WOI’.VERIHE "IN AN X-MEN’
MEGA-BATTLE VS. HIS ARCH
ENEMY SABRETOOTH !
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® [Inleash your razor-sharp Adomantium claws
when the gaing gefs rough!

® Fellow X-Men Havoc, Jubilee and Psylocke
join in on the action!

@ Don't be drawn in by Mogneto’s metal heads! :

':-lelld'l\L"F_
LTE, 2 f

Wolwating ™ wabreteoth.”™ Wogesio™ Hovoc™ Purlache”™ Sadee ™ sod X-Men® oee mgiiiared irodemorks of Worvel Entenigianaal
Graup, Iu. and precoced uader hoese al Mervel Ecferteinmes! Brovp, Inc 21991 Mervel Exlarisiamant Gesap, bo B righs reserved. Rimeadie® Nimenda Erleriaiames
Sycten ™ ond the officol seofs ove vegiriered tredeworks of Kinlende of Ksriog fre. LS # o rspoered rodemont o LN, ad 21900 LIN, 184, I il s

sentleartainment ine

Masters of the Game®




Dfficial

Seal of Quality

This official seal is your assurance that
MNintendo® has reviewed this product and that
it has mer our standards for excellence in work-
manship, reliahility and entertainment value,
Always look for this seal when buyving games
and accessories to ensure complete compatibili-
v with your Nintendo Entertainment Systemi.
AN Mintendo pr\c:-l’]l.ni'.': are licensed hy sale for
use only with other authorized products bearing
the Official Seal of Quality.

Mintendo® and NMintendo Entertaiament
Sg'st:m@ are trademarks ol Nintendo of
America Inc.

PRECAUTIONS

1. Always make sure the power to
vour NES Control Deck is
TURNED OFF before inserting
the GAME PAK.

3. This is a high precision game
with complex electronic circuitry.
[t should not be stored in places
that are very hot or cold, Never hit
it or drop it. Mever attempt to
open it or take it apart.

3. Don't touch the connectors or
get them wet or dirty: this will
damage the game circuitry. Keep
them clean by inserting the GAME
PAK into its protective storage case,
4. Don't clean with benzine, paint
thinner, alcohol or similar solvents.

— — _—
'EENINC : DO NOT USE WITH FRONT OR REAR PROJECTION TV
i not wse a front or rear projection television with your Mintendo Entertainment System®
{MNES™) and this video game. Your projection television screen may be permanently
damaged if video games with stationary scenes or patierss are plaved on your projection
| television. Similar damage may oceur if vou place a video game on hold or pause, If you
use your projection television with this video game, neither Acclaim Emtertainment, Inc. |
nor Nintendo of America Inc. will be liable for any damage, This situation is not caused by
adefect in the NES or this game, other fixed or repetitive images may cause similar damage
| toa profection television. Please contact your TV manufacturer for Further information.

e

e —

ADVISORY
READ BEFORE USING YOUR NES/SUPER NES

A very small portion of the population may expenience epileptic seizires when viewing
certain kinds of Hashing lights or patterns that are commonly present in our daily environ. |

ment. These persons may experience seizures while watching some kinds of television pic-

tures or playing certain video games. Plavers who have not had any PTEVIOUS seizires may

nonetheless have an undetected epileptic condition. We suggest that you consult your

| physician if yvou have an epileptic condition or if ¥ou experience any of the following

symproms while playing video games - altercd vision, muscle Ewi.lthing-. other invaluntary l

movements, loss of awareness of your surroundings, mental confusion and/or commlsions,
e R e —




. & - :
[aur;qs has twice defeated the evil wxzard Malkil... and twice e
wﬁm hack— more powerful and much more evil than I:-ciﬂrc

O his last quest against Malkil, he reclaimed the mlghty IronSword,
the ithnggt weapon ever created. This time, however, he is dealing
w1~th ing even more powerful than sheer strength: MAGIC.
T’h:. unl;r way to fight magic is with magm Hence the n}agmﬂ powers
of Wizards & W@:ﬁm; 11, Kuros: Visions of Power,

MAGIC. Find it. Useit. Kurosmust fight with it on his side and vic-.

 tory over tht da;k side will once again be his. 7

] ._J_E_'-'H‘Q-ha's iaught' w:th ﬁtrength and honor before.

- eunning, intellett and magic. t's his nni:.r Lhaﬁc‘E t‘s the Onl‘y’ way fon
: &

. ..:_:Kums-m succeed. .-,- # _.."1 ﬁ{,.“m e n ,!E e

his time he must add =

Pregaﬂpg for yuur uuast

' TeMake sure -the; pawer sﬁltﬁh
.L&DFF ; v?h Yo S -"‘él.ﬁ.ﬁ-:r

2. Insert the W]Zﬂrds &Warnors
]II Kuros: Tﬁmna&}f Puwar "\‘t
GamePak as :ndma&d i‘,nr
NINTENDO ENTERTAL

MENT SYS’I;%@ i

g Tum the p(} er switeh

TO STM{T'



TheStory '
-he E|r5t ti’ITIf you pl# W&a—f‘ds
_r« &Warriwg 11, l{uros Vlsaﬁgs of Pcrwe:- 4
“you will want tv:rwatch the story to see
""':’ what has been happ&nmg to- Kuros since
'E"'" the 1351: giﬁlﬁ To do-this, just let the £
g _Maduﬁce on its own. DO NOTH- ¢
INC _"Evuli‘ start with the title screen © DA
e on th Ligh the. ¢nurf_- story.

W"‘*

o § ‘H\G u}ﬁends Pﬂst
g

Elhe famed wizard, Malkil, wasn't aiways evil. _ﬂﬂd .g%ggas" €
always the bravcﬁt and stmngeqt ng}’g ! oy

Malkil grew. .ga-::l with age. He turned his power to the D :-

Kuros grew uph and became'the only warrior brave af@ugh to e&‘h&bnr
him._.and strong En‘ﬁugh to wlel—::l thf.r,BnghtSwwd

The first time he déféated Malkil mwhﬁ@iﬂlkl%ﬂrlsﬂﬂﬁéﬂlﬂ e
Princess in the Klntgﬁiim ?f Elrond. " - SLE Jjwjfﬁm%

% .:__' ,I]‘I'E: sc::ﬂ{ld time ﬁﬁ— fﬁet "lnfﬂq Wﬁtn KA 1L:

-,-..

. me fAature: Wind, Water, kth. -&EECI'I"DF the- ﬁ:us-ﬁam&
i ; ¥ g 5



held a p:ef.::*gf tht shanered IronSword,  Kuros defeated them all and i
restﬂred&%wﬁ J jtﬁﬁ(ﬁ? . , 5 A
. _The final éonfrontation was atop lcelire Mﬂum&rn where Kuros acﬁ,ﬁv“

aﬂﬁa’-f Malkil sluf'np into defeat as he raised th&kﬂnﬁw;{gd invictomny I

i
It was a short-lived victory however, because: &
Kuros has now found out that he only defeat-
ed Malkil's physical form. "His evil soul sur-
vived'the struggle and rase up into the
clouds, only to dive back down to Earth and
blast away Kuros armour and sﬁ‘md with one

last treac h erous buli G[;i.@h tring.

Tl\a clty»nf Pi’adup " *’;.

e Clt‘_l..? crf F'.;cdup was once a quiet and‘"pﬁﬁzﬁl vlace: That s
u:nt:l the dlamﬂnds were foup T]:li-; r?#ch W:ig‘ﬁf dmrnt?‘n;ds dﬁ =
5 meh‘?.ath thel:arth LhﬁﬁgﬁJP}; » farevers v .,f_t;

i

eral EE:\Z%; pas.x.agf; that connect the Palace to'the ¢ity [and,cw,n to 1l
UnderWorld hﬁj@w} i

A complicated network of mines, caverns and paqem Ways was Im;lt
beneath the city to allow the mifiers ta'get to the diamonds. The dia-

monds brpught a'lot of c-~:mtem1:-ht to thg city of F-"u:ﬂup, but’ they al&;
broughtiout the 1 worst in many of the city dwellers. They became B
greedy’ aml eviliin their mad scramble for weakth. Some p{fup]f g
became very rich; while others lost everything they had and fell into a 1
lite of crime. They would do anvthifig in order to survive. :_“l;. . »'"- ]

The city of Piedup itself is made tp 'f?iwiw i
dreds of ramshackle houses, ahﬁm' d othe
buildings. They were buil ety
each other, perched on*‘}t‘i‘!ts.- ]}Iﬁ
as an. carly experiment in @a’ggmnﬁwatmﬂ

-ﬁlgh atop the city resis thfPa]ace [ was
f@tat:,d there se that the rnvalr}f could awd
being EKPDELd o lh{ d:l:ease-s of the peasants below. but there are sev:




Actually, the Targest 'part of Piedup is ¢ '. UnderWorld. This is because
at ene time, this is where everyone wo The LnderWorld was divided
into-three distinet sections; thmﬁ‘lmﬁﬂ the Labyrinth aﬂd the L}ungenm

£ . Piedup. 1t is here that various typesof cave mon-
feft ¥

< UnderWorld adven turers, %

King's Thr&%&om Thérf_ are several
doors, but “one leads to the under-
gmund passagﬁh at-takes vou directly up |
to the Threne Ri‘.‘;iiam Justa word of warn-
ing: even if you do focate the correct s
door, you will not be able. nter the pas-
sage unless you hl.‘)id fhr: Four Gems.

The Lahygmth is the most daﬁgemm area in all of = A

sters have heen living Qﬁ the remaing of ¥

The Dungeons are alg_@ quite dangerous §
because cave monsters five here as well. lyis 8
somewhere in this dark maze however, that

a seeret passage leads all the way up to the

Kings crown, was their just-and ngh

o
¥

Malkll’s Rewnga

'1..._

ﬂhc Dungmns of I‘iecl:uP ‘}wﬂ,h their thieves, mug‘gerf:r":d carmpt

noblemen, proved to'be a perfect place for the eviliMalkil. It washere
agﬁat he chosé to nurse his wounds and restore his strength. Once he
was ready, the grand Palace of Piedup was to be his Larget

ﬁﬂlﬂﬂ]lllﬂ

Malkil launched an attack on the Palace
of Piedup, kidnapping the King and plac-
ing himself in power, How'he managed
to snehk up flom the dungeons and bring
the King back’ doun Again remains a mys-
tery, but magic was most certainly
involved. Only magi€ could convince the
entire population of Piedup that this fﬁui
and evil wizard, complete with the real

leader: s now up to Kﬂtﬁ'ﬂ"'tﬁh
them otherlise.




b il
EFEH two y igh the _
FRess, Rwdu;u“s the'first civilized place .
5 wanders into. Having lost his mem-
ory (as well as his honor) on that fateful
f!lgl1t5uﬂ“ﬂn*lﬁei‘|rt Mountain, Kuros is

still in. Wﬂatﬂf a daze,.. A

But upon hearing the name MALK|L
.séhﬂthmg stirs inside him.
Sonie painful n;gmnry of the
. past? ls he some .fg];tanﬁ
 enemy perhaps? Thoughts o
}i=r§\'€ﬁgﬂ flood %m Kuros' hﬂtc’f
é émathé has nd chotce but to ﬁ‘,t{-
» 'll:{whls m&unctf’
ity <.“ Tt | il

Ao e

i o

: : s
The illustration shows you }eﬂqr Cl‘.!nlm};g_ PR :

45y The tollowing u‘.untw!le:*ﬁﬂ'fmandb w::brk wher g iRe
Knight. But as he mvﬁﬁom guild to guild and changes cﬂsrumés
& and characters, his skills anﬁ abilities change,

Fﬂl’ gre ‘E‘tr dt.t'ﬁaiw

hnw; the Conts) points work when Kums ct
into thes e

';'s seé {fﬁammr Contrals, page 15- iﬁ

A




4 TG CHANCGE LHARACTERE — Press the SELECT ﬁ.lf]'TT{}N to' access lhrl'

TO MDVE RIGHT ﬂR LEFT . Pﬂ:';s

LI:FT‘ 2 RiGH‘E CONTROL PAD 4 | m :
ARROW. 7 o8 @ .

TO CROUCH = Press the i:now;fr f:ot«ﬂ‘am PAD hRRO"R" 4.7

TO JUMP — Press EhtABUTTﬁ:N s 1 %ﬁ:r ﬁﬂ K.prus must use tricks rhat are more B‘r?d ‘more’ ﬂﬂ J 4
TO USE YOUR S’N"DE[} & O’THER WLAPDNQ ‘UE ].T'EMS i Prnss rht B 2% ats why, iff this saga against the relentless force, Kuros will acqmrﬁ: -

FUEFON. the ability to become 3 different charagm T i

&3

Kuros starts the game as a knight in 5 Jining ameu&gnﬁ i

Selegtion Sereen, Use the UP ar DOWN CONTROE PAD ARROW to choose 'E _
pmgresae-; he picks up the a.tnhty to turn into other charact -

. between the different characters. Then press the LEFT or RIGHT CONTROL PAD |

q ﬁ
':«
L)
4
=4
=
T

ARROMW ro cycle through the various guild levels. W’hth tHe thara-::t-:r and guild-of .
?f oice is bighlighicd, press the A BUTTON. | - after completing a guild, this ability remains available to him. =T,

i aé Yo can oﬁy choose a charamrafrer you. hmﬂe suceessfully joined that guild. v To !)t}n’,r:rm a t:er’gam ,charag;;er Kuros must ﬂﬂt f.rﬂ\ the Halu& that ]
O MAKE A SMLTIGN s ﬂ'ﬂx‘.ﬂ Choosing er i, disgiise op duwild) Move the <5 IJL!DFIES to that Lharaﬁter L5 Sﬁﬁﬂlﬁﬁ g}lifﬂﬂm he g}‘aﬁ the S[&tl[f." I{E}

CONTROL PAD ARROWS until the desired itew .hmﬁ’hghmi Then pross the A o the guild, hell be aafgd to perform a test, T he passes the tﬂﬁff hell_«
BUTTDH ; R - become an }w;nnm:-riir}si Embtr ﬂf th‘% gﬁﬁﬂ and:ﬁﬂj,.m ive th;w

ENTER A DOORWAY  Press the UP comoi PAD ARROW. d,qgmm weapons a g

) PAUSE/RESTART — Press the STHH“BUTT@&- g < % I
FIL i ,JW 2 ﬁ!{* : fl:2!“.‘ "‘l e i
" ;x - rldr' i i I&'} "-_.'i




e e = e T gt .- 'wmwmﬂ : e T e e T el s e 0

As he cqntﬁ"iu'cs ta change throughout the game (it% the only way to jlm {*‘t&r h‘n!. t [‘JB

survive hiedl recérve new obijects with which gertight and perform

magic. : % i s Kuros disgaises himself, his nmwu-\"‘ami abilities change: He uses
TO CHANGE CHARACTERS AND GUILDS — See Basic Controls. J' different weapons from character to €haracter. I. he lqlh_m-u?g chart
page 11 < .. shows you which weapons and abilities come with which disguises dnd
G " how to control theny.
Kuros as a Knight Kuros asa Thiet Kuros as a Wizard
.‘:P.-

13




| CHARACTER

| KNIGHT

(At the beginning of

S0 | the game)
" THIEF
i CUILD 1

CuIp 2

il

CGUILD 3

- Toapen locked doors,

windows and trunks
- WIZARD
-(g GLITLE
o

il
R

H

WEAPON

Sword

Dagger

Crow Bar

Skeleton Key

Fire Balls

Press B BLITTOM

Press B BUTTON
Press B BLITTON
Press LIP ARRONY o open

windows

Press UP ARROW

LA A8 B L e e g

Hold down BBUTTON and ¢

tap ARROWES in desired
direction

¥
P

B el W I —

CGUILD 2

GUILD 3

KNIGHT [atcr in game)

CGUILD 1
GUILD 2
GUIED 3
S
s £ g
- f_ i

Farce tield

Levitation

Liong Sword

Throwing Axe

Shooting Sword

P — R .. ..-._-—“l._,.q

Press B BLITTOMN

Haold down B BUTTOMN

Press B BUTTON

Hold down B BUTTON and
tap ARRONWS in desired

direction

Hold down B BUTTOMN and |

tap ARROWS in desired
direction I
A e ';‘,___':- L b
[ s
g i J__'}:'.
i
18 .



Lml @_,3 ﬁq]mi,_} S j‘fg] élﬂ | i {' PRIMARY ORJECTIVE: Toigverthrow the éilwizofd Malkil ande |
ok i

restore the throng to King J'lrnef‘: To d so. Kuros will be requiredito |
change Lhamcters several times duriﬁg the game. Each f_haracmr |
offers Kuros special abilities and ad¥antages that he will need

@ Heﬂe is @ streen showing the City of P‘ledup Th'e barat I:he bmmm
:-"'-gf tfif screen shows yvour game play information .~ s

e 7 s..f throughout the game. The trick will be in Icurnmg when and where
' ") 1o use each of the 3 characters. =
5, 3 'SECONDARY OBJECTIVES:

’ :DL?ECTS '? g;;!rlfct Keys-to enter closed
C'.J‘E,L ECRED 9 Increase vour Money Supply-io
: : buy keys. tood, drink and gossip.
Keep vour Life Forge up-_rb} cat-
'IT'IH :II'IR] drlnklng i

Join Guilds — to c]‘uangre into
other characters.

CURRENT

LIFE METER —__ |
: |~ CHARACTER

EVILMETER

g hﬁ ® 5 ACCUMULATED

e ""MGNE&} s = .'-. .
.:4"_'"1-“:‘ . l-__ : et j: «

17



Ml Blyskust Mngle |

-.GL’ surprisingly, Malkil has again
. assembled a massive col [ecunﬂ of
7 vile €reatures to prevent.you
from sucgeeding He's taken
; :fh'fer # King of Piedup, he
hkes lga'ﬂd ke wants it.to stay

tha He'sstationed
ol

s at Al major

crbssraads aiwl inifront of 'f 1
He's @

all impartant areas.

even conjured up hideous mon-
SEE!;S, more horrible than your
iy mghtmare‘s to protect the

"'q:_lg_qffEGA GEMS.

Ht.mrﬁ: a run down on what VOU may run into:
FEATURED CREATURES

“ﬂ spite of thL way they look,
many ef these ereatures are
harmless if Kuros has the right
disguise. Many of them weon't
attack him @pless he attacks
them first, Kures will be able to
destroy them with nothing
more than the touch of 2 dagger
or a sword. Others take many
hits with the right weapon.

 ;




-PMW#W : -
CI'l iZEN_S ﬁLﬁD' DENIZENS OT‘ PIEDUP
5 ?uﬁfﬁ}}' ﬂﬁ:! the Citizens of l’udu:p are not as haprpy and Fnenfi
Ay as they once were. The recent -events havellelt folks in quite an
v moad, They will however, rarely provoke an umg;.em traveler.
So if Kuros doesn't go around wiclding his sword like some kind of
madm ;;u{-,fr th&}r Il prabably just ignore him.

Thr,:]‘f 'w;]'_ﬂ i.]ﬁf'r‘l ht Limes, f‘mwgur when WO must f:g,}ll the local citi-

zensil When you want to go in and outiof doors, of move fmm e
afea to another ) As soon as you press your combat bytton (B:BUT-

TON | in the viginity of one of these guys, Lhep will dutomatically
qw‘:tch to cmnl:-,at mode.

 WARNING: Them wﬂi be times when all citizens and other locals
"aﬂb&mat‘.lc,all}hgﬂ into combat mode. This happens when Kuros is dis-
' guised as a character that is unpopular in that given area. (For. mmple
Wizards are unwanted i in ﬂ;g c@ }u@: like nght{ in tiu. Dquepna}

21

GUARDIANS

WAhen Kurasimeets up
with a Guardian, vou know
that hes arrived at the right
plage, because Malkil has
certain locations Fﬁ‘_e wants
protected... like important
entrances or rooms full:of
lrei_t*.-urf'. TU‘ m.ﬂl‘:[_’ SLITE Ehat
Kuros dees not enter these

places, Malkil has posi- a2
tioned Guardians oufside. &=
ISI;.-.

e

'-':..!"j‘

L '-'Fé_u;-:%.i.-:-‘_ ; Ly

W
IJ#"%'&‘***"“ ot

r-.—.--r-,-,-.-l-,-.- o e i & ,_...,.;.,.....,.L,_._.




Y

When he approaches a Guardian, make sure his life |
force is healthy and his moves are perfect-
ced. Also, expfr'm_'{enl with djf§e:':’:111 dis-
| guises. . Seme dungeon Guardians are
. lmpﬂsstbfe to deffE‘L if he doésn't.have
the right disguise. In fact, in some
: qa'ies if he ‘has the correct disguise, he
won't even have to fight and will just be
al%ﬂw.eéagwm

HWJ' O e B T *“W“M"‘M
| i DUNCEON MASTER

-hcn Kures reaches the DUNGEON
MASTER, he is'very glose to the final con:
trentation with Malkil. The DUNGEON
MASTER posgesces something Kuros needs
v to defeat the evil Wizard. Kuros must not fail
now. This is Malkil's last chance tolstap
Kuros.

The-Lite Force of Kuros
uros begins this adventure with a full amount of life . as indicated by
his Life Meter Bar {see The Playing Screen, page 17). However, his Life

Meter diminishes whenéver he encounters enemies or dang&mua Gb]ect's
Falling great dlszances also depletes his life force.

-

St

R
‘ "R I'.:_I

: ‘u-'ﬁarmg the wr::mg costume, he may
not make it past these guards He mi!ght,need
some addttlonai help. To-improve his hf&jﬂrct
go back to the store and buy more food ancT drln:k

Wprrav& his moves, practice.

i
HJE & . i:.-:: :
R '70- e
-";".'.." i o B
e A
Eg i -

i
5
ot |

TO INCREASE THE L[FE METER — Lﬂﬂk far fu-m:l and dr!nk Hu*_l.f ar.
pick up as gnm.h as y'bu can. . il 1
h o ,.e-;.' " .' N, x

L‘f o4



the s

w:l!

: Ku]"ﬂﬂ”hﬂ“s left. |
B tmm‘y it's wort
fqi:n‘:i and drmﬁ o4 33_}_,?; -

?I-—'..-.

rantage of E.Hrgs new swardmaggahﬂ%e
Rt ftﬁnﬁ‘fﬁﬂ' practice his moves as muchias pos i

. ff %&ﬂbl!ﬁ try to keep a suﬁpi}* of keys on hand at aﬁ

g, Bé‘fuﬁ: #Qﬁcm@r

Ip&r’k@y he can obtain a3 a thief is the most W&rf-ui J»a:-y I

35 an eve on the.LIFE FORCE -l on thé tumbag.ek hvgq
ou know that he will soan come upor a4 major
hz'tuﬁt to head back: to the s,l;oﬁ to st’ock u;:- on

_“.W“fﬂﬂfﬁﬂﬁ&aﬁ man}f gems and cmns &5: € can, Ym; can :
Ve ha'fe: too many e i e

“RKuros has vet to undﬁflakﬂ‘ against fhe evil

_dlﬁlat Malkil-in l:[ase past, but he always

&

‘Wiore than m@ﬁmm £

This is tfle th:td and most dangemt mission

Malkil, He's ’used his bravery and srrength to

comes back.

This time it will take more than might.

It will take cunning, the art of deception:
and powerful magic. Kuros has used his
brawn.. now it's time m‘@n to use his
brain. ¢ S

We wish him the best lif Iuck May the
way be clear, thﬁanswg casy and may the
powers of gmﬂmh hﬂ‘n



ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY
Acclaim Entertainment; Inc. (Acclaim} warmanis o the original purchaser anly of this Acdaim software prodect
that the medium on which this computer program is recorded #s free from defects in materials and workmanship
for a period of ninety (90) days lrom the date of purchase. This Acclaim software program is sold “as i, without
express of implied warranty of any kind, and Acclaim is nat liabde for any bosses or damages of any kind resulting
From use of this program. Acclaim agrees for a perod of ninety (90} days o either repair or replace. at i eplim,
free of change, any Acclaim software product, postage pasd with prool of date of purchase, ar its Factory Service
Center. Replacement of the cantridge. free of charge w the original purchaser (except for the cost of TR
the cartrsdge | is fufl extent of our liabilaty,

This warranty & not applicable to normal wear and teas. This warranty shall not be applicable and chall be
veid il defect in the Acclaim software product has arisen through abuse, unreasonable use, mistreatment or
neglect. THIS WARRAMTY 15 1IN LIEL] OF ALL OTHER WAREANTIES AND MO OTHER REPRESENTA-
THONS OR CLAIMS OF ANY NATLIRE SHALL BE BINDING OM OR OBLIGATE ACCLAIM, ANY
IMPLIED W ARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF
MERCHANTABILITY ANDY FITHNESS FOR A PARTICULAR PLRPOSE, ARE LIMITEDR TO THE NINETY
(90) DAY PERIOD DESCRIBED AROVE IN NO EVENT WILL ACCLAIM BE LIABLE FOR ANY SPECIAL
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL-
FUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT.

Some states do not allow limatagions as to how long an implied warranty lasts anal'or exclusions or limitations
of incidental or consequential damages so the above limitations andror exclmions of liabaliey may not apphy to
you. This waranty gives you specific rights, and vou may also have other rights which vary from state to state

This warranty shall not be applicable to the extent thar any provision of this warranty is prohibited by any
| federal, state or 1I'|Il|:|il_'ipd| law which cannot be prr-cm;ﬁcd_

Wizards & Warrbors HI'™ @ 199 Rare Lid. 8 1991 Acclaim Enterainment Incorporated Licensed o Acclaim
far LISA and Canada by Bare Coan-It [oc. Licensed zw Mintendo of America Inc. Printed in Li5A

Government Printing Office, Washington, DC 20401, Stock No. 004-000-00345-4,

COMPLIANCE WITH FCC REGULATIONS
This equipment generates and uses radio frequency energy and if nor installed and
used properly, that is, in strict accordance with the manufacturer's instructions, may
cause interference to radio and television reception, It has been tvpe tested and
found to comply with the limits for a Class B computing device in accordance with
the specifications in Subpart | of Part 15 of FCC Rules, which are designed w pro-
vide reasonable protection against such interference in a residential installation.
However, there is no guarantee that interference will not ocour in a particular instal-
latian, If this equipment does cause interference to radio or television reception,
which can be determined by tumning the equipment off and on, the user s encour-
aged to try to comrect the interference by one or more of the following measures:

Reorient the receiving antenna

-Relocaie the NES with respect to the receiver

-Mave the NES away from the receiver

-Plug the NES inte a different outlet so that the computer and receiver are

an different circuits

It mecessary, the user should consult the dealer or an experienced radioftelevision

| technician for additional suggestions. The user may find the following booklet pre-

pared by the Federal Communications Commission helpful : How to ldentify and
Resolve Radio-TV Interference Problems. This booklet is available from the LLS,






