these acts. Your 5P will increase as
yau defeat the pests that inhahit the land, Once
you have selected which miracle to use, move the
Yellow Sguare to the area where you want the
miracle to take place.

LIGHTNING

A very useful Act of Nature that consumes little
5P. This miracle destroys bushesithe smaller
trees), Palm trees, rocks, houses and fields.

sp consumpTion [T RN
L5 TR DESTROYS BUSHES, TREES, HOUSES, PELDS M0 2006
E RAIN

Thewise use of this Act of Nature can cause many
miracles. Rain will restore dried-up fields io
productive fields, which in turn may resume the
population growth, The rain will also turn vast
Barren deserts into lush and  productive
grasslands

SP CONSUMPTION QQ_L______ P geE
15§ E3 OOUSE FRES, TURN DESERTS MO INWBITAGLE LANDS |

P

Sunlight will also be a valuable tool as you move
to new lands and help your subjects reclaim
marsh-infested lands. With enough sunlight,
even the arctic lands of the north can be
inhabited.

sp consumeTion JEDI
LTRETE MELT SNOW AND DR UP MARSH LANDS. |

Ed .

The wind, too, can be a powerful ally. It is strong
enough to blow any flying enemies away. lis
power can also be put 1o good use by some of
the lands you develop.

sp consumeTion IETINNE
RESULTS R L A

= =

=% EARTHQUAKE

This fearsome Act of Mature is 5o profound inits
impact and effect it will require an enormaous
amount of 5P, Unlike the other “Miracles” , an
earthquake will affect the entire land:and may
even affect an entire continent.

SP CONSUMPTION R R

........... | E ST e LR

RESULTS DESTROYS HOUSES, RELDS, ETC,
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As each town develops, people will find many curious things and present them
to you as offerings.  Most offerings you accept will be valuable possession in
your battle against evil. Be selective though, as yvou can only possess 8

offerings at any fime.
E TAKE AN OFFERING

Selecting this icon will allow you o choose which
offerings you will accept,

Your loval subject, the Angel, may tell you when
your subjects have an offering to present.

USE OFFERING

Selecting this icon allows yvou tn use the various
offerings in vour possession. Some of these
nr'ff'."i:"u’.‘-, il shared with other lands, will help
those lands develop,

I WHAT ARE OFFERINGS ?

Throughaut the Simulation Mode portion of the game, various items will be
found and preésented to vou, the Master, Listed below are some of the items
yvour people will find if you guide them wisely,

SOURCE OF MAGIC

This item will increase the Master's MP.

f‘ihﬂril}ﬂ this |I:‘~I'!'II'II:|ir_I;|:'!.' with other lands will
make the people who developed this technology
proud.

BOMB!

When used in the Simulation Mode, will eliminate
all monsters on the current screen.

WHEAT

When offered, will turn less praductive fields into
maore productive wheat fields.

.:;-"21
L

E STATUS OF MASTER

Displays the current status of the Master. See
page 14 for details. Pressing B BUTTON will also
allow you fo view scores from the Action Modes .
you have completed. i
.

m STATUS OF CITIES

Indicates ¢ u-‘rﬂ‘1 { ﬂlll'.‘llll‘ir'ﬁ of the towns. When

“Slow” or “Stop” | appears in the *Increase
in Population” column, that's a hint the town's
peaple will need some help.

PROGRESS LOG

Saves the progress you've made in the game, This
function can be accessed at various locations
throughout the game.

-I MESSAGE SPEED

Allows you to select the desired message speed,
"9° being the slowest, "0" being the fastest.
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PURPOSE OF THE
SIMULATION MODE

WHY DEVELOP THE LANDS AND
INCREASE THE POPULATION ?

Developing each land in an organized {ashion
allows the maximum population potential and
has a very impartant purpose. As the population
of each land reaches a certain level, the Master's
experience level will afso increase,

As the Master's level increases, his life meter for
the Action Mode increases as well.

ABOUT THE SIMULATION MODE TERRAIN

B WHAT'S REMOVABLE ?

The geographic features shown at the left will
hinder development and cullivation of the land.
These - features can also be
eliminated by using the
MiraclesiActs of Mature).

wEn I

B WHAT'S NOT DESTRUCTIBLE 7

The geographic features shown at the left are
permanent features that cannot be destroved.

B OTHERS

Cultivated fields are a very precious commodity.
Murture them properly. With proper
encouragement and direction, the people of each
land can seal up the monsters’ lairs.

:

WHEN ALL THE SAND
FALLS TO THE BOTTOM...

Once the sand in the upper half of the

y hourglass reaches the bottom, the "Town Under
Construction” : phase of the Simulation Mode will
hegin, Movement of the sand from top to bottom
is regulated by the passapge of "Real Timie" . The
passage of time will be suspended while in the
Action Mode, in the Sky Palace and during certain
phases of the Simulation Mode, When  “Town
Under Construction” appears on the screen,
A homes will be built, new portions of the town will
3 be developed and the population will increase.

LISTEN TO THE VOICE OF THE
PEOPLE

With any developing town, prohlems arise. Listen
1o the concerns of vour people and determine
which Actof Mature, when used, would best solve
that problem.

If problems are not successiully resolved, the
development of the particular town may stop,
which would prevent the popuolation from
NCreasing.

THE
HOURGLASS
ICLFR

LISTED BELOW ARE SOME OF THE PROBLEMS YOU WILL
COHFFI'DNT

You will be asked todo On oceasion People will share other
something about the emergencies occur situations  with  you
geagraphical abstaches wli%u:bwnlireqmre 'g-'t:u.fr that will require your
that prevent extensive  atiention. ~ help.

development  of  the

lands, @



Onpe  the! people have enpugh
confidence. you can lesd them o
the mionstiers’ lais by selecting the

* Badlding Dhirection”. command.

Omce al the ki, the people wil
gl it As sl in the sereen shot
abavi.

MONSTERS
ON THE GROUND TOO

The maonsters in the Simulation Mode live to
make the development of the land difficult. To
identify how many monsters are in a parficular
lair, press B Button while hovering over that lair,
Use the arrows the Angel carries to destroy the
monsters in the Simulation Mode. Any contact
with the monsters will decrease the Angel’s HP.
If his life gauge is completely rediempty), he will
not be able o use the arrow. Time will restore the
Angel’s HP. The amount of 5P the Angel gains is
determined by  the number of monsters
defeated. When the Angel’s life gauge is empty,
try wsing some of the Miracies to effectively rid
the land of monsters.

SEAL THE MONSTERS' LAIRS !

The monsters’ lairs can be sealed by developing
the land over the lairs. This, however, can only
be attempled once the population of the fand has
reached a certain level. The people of Fillmore
will offer you a clue as to what that kevel will be.

MONSTERS

POUND T THE SIMULATION MODE

| NAPPER BAT
Attacks homes and Kidnaps -

people.

BLUE DRAGON
Uses thunder 1o destroy homes
and other things.

RED DEMON

Scorches and dries up
‘productive fields,

CULTURAL LEVEL

Cultural fevel refers to the developmental stage
of towns. As the level increases, the style and
fuality of homes improve, allowing the
population to increase. The maximum Cultural
Level each town can reach is Level 3, These
homes are earthquake-proaof.

Fillmire Lesél | Ml Hut
can house up o 4 peaple:

Fillmore Level E..ng'{,..lhm
can howse up e peaphe,

1ilum. ar Faclory i(purple
ronfl can. houst up o8
preaple.

AD\\“ANCED

For each land to reach its maximum development
level, roads must be constructed in - every
possibibe direction. The more roads vou develop
the more homes and fields get developed.

DEVELOP EVERY INCH
OF THE LAND

Since there are no clues on where offerings are
hidden, it is important that you spend valuable
time developing every available piece of land so
vour people may find all the offerings each town
has concealed.

There are several ways that may help speed a
town's progress from fevel 1 to level 3UNOTE: By
using the methods listed below, vou will sacrifice
the  lives of many people.)

# Use Lightning or Earthquake to destroy the
older homes.

# Allow any fires to burn themselves out.

# Allow the Blue Dragons to destroy the hames
for you:
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70-DAY LIMITED WARRANTY NINTENDO GAME PAKS

M-EIAY LIMITED WARRANTY:

Enix America Corporation (“Enix™)
warrants to the original purchaser that
this Enix Game Pak (*PAK" ) shall be free
from defects in material and
workmanship for 3 period of 90 days
from date of purchase. I & defect
covered by this warranty occurs during
this 90-day warranty period, Enix will
repair or replace the PAK at its option
free of charge,

To receive this warranly service:

1. DO MOT return your defective Game
Pk to the retailer.

2. Molify the Enix Consumer Service
Department of the problem reguiring
warranty service by calling: 206-861-
4927

Our Consumer Service Department is
in aperation from W00 ACM. o 5:00
P.M. Pacitic Time. Monday through
Friday.

3. If the Enix Service Representative is
unable to solve the problem by phone,
he will provide wou with a refurn
authorization number. Simply record
this number on the cutside packaging
of your defective PAK and return vour
PAK FREIGHT PREPAID AMD IMNSURED
FOR LO55 OR DAMAGE together with
vour sales slip or similar proof-oi-
purchase within the 90-day warranty
period 10:

2679 15131 Place W.E,

Eedmaond, WA S0052-5522

This warranty shall not apply if the PAK
has been damaged by neglizence,
accident, unreasonable use,
maodification, tampering or by other
causes unrelated to defective materials
or workmanship.

WARRANTY LIMITATIONS

ANY APPLICABLE IMPLIED
WARRAMTIES, INCLUDHMG
WARRANTIES OF MERCHANTARBILITY
ANDY FITMESS FOR A PARTICULAR
PURPOSE, ARE HEREBY LIMITED TC 90
DAYS FROM THE DATE OF PURCHASE
AMND ARE SUBJECT TO» THE
CONDITIONS SET FORTH HEREIN. IN
MNE EVENT SHALL ERIX BE LIABLE FOR
CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTIMG FROM THE
BREACH OF ANY EXPRESS OR IMPLIED
WARRANTIES.

The prowvisions of this warranty are valid
in the United States only, Some states
do not aliow imitations on how long an
implied warranty lasts or exclusion of
consequential or incidental damages,
50 the above limitations and exclusion
may not apply to yow, This warranty
gives you specific legal rights and you
may also have other rights which vary
from state to state.






