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Credits

Ghostbusters programmed by Bits.

This game s licensed
Code for Nintendo Family Computer ©1986 Tokuma by Nintendo for play on the

Shoten Publishing Co., Ltd.
Produced by Tom Sloper. erTeETRATEAT
SYSTEM®

Tested by Kelly Zmak.
Player’s Guide by John Crompton Editorial management by
Laura Singer. Production by GlennHills Graphics Co.

For technical help, call Product Support between 9:30 a.m.

and 4:30 pm. Pacific Time Monday through Friday: 415/ 329-7699. Official
For information about our products, write to:
Product Support -
MEDIAGENIC Seal of Quality
P.O. Box 3048
Menlo Park, CA 94025

For the best service, be sure to note the subject of your inquiry on the outside of the
envelope.

Copying Prohibited

This software product is copyrighted and all rights are reserved by the copyright holder. The
distribution and sale of this product are intended for use of the original purchaser only and for
use only on the computer system specified. Copying. duplication, selling, or otherwise distributing
this product without the express written permission of the copyright holder are violations of the
U.S. Copyright Law and are hereby expressly forbidden.

©1984, 1988 MEDIAGENIC

Nintendo and the Nintendo Entertainment System are trademarks of Nintendo of America Inc.
Ghostbusters is a trademark of Columbia Pictures Industries, Inc.

Ghostbusters Logo ©1984 Columbia Pictures Industries, Inc. All rights reserved.

Ghostbusters music written by Ray Parker Jr. ©1984 Golden Torch Music Corp. and Raydiola Music Corp.

MEDIAGENIC LIMITED 9O-DAY WARRANTY

Activision, Inc. warrants to the original consumer purchaser of this computer software product that the
recording medium on which the software programs are recorded will be free from defects in material and
workmanship for 9O days from the date of purchase. if the recording medium is found defective within 90
days of original purchase, Activision agrees to rerIoce. free of charge, any product discovered to be
defective within such period upon receipt at its Factory Service Center of the product, postage paid, with
proof of date of purchase.

This warranty is limited to the recording medium containing the software program originally provided by
Activision and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be
void if the defect has arisen through abuse, mistreatment, or lect. Any Imgled warranties applicable to
this product are limited to the 90-day period described above. XCEPT AS SET FORTH ABOVE, THIS WARRANTY
1S IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY
WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE, AND NO OTHER REPRESENTATION
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT WILL ACTIVISION BE
LIABLE FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE. OR
MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW,
BQMQSE% FOR PERSONAL INJURY, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC
LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

WARNING

Any attempts to duplicate the product may damage it. Such damages are not covered by the warranty.
RETURNS
U.P.S. or registered mail is recommended for returns. For the best service, please be sure to-
1.Send the cartridge and the sales receipt.
2.Write the name of the product and the type of computer system you have on the front of the

package.
3.Enclose your return address, typed or printed clearly, inside the package.
Send to: WARRANTY REPLACEMENTS
Product Support
MEDIAGENIC
P.O. Box 3048

Menlo Park. CA 94025
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|
Compliance With FCC Regulations ﬁ
!
|

This equipment generates and uses radio frequency energy and if not 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 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 designed to provide
reasonable protection against such interference in a residential installation. However, there
is no guarantee that interference will not occur in a particular installation. If 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 receiver
* Move the NES away from the receiver

Hey, Anybody Seen a Ghost?

l As a matter of fact, zilions of ghosts are winging their way towards
* Plug the NES into a different outlet so that computer and receiver are on different ’ spook central right this minute. The future of your Ghostbusters
clroults } franchise, New York City, and all of civilization depends on you. You'll
Hoctmicion fof aaGmOne S.0mestr. Tre s e e oo/ IOV ey need courage, stamina, and a whole lot of luck to avert a paranormal
the Federal Communications Commission helpfut | disaster of biblical proportions. So go ahead. Show these silly slimers
How to Identify and Resolve Radio-TV Interference Problems. how it's done downtown!

This booklet is available from the U.S. Government Printing Office, Washington, D.C. 20402,
Stock No. 004-O00-00345-4.
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GHZSTBUSTERS I
Getting Started

1. Insert the cartridge into your Nintendo Entertainment System.

2. Turn on your game system and TV or monitor. The title screen will
appear.
3. Press the START button to begin the game.

Press the SELECT button to temporarily stop the game. Press it again to
continue play.

L _J R
Directional 2 8 S L
Arrow Keypad 5 @ [@: A
1
SELECT — l— START

 You touch the ghosts on the stairs 3 times. (9 times if you have a
ghost suit.)

* You are defeated by Gozer and her ghostly henchmen.

¢ The Marshmallow Man reaches the top of the building before you
can destroy Gozer.

e You destroy Gozer with your powerful Beam and save civilization!

Strategy Tips

¢ Don't waste time exploring the City Map Scene. The more you

explore, the more mileage you'll have to travel when you take to the
streets.

e Don't drive too fast! You'll miss fuel drums and roamers.

¢ Make sure you're well equipped when you enter Zuul. Things get a
litle nasty at spook central. (At a minimum, you should have Ghost
Food with you when you enter Zuul.)

o If your controller has a turbo feature, use the turbo buttons to quickly
climb the stairs in Zuul.
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If you have Ghost Food with you, press the START Button to place it.
Ghost Food lures the spirits to the location you have selected. By
pressing the B Button, you can open the doors at each level.

When you reach the 22nd floor, you'll go head-to-head with the
ferocious Gozer. Your only hope for survival is to launch your Beam by
pressing the A Button. While battling Gozer, use the down arrow on your
Control Pad to see the monstrous Marshmallow Man climbing up the
building. If this sticky enemy reaches the top of the building before
you've destroyed Gozer, say goodbye to your Ghostbusters franchise,
New York City, and all of civilization!

Out of Business
The game ends in one of six ways:
¢ You run out of gas and have no money in your account to buy fuel.

¢ The Marshmallow Man appears on the City Map Scene and you
have less than $10,000.

1O

Directional Control Pad

+ - At City Map Scene, moves Ghostbuster up. At Road Scene,
increases your car's speed.

- —Moves Ghostbuster or car to the right.

* - At City Map Scene, moves Ghostbuster down. At Road Scene,
decreases your car's speed.

-« —-Moves Ghostbuster or car to the left.

A Button

¢ City Map Scene-Use it along with the Control Pad to enter a
building.

¢ Shop Scene-Press to buy or sell ghost-catching gear.

e Road Scene-Press to suck up “roamers” on the street.

e Building Scene-Press to drop Traps and launch Beams.

e Stairway Scene—-Move forward by pressing repeatedly.

e Final Scene-Press to launch Beam at Gozer.
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B Button Once you arrive at the building, two Ghostbusters appear on the

screen carrying a trap. Decide on the location of the trap and set it by
pressing the A Button. Move the left Ghostbuster into position using the
Control Pad. Now, press the B Button and use the Control Pad to move

¢ City Map Scene-Press to see what's loaded in your ectomobile.
Press again to resume play.

® Road Scene-Press to see your money level. the right Ghostbuster.
* Shop Scene-Press to select items to sell. . Launch your Beams by pressing the A Button and attempt to lure the
* Building Scene-Press to move right Ghostbuster. ghosts directly over the trap. You can manuever the right Ghostbuster

and his Beam by pressing the B Button first. Once you've got the ghosts
over your trap, press the A Button one last time to absorb the evil
' slimers. But hurry! The ghosts will escape if given enough time.

The Dreaded Zuul

You must enter the Temple of Zuul if the message “ENTER ZUUL
BUILDING” appears on the bottom of the City Map Scene.

Once inside, you'll need to climb the stairs to the 22nd floor. Move your
men forward by repeatedly pressing the A Buton. Beware of the ghosts
on the stairs! If touched, they can be deadly!

¢ Stairway Scene-Press to open doors on each level.
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To sell any of the equipment, press the B Button to move the marker to . .
the right (car) side, use the Control Pad to select your items, and press YOUT GhOSthSte IS Franchlse
The bank has loaned you $10,000 to start your own Ghostbusters

the A Button to complete the sale. You receive only 50% of the original
franchise. Earn enough money busting ghosts before their dangerous

value of an item when you sell it. i
Once you've completed your shopping spree, press the START button PK energy reaches critical mass af 9999.

to return to the City Map Scene.

(Hint: It's best to purchase these items first: Ghost Vacuum, Capture i M GP Read | ng
Beam, Capture Traps.) ; After you press the START Button, the City Map Scene appears. You

. ? can't bust ghosts without equipment, so go directly to the Shop. Guide
Bustlng IGhOS"S , \ 4 the Ghostbusters symbol to the front of the Shop by using your Control
Now that you've got your gear, you're ready fo bust some ghosts! The | Pad. Once in front of the Shop, direct the Control Pad arrow towards
ghosts reside in the flashing red buildings at the City Map Scene. the building while pressing the A Button at the same time.

Without a Ghost Alarm, you'll need to drive past the buildings to see the

red flash. Use the Control Pad to guide the symbol towards the

haunted habitat. Along the way, be sure to freeze the yellow “roamers”

by driving over them. If you've purchased a Ghost Vacuum, you'll be

able to capture the roamers when you take to the streets again.

You can get to the site of the ghostly disturbance by aiming your

Control Pad arrow towards the flashing red building while pressing the

A Button. |
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The Streets

You're now driving on the perilous streets of New York City. Manuever
the ectomobile using the Control Pad. Beware of other cars- hitting
other cars can cost you big bucks!

The distance to the building is displayed on the lower left of the screen.
On the lower right, your fuel level is shown. a

You can replenish your fuel supply by driving over the red drums. If you

run out of gas, your car is pushed to the gas station. Your bank account

is charged for any fuel that you buy. After your fuel supply is ‘
replenished, you're returned to the City Map Scene to begin your

journey again.

Gearing Up
Once you reach the Shop, you can choose from a wide variety of
ghost-catching gear, including:
Ghost Vacuum-$2,500 Ghost Food-$2,000
Sucks up roamers on the streets. Use as bait to lure the stairway ghosts.
Sound Generator-$100,000 Anti-Ghost Suit-$20,000
Slows down ghosts on stairway. Provides added protection on the stairs.
Capture Beam-$3,000 Capture Trap-$1,000
Freezes ghosts in mid-air. Use to cqtch and store slimers.
Hyper Beam-$12,000 Super Trap-56,000
Generates higher laser streams.  Increased capacity to hold more ghosts.
Ghost Alarm-$2,000

Alerts you to paranormal activity from a distance.
Items are listed on two separate screens. Use down arrow to view
second screen.
To buy any of the gear, direct the marker to the item you want by using
the Control Pad, and them press the A Button. You may purchase only
four different items, with a maximum of three traps. You'll need a Beam
in order to enter a ghost-infested building.
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