


Thank you for choosing the fun-filled TECMO SUPER 
BOWL game pak by TECMO, LTD. 

SAFETY PRECAUTIONS 
Please take t ime to read  the important instructi ons in this booklet. Observing the 
step by step instructions, and  comply ing with warnings wi l l  b e  your personal 
gua rantee to greater game satisfaction over a long period of t ime. 

This game is  licensed by 
Nintendo · for play on the 

(Ninlt!ndu) 
enTERTRinmenT 

SYSTEmilD 

THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT 
NINTENOO' HAS APPROVED THE QUALITY Of 
THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL 
WHEN BUYING GAMES AND ACCESSORIES TO 
ENSURE COMPLETE COMPATIBILITY WITH YOUR 
NINTENOO ENTERTAINMENT SYSTEM' 

NI NTENDO AND NINTENDO ENTERTAI NMENT SYSTEM ARE REGI STERED 
TRADEMARKS OF NINTENDO OF AMERICA I NC. 

ADVISORY 
READ BEFORE USING YOUR NES/SUPER NES 

A very small portion of the population may experience epileptic seizures when viewing certain 
kinds of flashing lights or patterns that are commonly present in our daily environment. These 
persons may experience seizures while watching some kinds of television pictures or playing 
certain video games. Players who have not had any previous seizures may nonetheless have an 
undetected epileptic condition. We suggest that you consult your physician if you have an 
epileptic condition or if you experience any of the following symptoms while playing video 
games: altered vision, muscle twitching, other involuntary movements. loss of awareness of 
your surroundings, mental confusion and/or convulsions. 

Lt. WARNING Lt. 
DO NOT USE WITH FRONT OR REAR PROJECTION TV-

Do not use a front or rear projection television with your Nintendo Entertainment System"' (NES) 
and NES games. Your projection television screen may be permanently damaged if video games 
with stationary scenes or patterns are played on your projection television. Similar damage may 
occur if you place a video game on hold or pause. If you use your projection television with NES 
games, Nintendo will not be liable for any damage. This situation is not caused by a defect in 
the NES or NES games; other fixed or repetitive images may cause similar damage to a 
projection television. Please contact your TV manufacturer for further information. 
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1. TECMO SUPER BOWL 

Tecmo Super Bowl is a football game that simulates real 
N FL action. Players can experience an entire season -
from summer preseason games to the final Pro Bowl 
game. All 28 NFL teams are included in this game. Each 
team is made up of 30 players and each player is based 
upon data taken from the actual football players from the 
90/91 N FL season. Enjoy the excitement of football to 
your heart's content. 

* THE PLAYERS AND STATISTICS I N  TECMO SUPER BOWL HAVE BEEN P ICKED 
FROM ACTUAL NFC AND AFC TEAM ROSTERS. UNFORTUNATELY DUE TO 
PROGRAMMING AND OTHER L IMITATI ONS WE COULD NOT INCLUDE ALL 
PLAYERS FROM ALL TEAMS. WE HAVE ENDEAVORED , HOWEVER, TO CREATE 
THE MOST AUTHENTIC FOOTBALL GAME POSS IBLE. IF PER CHANCE WE HAVE 
MISSED ONE OF  YOUR FAVOR ITE PLAYERS PLEASE ACCEPT OUR APOLOGY. 

@ Convenient Power-off Memory Function 

4 

This game cartridge is equipped with a back-up battery 
that enables you to save the results of games played. In 
order to make sure that the data you have saved isn't lost, 
always press the reset button while turning the power off. 
Be careful not to remove the cartridge while the power is 
on and do not turn the power switch on and off in rapid 
succession. Doing either ofthese things may cause dam­
age to the data and scores saved by the back-up battery. 
(To reset the Memory - see page 21) 



2. Operation of the Control 

Pressing any button during the demo screen action will 
cause the title screen to appear. Pressing the start 
button will cause the Main Menu screen to appear. Move 
the + Control Pad up and down to make your choices 
from among the four main menus: preseason game, re­
gular season game, pro bowl, and team data. For details 
concerning the menus, refer to the corresponding sec­
tions which follow. 

@ Making menu and + Main Menu Screen 
data choices 

���--"" . , �oo '-- <!>button 
Select Button Start Button 

(not used) 

+ Control Pad Used to move the "I>" mark when choos ing items. 

® button Used to make your cho ices .  

® button Used to cance l  your cho ices .  

@ Window Controls 

Choos ing items + Control Pad 

Enter ing your cho ice ® button 

Cance l i ng  a se lect ion or return ing to the p revious screen  ® button 

Looki ng  at the p layer's data for the offens ive sta rters Start button 
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3. Tecmo Super Bowl- Three Game Modes 

#1 - Preseason Game 
To play a preseason game, begin by choosing 
"Preseason game" then choose two teams from among 
the 28 NFL teams listed. 
* Data from preseason games is not saved. 

If you choose " Preseason" from the + Team Contro l Window 
ma in menu ,  the Team Contro l 
Window wi l l  appear. 

* Use this window to 
determine the mode for 
your game (see the Team 
Control page for more 
details - Page 15). 

* Once you have selected • Team Select Screen 
your game mode, the Team 
Select screen will appear. 

* Choose your team and 
your opponent's team. 

r-.RESEASON 

*}'* 

�OBUF . (If' 
�� IND. � 
;._-:, MIR. �. 
� N.E. 

;;.:, ·-. 
dETS 

!·" 
AFC * 

CIN. 

CLE. 

HOU. 

PIT. 

' 
.,. 

';*;',: NFC ... -, . .,-, 
* Once you have chosen 
the two teams, the game 
will begin. 

"'' 
.'::'�j 
� 
r-� 

WRS. CHI 

liiR. 0, DET. 

PHI ("" (i.IJ. 
PHX. M IN. 
OOL. @, T.IJ. 

' L� 

(;� DEN. i<><, N.c. ,, 
RAI. 

S.D. 

�] SEA. 

S.F . <i RAMS 

;_·,, 
N.O. 

OTL. 

* You can change a team's starting roster before the 
game begins (see the Team Data page for more details 
- Page 8). 
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#2 - Regular Season Game 
Each team plays one regular season game every week 
during the 17 week season. The teams with the best 
season records then compete in the playoffs to decide 
the two Super Bowl contestants. These two teams then 
play in the Super Bowl to decide which is the world 
champion. Records for each team and player are kept in 
the cartridge's memory throughout the entire season. 

* Choose "Season" from • Options Window 
the main menu and the 
options window will 
appear. While this screen 
is on you can confirm the 
game data and change 
the game settings. Then 
choose "Game Start'' to 
begin the game {See the 
Regular Season Game 
Data section for more 
details - page 16). 

#3 - Pro Bowl Game 
The Pro Bowl game is an • Team Control Window 
all-star match-up between 
the best players in the 
AFC and NFC. The 
starting line-ups of the 
two all-star teams can be 
changed by using the 
Team Data mode {see 
page 8�15). 

Choose "Pro Bowl" from the main menu and the Team 
Control Window will appear. After setting the game 
mode, choose either the AFC or NFC and the game will 
begin. {see page 15) 
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@ Team Data 

+ Team List Screen When you want to 
look up team's or 
players data, or 
when you want to 
change the starting 
line-up choose the 
team from the list 
and then press the 

®button. Data for 
the team that you 
have chosen will 
then appear on the 
screen. (Refer to 
page 14 for infor- -
mation concerning 
the All- Star Team 
Data Screen.) 

*•· Tt:AH DATA " * " 
•RFC ALL STARS � .; � f i .l' 1 

NFC ALL STARS 

(�, IJUF, ({/ CIN. (•� 
� IND. � CLt:. ·f'.t; 
(? HIR. Q. HOU. (J 
� N.t:. (�-· PIT, 

.Jt:TS � 
r,·;-, WAS. CHI . 
. �-(, CiiR. � Ot:T. ,., '"3 ··:- PHI, (?' (i.I:J. ( .� 

(' , 
I•HX. MIN. 
l)fll_ . �· T.H. 

@ Team Data Screen 

Team name 

Roster---

+ S l i de to the ri ght or left + 

[)f"N. 
K.C. 
RAI. 
S.D . 
St:A. 

S.F. 
RRHS 
N.O. 
llTI_. 

<D Select "Players Data" to look at data for an individual 
player. 

Use the + Control Pad to select "Players Data" and press 
the ® button and the "[>" mark will be displayed in the 
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roster column. Use the + Control Pad to select the player 
whose condition and data you want to see. The + Control 
Pad can be used to move right or left in the roster column. 
Press the ® button to review Players Data. 

®RECORD__[ 

J

AB I LilY 

® . . .  A player's condition is described in five levels. 

Excel lent 
Good 
Average 
Bad 
I njured 

: top conditi on .  
good cond it ion .  
average  cond iti on .  
in a slump 
s ide l ined with a n  i njury. 
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@ . . .  Record 

Passing 

ATI. : pass attempts. 
YDS. : passing yards gained .  
CDMP. : pass complet ions .  
AVG .  : average ya rds g a i n ed  per pass .  
TD .  : pass touchdowns. 
COMP. %  : pass completion percentage .  
I NT. : interceptions .  
RAT ING  : rat ing po ints .  

RECEIVING 

NO.  
YDS. 
AVG .  
TD .  

: number of pass receptions .  
: ya rds  ga ined on pass receptions. 
: average yards ga ined per reception .  
: pass reception touchdowns. 

Interceptions 

NO .  : number o f  interceptions .  

Rushing 

ATI. 
YDS.  
AVG .  
TD .  

number of runs. 
rush ing yards ga ined .  
average  ya rds ga ined per  run . 

: rush ing touchdowns.  

Punt Returns 

NO .  : number of punt returns .  
YDS .  : yards ga i ned  on punt returns. 
AVG.. : average  yards ga ined per  punt 

return . 
TD.  : punt return touchdowns.  

Kick Returns 

NO .  : number  o f  ki ck-off returns .  
YDS. : yards ga ined on kick-off returns. 
AVG .  : average yards ga ined  per kick-off 

return. 
YDS. : yards gained on interception returns. TD. : kick-off return touchdowns.  
AVG. : average yards gained per 

TD .  
interception .  

: interceptions returned fo r  
touchdowns .  

QB Sacks 

SACKS : number of qua rterback sacks. 
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©Ability 

This area displays the abilities of the various players. 
The items change depending on the 
player's field position. 

o Ability indicators for all players. 

Runn ing Speed : a p layer's rush ing speed. 
Rush ing Power : a p layer's rush ing 

strength. 
Maximum Speed : a p layer's maximum 

speed .  
H itti ng Power : a p layer's strength when 

b locking or hitti ng h is 
opponent. 

o Abilities of running backs, wide 
receivers and tight ends. 

Bal l  control 
Receptions 

: Ab i l ity to Avoid Fumb les. 
: Abi l ity to Catch Passes.  

o Ability indicators for punters and 
kickers. 

Kicking Ab i l ity. 
Avoid Kick Block. 

o Ability indicators for a 08. 
Passing Speed .  
Pass  Control .  
Accuracy of Pass ing .  
Avoid Pass Block. 

o Ability indicators for defensive 
players. 

Pass Interceptions .  
Quickness .  
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ell Offensive Starters 

• Use the + Control Pad to select "OF Starters" and 
press the ® button to check and make changes to the 
offensive starting line-up. 

Use the + Control 
Pad and ® button 
to move the players 
from the "Starter" 
column and vice 
versa. See the 
section on line-up 
changes for more 
details (page 26). 

Move the "[>" mark to the "starter" position, press the ® 
button and the reset window will appear. Choose "Yes" 
to return to the original starting line-up. 
* You can check a player's data by choosing the player's 
name and then pressing the start button. (see page 8) 

@ Defensive Starters 

•Use the + Control 
Pad to select "OF 
Starters" and press 
the ® button to 
check the defensive 
starting line-up. 

* The defensive 
starting line-up 
cannot be changed. 
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®Play Book 

Use the + Control Pad to select "Play Book" and press 
the ® button to check and make substitutions for the 
eight plays that a team can use during a game. Each 
team can choose its plays from among eight play patterns 
which include four running plays and four pass plays. 
With this command the offensive team can choose any play 
that it wants to use from among the eight play selections. 

Changes can be made to the 
play pattern that is flashing. 
Use the + Control Pad to 
choose the play pattern that 
you do not want to use and 
then press the ® button. 

Choose "Data Reset" to return to the 
orig ina l play patterns. 

Substitute play patterns will 
appear in the pass play area 
when switching from a 
running play, and in the 
running play area when 
switching from a pass play. 
Move the + Control Pad to 
the right or left to choose 
the play pattern that you 
want to use. 

The substitute play patterns 
will move to the right and left. 
Bring the play pattern that 
you want to use to the 
center of the screen. 
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@ Pro Bowl game 

• When you choose an All-star team from the Team List 
screen and then press the ® button. All-star team data 
screen will appear. 

G) 
® 

@ 

• Al l·star Team Data screen 
® 
@ 
@) 

<D, ®, ®, ® . . .  See the previous pages. 

®Move the "[>" mark to® and press the® button, and 
the "[>" mark will be displayed in the "Pro Bowl" 
Player ("All Stars") column. 

14 

Use the + Control Pad to move the "[>" mark to the 
name of the player that you want to replace. 
Choose the name of the player that you want to 
replace, press the ® button and the names of the Pro 
Bowl candidates for each team in the league will be 
displayed at the top of the screen. 

Players Posit ion. 

* Even an  injured player can part ic ipate in the 
Pro Bowl .  

® Choose "Reset Players" to 
return to the original Pro 
Bowl rosters. 



To choose a substitute Move the + Control Pad up or down to choose a p layer, 
then p ress the @ button to enter your select ion . 

To choose the substitute Moving the + Control Pad to the right or left wi l l 
p layer's team .  cause the team display sect ion t o  s l ide t o  

the side and be rep laced by a different team .  

Enjoy the Pro Bowl game by choosing your own all-star 
team. 

@ Team Control 

* Use the following four modes to control your team. 

( 1 ) MAN: used to control an ind iv idua l team .  (Manua l Player) 
(2) COA: used to enjoy the experience of being the head coach . Use this mode 

to select the p lays, ca l l  time outs, and for making substitut ions to the 
l ine-up . 
Dur ing the game the players wi l l automati ca l ly move accord ing to the 
coach's instruct ions .  (Coach Player) 

(3) COM: used to leave a l l  the controls to the computer. (Computer Player) 
(4) SKP: used dur ing a regu la r season game. This mode functions in the same 

way as the COM mode, but when both teams in a game are in the SKP 
contro l  mode, the game wi l l automatica l ly be sk ipped and only the 
result of the game wil l be shown. (Same as COM except when SKP vs 
SKP - see page 16 ) 

' 
I �E::CiULAR SEASON 

1 0�•• N5·a--­
� Tl-.:fiH (:UN I lUll 

s c:ur: utu. t 
hUML s·rrut I 

Nl'l. S"ffiNIJo I NhS 
lt:U H IUINf{ I Nt.S 
NC ' l .. I. I:UUI. HS 
n·nH IUIHI 

r;, 
� (? {,'> 

r•· 
.",. 
Pi} 
(• 

St:Lt:GT CONTROL MODI:: . 
*'X* AFC *�';* 

UUf". (f/ CIN . (;.(} 1)��.·-11-•,f<t• !of{L• IND. � cue. i% "d�t-�.f<L• �· ··C.-• M_.��t. R I-IOU, ,, rt�� ,'(··· �.fcL• N:J�t. ,. PIT, s.-.B.·. hr<v JETS -=-:.: ... s!:r�t-.. '"�· .... *,·· Nf'C '''*''{ "'• 
WfiS. C�!r�L. ?�--;. s,._r;t. '•"" (jtn. Q; DET. , . H!!�� •,J:t• �- PH• ·������. r:). (i.IJ, N. lJ. �. rc t • n·ff'. r•nx. MI N . 

'·'"' •.ret• O U L , �-. ·r. u. l:t> ·.r:to 

* In a regular season game, move the "[>" mark to your 
team's name and press the ® button to change your 
team's control mode. 
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Pressing the ® button repeatedly will switch the control 
from MAN to COA to COM to SKP. 

MAN vs COM - One p layer game. 
- Contro l ler 1 PLAYER aga inst COMPUTER. 

MAN vs MAN - Two p layer game. 
- Contro l ler 1 PLAYER aga inst Contro l ler 2 PLAYER . 

MAN vs COA - Two p layer game. 
- Contro l ler 1 PLAYER aga inst Contro l ler 2 COACH .  

COA vs COM - One p layer game. 
- Contro l ler 1 COACH aga inst COMPUTER. 

COA vs COA - Two p layer game. 
- Contro l ler 1 COACH aga inst Contro l ler 2 COACH .  

COM vs COM - COMPUTER aga inst COMPUTER. 
- Computer p lays both teams! 

SKP vs SKP - SK IP to the resu lts of the game. 
( in regu la r season games only) .  

• "Auto Skip" - can be used to automatically skip past the display screens o f  SKP 
-vs-SKP games on a weekly basis. This feature will allow you to skip to the next 
game which is set to MAN, CDA or COM. (for details- see"@ schedule" of page 17.) 

� ' i 
�=:.>UPER BOWL 

[t ;� :::,s::�::-1 
SI.:USON GRME I 
l•ltO HOWL 

�·HUN VS COM 

HUN •fS MriN 

IH'N 1JS COU 
r:un •Js U.OM 
non ''S non 
(!OH IJS C:Oti 

@ Regular Season Game 
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see page 17 
.-----<:21 see page 17 

see page 18 
see page 18 

----@ see page 1 B 
see page 1 B 
see page 21 

( Ill J 
SUPER BOWL 
[1 <J<JI Nt"L----, 

I' I�I� Sl-:RSON 

t- MUN \IS OOM 

MIIN 'fS MAN 

r·HIN vs cora 

[. ��:��: �:: ��= (:fJI"i VS GUM 

� Nil ._UUIIJUI f 
I WI I IC '' � -----------------·- ·,t I'. I 

g�.:� � R�·� tl�� j �;.� li�:r= � i!·:·� 
.·u· • "tt��m�l-�-�-���i�t Ut.(( � ;tr 
::: : ::��: !� ��n�m�� �lH::;: 

�:�::fu:r,: !i ·� �·l : �:· t: t!'.'l t:,',L 



CD Team Control: Use this option to choose the play 
mode for games between the various teams (see the 
Team Control page for details - Page 15). 

@Schedule: Use this mode to confirm the 17 week game 
schedule. You can see four weeks ahead or behind by 
moving the + Control Pad up or down. 

* You can also use this mode to check the play-off 
schedule. Press the ® button during the schedule 
screen and the command screen will be displayed. 
(Use the@ button to return to the schedule screen). 
Use the + Control Pad to choose "Play-Off", press the 

+ Command Screen ® button, and the play-off 
schedule will be displayed. 
Move the + Control Pad to the 
right or left to see the entire 
play-off schedule. (See page 
21 for details concerning the 
reset command.) 

Play-off schedule 

+ S lide to the right or left + 

• "Auto Skip" - To automatical ly skip past the d isp lay screens of SKP-vs-SKP games, se lect 
"Auto Skip" from the schedule window. Use the + Contro l  Pad to se lect "Auto Skip" then 
p ress the @button .  "To week DO" window wi l l  appear. Use the + Control Pad up or down 
to se lect the number of weeks you would l ike to skip .  (NOTE :  only SKP-vs-SKP games in 
the weeks chosen wi l l  be  skipped from the schedule) . Press ing t:•e ®button continuous ly 
will cance l  "Auto Ski p". 
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® Game Start: Use this mode to start the games in the 
scheduled order. The flashing match-up on the schedule 
list highlights the next game to be played. The results 
of the games will be recorded in the game's memory. 

® NFL Standings: Each team's win/loss record is displayed 
according to the conference it is in. During the regular 
season games or after their completion, a * mark will 
appear next to the name of the division winner and a 
@mark next to the name of any team that has won a 
wild card berth {according to the team's win/loss record). 

PCT -winning percentage 
PTS -total points scored 
OP -total points given up 

® Team Ranking: Use this mode to see the offensive and 
defensive rankings of all the teams in the league, or in 
one conference, for the following three categories: 
rushing, passing, and total yardage. Use the + Control 
Pad to select the category that you want to see and 
press the ® button to enter your selection. 

To see the teams ranked below 11th Press the + Contro l  Pad downwa rds 
p lace 

To return to the h igher rankings Press the + Control Pad upwards 

To see the rank ings in another Move the + Control Pad to the left or 
category right to move the "[>" mark and then 

press the ® button to enter your 
select ion . 

® NFL Leaders: Use this mode to see the records and 
rankings of the top thirty players in each category. 
Choose the category and the league or conference 
that you want to see and then press the ® button. 
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* Changing items - Moving the + Control Pad to the 
right causes the screen to slide and 
the item window to appear. Move 
the + Control Pad up or down to 
move the cursor in the window and 
select an item, then press the ® 
button to enter your selection. 

+ + + 

To see the teams ranked below 7th place Press the + Control Pad downwards. 

To retu rn to the h igher rankings Press the + Control Pad upwards. 
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* Looking at the categories 

Play Items 
•PASSING 

RAT ING 
COMP. % 
ATTEMPTS 
COMP. 
YARDS 
YARDS/An 
TO PASSES 
LST. I NT. % 

•RUSHING 

YARDS 
ATTEMPTS 

: Rating po ints 
: Comp let ion percentage  

: Complet ions 

: Ya rds per  attempt 
: Touchdown passes 
: Lowest interception percentage 

YARDS/An : Ya rds per attempt 
TOUCH DOWNS 

•PUNTING 

AVERAG E 
PUNTS 

•SACKS 

Select "Sacks" to see the number of 
qua rterback sacks. (No item) 

• KICKOFF RETURNS 

AVERAGE 
YARDS 
RETURNS 
TOUCH DOWNS 

20 

•RECEIVING 

RECEPTIONS 
YARDS 
YARDS/ACT. : Ya rds per  recept ion 
TOUCH DOWNS 

•SCORING 

POINTS 
TOUCH DOWNS 
EXTRA PTS . : Extra po ints 
FG .  : F i e l d  goa l s  

•INTERCEPTIONS 

INT. : I n terceptions  
YARDS 
TOUCH DOWNS 

• PUNT RETURNS 

AVERAGE 
YARDS 
RETURNS 
TOUCHDOWNS 



(J) Team Data: See the section concerning Team Data 
(page 8) 

@ Reset command 

What do you do when you want to start a regular 
season all over again? Press the ® button during 
the NFL schedule screen and a window will appear 
with commands for seeing the play-off schedule 
and a reset command. (Press the® button to return 
to the NFL schedule screen.) Choose the reset 
command and press the ® button and a photo 
question window will appear. Be careful because if 
you choose "Yes" here all of the information in the 
cartridge memory will be erased. 

+ " Question window" If you are continue your 
Regular Season Game (s) 
to the Play-off level, the 
Play-off Schedule and 
graph will appear. Press­
ing the ® button at this 
point will return the 
schedule to the screen, 
then you can call up the 
reset command to clear 
the memory. 

* If autoskip method has been assigned, it can not 
be cleared by a standard reset. You must use the 
main reset on the NEs·· unit. 
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4. GAME START 

It's time to start the action! 

When you have finished checking all of the data and 
making your team settings, select your Team Control 
mode. 

NOTE: When you are getting ready to play a regular 
season game by yourself, be sure to start the 
game after checking the schedule and the Team 
Control mode, because the schedule may be set 
to a two player game of MAN vs MAN or GOA vs 
GOA, in which case you won't be able to play a 
one player game. 

Controller 

+ Contro l Pad 

II t ff. o;k:::: 
Select Butto�Start Button 

(not used) 

@ List of Control Techniques 

Play Selections 

Selecting a RUNNING play The + Control Pad and the ®button simultaneously 

Selecting a PASS play The + Control Pad and the ®button simultaneously 

When you want to try a field goal, make Moving the "C>" mark. 
a punt, take a time-out; or when you Press the® button to open the window, use the + Control 
want to make a player substitution, Pad to make your selection, and press the ®button to 
change a player's position or enter your choice or the ®button to cancel your choice. 
change the defense formation (player 
substitutions and position changes) 

Entering your choice ®button 

Canceling your choice ®button 

Looking at the player's data Start button 
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Offense 

Choosing a control mode ®button 

Snap ®button 

Kick ®button 

Knocking down a player on the Come into contact with the player and then press the 
other team ®button repeatedly 

Selecting a receiver ®button 

Throwing a pass <ll button 

Defense 

Choosing the controllable The ®or@ button when both teams are ready for play 
player 

Diving tackle Get near the player carrying the ball and press the @ button 

Knocking down a player Come into contact with the player and then press the 
on the other team ®button repeatedly 

Kick-off, Half-time 

Kick-off Use the + Control Pad to make your choice and press 
Choose whether you are the ®button to enter your choice 
going to make the kick-off or 
return it 

When you want to skip a screen @button 

List of Main Window Control 

Choosing items + Control Pad 

Entering your choice ®button 

Canceling a selection and ())button 
returning to the previous screen 

Looking at the player's data Start button 
for the offensive starters 

Choosing a control mode ®button 
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Before the game begins, the referee performs the coin 
toss to determine which team has the right to choose 
the first kick-off. The team that wins the coin toss can 
choose to either make the first half kick-off or return it. 

24 

To sk ip the coin toss screen -
press the ® button .  



©Kick-off 

• To kick off - press either the ® button. 

A kick-off meter will be displayed at the top of the 
screen. This meter will grow longer and then restart. The 
longer the meter is the farther the kick will go. Watch 
the meter carefully and kick the ball by pressing the ® 
button when the meter is at its longest point. 

• To make an on side kick 
- kick the ball when the meter is in the blue. 

You can control the player 
carrying the ball when the 
kick is being returned or 
when the ball has been 
recovered by the kicking 
team on an onside kick. 

@ Controlling the offense 

Once the play has been whistled dead, the play select 
screen will appear. 

+ Name of the player carrying the bal l + The Play Select Screen 
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The Play Select Screen + Press the controller button in 
accordance with the instructions 
displayed on the screen to run the 
play that you have chosen. 
(For a running play - Use the + 
Control Pad and the ® button; For a 
pass play - Use the + Control Pad 
and the® button.) 

• To display the Play Strategy Window - press the ® button 
(press the ® button to close the window). 

+ " Play Strategy Window" Use the + Control Pad to 
select a play category and 
press the ® button to enter 
your choice. 
CD Use this mode to close the 
Play Strategy Window (same 
function as the ® button ). 

@ Use this mode to call a time-out and stop the clock 
(you can take three time-outs each half). 

® Use this mode to kick a punt (and give the ball to the 
other team) by pressing the® button. Once 
your center snaps the ball the kick meter will begin. 
The longer the meter is the farther the kick will go. 
Watch the meter and make your kick by pressing the 

® button at just the right time. 

® Use this mode to try a field goal. 

To make a kick - press the ® button 
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"The [> mark moves up and down" 

After your center has snapped the ball, instead of the 
kick meter, a "[>" mark which determines the direction 
of the kick will move up and down in front of the kicker. 
The ball will fly in the direction of the "[>" mark, so time 
the mark carefully and then press the ® button to make 
your kick. 

® Use this mode to call up the player substitution screen. 
The player substitution screen will also appear when a 
player is injured. 

@Team name. 
@ The player's positions 

are displayed according 
to their uniform 
numbers and special 
symbols. 

@ The names of players 
who are currently in 
the game are displayed. 

@ The names of kick-off and punt returners are displayed. 
® The names of players on the bench are displayed. An X 

mark appears next to the names of injured players, 
indicating that they cannot play in the game. 
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• Controlling the Game 

1. To move the "[>" mark for selecting players 
- use the + Control Pad. The "[>" mark can be moved 
in the "Players" and "Returners" columns. 
* To look at the data for the player that you have 
selected - press the start button. 
* When you move the "[>" mark within the "players" 
column, the position of the player being chosen will 
flash on and off. 

2. Making player substitutions 
Choose the player that you want to replace, press the 

® button and the "[>" mark will appear. Move this marker 
to the name of the player that you want to put in the 
game and press the ® button again. The substitution 
will then be made. 
*There are certain limitations on substitutions due to 
the positions of the players. 

Position I Players who can enter the game as a substitute 
QB • QB only 
RB, WR, TE, KR , PR • RB ,  WR, TE, KR, PR 

* Changing returners 
Returners can be changed without making substitutions 
by having a player already on the field change his position. 
(There is a high probability that the Returner will be injured.) 
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* When a player has to leave the game due to an injury. 
Once a player has been injured, the game cannot be 
continued until a substitution is made for the injured 
player. 

" If your p layer gets i njured, he won't 
be ab le to p l ay in the game." 

r:·::�::-J TLGHO Nf::WS t'l.fiSII 

l!l[f�l RECOVERED I 
·-.·;.,. 

IJUF'Fr1LO lJ ILLS •NO. U 
QB BILLS 

C 0 ME S ,, .;; iii"iT:iJn ,, ,, 
BRCK! limi!IICII]Irflfl 

��,Jtllll. . ... Ul Clli 
STfll) I UM 

" I 'm  f ina l ly gett ing out of the 
hospital! Now I'm rea l ly go ing to go 
wi ld!" 

3. After, you have chosen your play from the play select 
screen, you are ready to begin the action. 

To make the snap - press the ® button 

* Running plays 

To control the p layer carry ing the ba l l  + Control Pad 

To knock away the defensive p layers Press the ®button repeatedly 
tryi ng to make a tackle 

The p layer being contro l led 
the receiver on a pass 
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* Pass Plays 

Pass plays can only be made by first choosing a pass 
play from the play select screen. · 

To choose a pass 
receiver 
after the snap 

To make a pass to the 
receiver with theTmark 
displayed above him 

Press the® 
button 

Press the ® 
button 

After making the snap by 
pressing the ®button, 
get ready to make a 
pass. A � mark will be 
displayed above your 
eligible receivers. Press 
the ® button to move the 
indicator to the receiver 
that you want to throw 
the ball to. 

* If your quarterback does not have a very high passing 
ability (pass control, passing accuracy, etc.) your pass 
may not go where you intend it to go. Whether or not a 
pass is completed depends upon the ability of your 
quarterback and your receiver. It's a good idea to avoid 
trying to make passes that you don't have a good 
chance of completing. Use passes wisely to get past the 
defense and into the end zone for a touchdown. 

@ Controlling the Defense 

a) When the play select screen has appeared, try to 
guess what type of play the offense is going to run 
and then use the controller to choose your defense. 

To defend against running plays Press the + Control Pad together with 
the ®button. 

To defend against pass plays Press the + Control Pad together with 
the ® button. 

To look at the commands in Press the ®button (press the ® 
the Defense Window button to close the window). 

To choose a command Use the + Control Pad. 

To enter a command choice Press the ®button 

30 



Defense Window + CD Use this mode to close 
the window (same 
function as the® button). 

® Use this mode to call a 
time-out and stop the 
clock (you can take three 
time-outs each half). 

b) When both you and your opponent have chosen your 
plays, you are both ready to begin play. 

Select the player that you want to control -

To control your player 

To make a diving tackle 

To shake off a player 
who has grabbed 
onto you 

Use the + Control Pad 

while you are 
both lined up 
for the play 
press the ® or 

@ button. And 
each time you 
press the but­
ton the player 
you can control 
will change. 

Get near the other player and then press the ® button 
(this will knock down any player). 

Press the ®button repeatedly 

• When a p lay has been  whist led dead, p layers on the offens ive team may be i njured .  
I nju red  p layers cannot return to the game unt i l  they have recovered from the i r  i nj u ries .  
Make substitutions to replace the injured players (see page 26 for  detai ls on player substitutions) . 
Some p layers wi l l  n eed  three games to recover from the i r  in juri es .  

@ Game composition 

A game is made up of the first and second quarters, 
followed by half-time (which can be skipped by pressing 
the @ button) and then by the third and fourth quarters. 
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5. The Road to the Super Bowl 

The road to Super Bowl is long and rigorous. Without outstanding 
technique and play strategy the Super Bowl is an unattainable goal. 
Keep polishing your skills and use your best play strategy to achieve 
victory. 

TECHNIQUE SECTION 
*Running Plays 
oAvoiding a diving tackle 
When the COM is about to make a diving tackle the defensive 
player will get ready to dive and then he will attempt to tackle your 
player. To avoid being tackled get out of the way just as he is getting 
ready to dive. 

* If the defensive p l ayer gets ready to d ive, ------- get out of the way. 

oMake the most of your running back's talents 
Some running backs like to use their strength to bowl over the 
defense and plow straight ahead while others like to use special 
techniques and speed to avoid tackles. When you are controlling a 
powerful runner (a runner with great hitting power), have confidence 
in his strength and run him straight at the defense. 
When you are controlling a skillful running back (a runner with 
running speed and rushing ability), head upfield by eluding the 
defense's tackle attempts. 
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*Pass plays 
DLook for an open receiver 
Don't throw a pass to a receiver who is well covered by the defense 
or the pass may be knocked down or intercepted. Look for an open 
receiver and then pass the ball to him. 

DThe success of your passes depends on the ability of your 
quarterback and receivers 
The greater the ability of your quarterback and receivers the easier it 
will be for you to complete passes. With talented players it is possible 
to make passes even when your players are covered. However, if your 
receiver is not talented, he might drop the ball even though he's 
wide open. Likewise, if your quarterback isn't talented, he might 
throw the ball so badly that your receiver can't catch it. 

oUse your ace receiver when it really counts 
If you have an ace receiver on your team who is extremely talented, 
try throwing the ball to him in situations where it really counts. 

*Defense 
Dlntercepting the other team's passes 
Move your defenders into the area that the offensive team's pass is 
heading. Then, if your defenders are talented enough, they might be 
able to make an interception. 
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STRATEGY SECllON 
oMake the most of your team's talents 
There are many different types of teams - good passing teams, good 
running teams, strong defensive teams, etc. Find out what your 
team's strengths are and then make your play choices based on 
those strengths. 

DTake away your opponents strong points 
Study your opponent to discover his strengths and weaknesses. 
During the game concentrate on shutting down your opponent's 
favorite plays and upsetting his game plan. 
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AUTO SKIP SEcriON 
D SEASON GAMES 
For Season Games, the computer can automatically skip thru the 
various display screens for those games which are set to SKP-vs-SKP 
in the Team Control screen. 

+ Options Window 

I �E:OGULRR SERSO N 

I ill 
I OUI Nl't_----­

foo T l'UM (:IJNfltlll 

SC:fll::f)lll.l 

bUML: �>"�fUel 
Nl' l __ �>"I UNIJo I Nl•S 
.l l:UM IHINPC I I"H1S 
N'' f __ l.t:ruH-ItS 
ll:riM bii-Ht 

Press ing the START BUTTON and  
the 0 button simulta neously. 

Select "GAME START" from the 
options window. By pressing 
the START BUITON and the 

® button simultaneously, the 
display screens of SKP-vs-SKP 
games will sequence automatically. 
<Otherwise the® button must be 
pressed repeatedly.> 

You may cancel this choice by 
pressing the ® button continuously 
during the "Tecmo Sports News". 
When the game pauses, press the 

® button once again to return to 
the Option Window. 

+ TECMO SPORTS NEWS 
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6. TEAM INTRODUCTION 

AFC EAST 
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�MIAMI DOLPHINS ...... 
With the mei,Q,{ce of runn ing back Sammie Smith and fu l l back Tony Pai ge, 
the DillP.,.hi more ba lanced offensive attack . Dan Mar ino sti l l  has 
the guio� ea e i n the league and top receivers Ma rk Clayton and 
Mark Dupe and tight end Ferrel l Edmunds. Defensive end Jeff C ross and 
l ineback' r Jo Offerdah l  a re the leaders of the "M i am i  Pound Mach ine" 
defens . 

'( 

rl.'\. NEW ENGLAND PATRIOTS ,.., �1)���5 
Wide receivers Irving Fryar and Greg McMurtry a re a • .  ai 1of, gamebreakers . 
B ru is ing runn ing back John Stephens and t ight en �'arv. ·oak a re the 
featured p layers in the Patri ots ' ba l l -control offense. liletevsiye ends Ray 
Agnew and Brent Wi l l i ams a re the bookends of a lia defe(ISe that 
inc ludes l i nebackers Ed Reynolds, Andre Tippett, n d' Chris S!lliJ.Ieton . 

JETs NEW YORK JETS JETS 
The deve lop ing B l air Thomas and rejuvenated Freeman McNei l p ropel 
the Jets ' of}ensec Wioe receiver-Rob Moore takes some of the receiving 
burden off AI oo n g 1ves qu rterback Ken O 'B rien another deep threat. 
Deten�ive backs Eiril< M11Millan and Tony Sta rgel l make quarterbacks pay for 
throwing the footba l l .  
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AFC CENTRAL 
BROWNsCLEVELAND BROWNS BROWNS 

·� -�'''l<"CINCINNATI BENGALS 
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Buffa lo may receive more attenti on for its no-hudd le offense, but the 
Benga ls are the innovators of the explosive scheme. Quarterback Boomer 
Es iason has an impressive a rsena l �eapons in runn ing backs James 
B rooks and lckey Woods and recei®;fijole rBro r@n �McG'ev1ight 
end Rodney Ho lman is the team 's puss·ession rei:�iver. · eferlsive y;-sa'fety 
David Fulcher and outside l inebacker James Fra ncis a re a pa i r of heavy 
hitters who make receivers hear footsteps and bal l ca rriers run scared . 



A HOUSTON OILERS IILEII 
With erback, Warren Moon at the trigger, the O i lers '  Run-and-Shoot 
offe I gun down any defense in the N FL. Receivers Haywood Jeffi res, 
Erne s ,  D rew H i l l ,  and Curtis Duncan a re the most dangerous 
rec 1!110 a rtet in the league. The O i lers '  4-3 defense is wel l  su ited for 
the s -ru� h ing sk i l ls of defensive tackle Ray Ch i ld ress . Linebackers AI 
SrTJ\t J · hnny Meads excel at stuff ing the run, wh i le strong safety 
Buolia Me. el l leads Houston 's "Ai r  Patro l "  secondary. 
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AFCWEST 
D DENVER BRONCOS BROICOS 

John=Eiway�S:£a�on a rm and n imb le feet make h im very d iff icult to 
det.;nd. J!ob�y Hu�phrey's s l i ppery moves make it d ifficult for defenders to 
get � cl,�mhjt-.&n1l im. Receivers Vance Johnson ,  Mark Jackson , and R icky 
Nattiel may lac�sizp . but they make c lutch recepti ons. Safety Steve 
Atw 1 ter sets tij) o�e .to� Broncos '  defense with his hard h itting: Linebacker Ka11 Mecklenllu JS d1ff1cult to defend rega rd less of where he lines up . 
CorneFback yrane Braxton is the secondary 's best cover man . 

� KANSAS CITY CHIEFS CHIEFS 
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Quarterback Steve DeBerg is one of the toughest competitors in the league. 
Runn ing backs Christ ian Okoye and Ba rry Word a re � pair of b uis ing runners 
who a re hard to bring down. Stephone Paige is a renable-possessi'on 
receiver, whi le Robb Thomas is an elus ive deep hreat. L ineb'iiekers Derri ck 
Thomas and Percy Snow wreak havoc on opposl!l!IJ!a l l  carrLers,�d .I 
qua rterbacks . Cornerbacks Albert Lewis and Kevi n  oss and safeties Kevin 
Porter and Deron Cherry make up one of the best seconda ries in the league. 



@J LOS ANGELES RAIDERS RAIDERS 
Re�ardles"sof who:S-playing qua rterback, the Raiders '  offense wi l l  move the 
fo tfiall Jh runnmg and receivi ng ski lls of Bo Jackson, Marcus Al len, and 
S\ev S�iffi �eeP, opp os ing defenses off balance. Wide receivers Wi l l ie 
Gault an�e 1 n F.ernandez possess s ize, speed, and good hands . G reg 
Townsend?H ie,tong, Bob Go l i c, and Scott Davis compose one of the 
most�riffid6bl 'fdefensive l i nes in the N FL. Unsung cornerback Terry 
McDaniel-will make qua rterbacks regret try ing to th row at h im . 

C1l.tilmiSSAN DIEGO CHARGERS 
Quarterback B i l ly Joe Tol l iver is a good med ium-to-short-range passer. 
Marion Butts is the swiftest 250-pound runn ing back in the league. The 
Cha rgers wou ld l ike to pa i r  him in the liacldiel ith7 od.Bernl,tin o · 

Ronn ie Harmon . Speedy receiver AntliQID!_ nsisfeotl�.eatSJ::double 
coverage. Burt Grossman, Lesl ie O 'Near,'an ee i l3ms ooat'i"nejob of 
p ressur ing the quarterback . L inebacker Junior Seau has good speed and 
can both b l itz and drop into pass coverage. 

IR::) SEATTLE SEAHAWKS Seahawks 
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NFC EAST 
* DALLAS COWBOYS COWBO\'S 

Quarterback 1:  oy Aikman and runn ing back Emmitt Sm ith a re cornerstones 
of an exp lo§f¥ young offense. M ichael Irvin is the deep threat, whi le Kelvin 
Martillzi&>tlfe ·on receiver. Tight end Jay Novacek is one of the best 
pass� �ng nds in the league. Defensive ends Danny Stubbs and 
Tony Tolltert fensive tackle J immie Jones a re excel lent pass rushers 
who do I· ol1 f cavi ng in the pocket. Linebackers Jack Del R io and 
Ken No on a re b ig itters who make p lays .  

GIANTS NEW YORK GIAN TS GIANTS 
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�PHILADELPHIA EAGLES 
Versati le runn ing back Keith Byars is an excel lent receiver out of the 
backfiel d . The b lock ing and receiving ski l ls of Keith Jackson make h im 
the NFL t ight Neutra l i z ing the Eagles ' defens ive l i ne is not 

Reggie White and Jerome Brown on ly wi l l 
mons and give h im a clea r path to the 

"�-'<��l�I!8Pl;!J.! '"backer Seth Joyner covers a lot of g round and· has 
a nose for ornerbacks Ben Sm ith and Eric Allen a l l ow very few· 
passes to be completed in the secondary. 

� PHOENIX CARDINALS CARDINALS 
Opposing defenses shou ld be aware of quarterback Timm  Rosenbach 's 
mob i l ity. He th rows just as wel l  on the run as'h._e..cJoe&-in1he-pocket. 
Runn ing backs Johnny Johnson and Anthony Trtompson m�e'u�one of the 
fi nest young backfields in the league. R icky Proefi l�nd Roy reen�ar1l a pa i r 
of sure-handed receivers with deceptive speed. Defens ively, en arvey 
and Freddie Joe Nunn excel as pass rushers ,  whi le l i neBackers Eric Hil l and 
Anthony Bell do a so l i d job of stuff ing the run .  Strong safety Tim McDona ld 
h its l i ke a l i nebacker and covers receivers l i ke a cornerback . 

REDSKIMS Ml� WASHINGTON REDSKINS 
� Quarterback Mark 8ypien has done an outstand ing job m asteri ng coach Joe 

G ibbs 's' intncat offense. Whenever Rypien gets into troub le, he can count 
on his 1poSse-wide receivers, Gary C la rk , Art Monk , and R i cky Sanders-to 
come l!}l 1t elutch reception . Gera ld R iggs and Ea rnest Byner a re a pa i r 
of thic�-thigh runners who ' l l  tramp le over any defender in thei r path . The 
huStling pu rsu it of veteran defensive end Cha rles Mann and l i nebacker 
Andre"C'o l l i ns makes it d iff icu lt to ga in ya rds aga inst the Redskins '  defense. 
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NFC CENTRAL 
� CHICAGO BEARS BEARS 
V J im Harb h · ne of the most accurate passers in the NFL. The runn ing 

a n  eceiv·n unn ing back Neal Anderson keep the defense off 
ba l an · . Bh Davis and Ron Morris have the speed to get open 
deep �n ss to make a catch over the m idd le. Linebacker M ike 
S ing l  a of the Bears '  defense. Defensive end R ichard Dent 
contin e of the league's p remier pass rushers .  Few defens ive 
backs c los he ba l l  and have a knack for interceptions l i ke Bears strong 
safety Mark · rrier. 

�DETROIT LIONS LIONS 
The runn ing and pass ing of quarterback Rod�y Peete i�nite-t{fe -Jletroit 
offense. No other NFL runn ing back possess�\the sp�p� . balanc�nd 
accelerat ion of the L ions ' Barry Sanders . Wid' r�eiver Robert Cia JWi l l 
catch anyth ing he gets his hands on .  Nose tac� Jerry Ball does a g od 
job of tying up b lockers and a l l owing l i nebac�ers hris.. pielmilrt-:M.i�hael 
Cofer, and Dennis Gibson to make tackles .  S�Jl{l'S'afijij Wi l l i arirWI\ite is 
an a lert p layer who never a l l ows a receiver to get beh ind h im .  
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�MINNESOTA VIKINGS \'ll�llt�S f11l' The more the Vik ings uti l i ze Herschel Wa l ker as a run�e'il�Q!l receiver, the 
mor� success they ' l l  h�ve movin� t.he footba l l .  Quarterba�R�ILW

. 
i lson is 

a p0 1sed leader who wt l l not pamc m the pocket. The�1l<r g��a�} two of 
the most dangerous receivers in the league in Anthony . ·� er1ifr�assan 
Jones . Defensive ends Chris Doleman and AI Noga a r 1i�J�1he ba l l .  
Strong safety Joey Browner is a b ig-p lay maker who makes k'!l. hits and 
interceptions .  · 

a-TAMPA BAY BUCCANEER� BUCCA.N E E RS 
The B cca e a re a youthful team ful l of potentta l .  Quarterback Vmny 
Testaierd time. his throws wel l  and has good anti c i pat ion of receivers 
Bruc i l l  1 . a k Ca rrier. Gary Anderson is an elus ive runner who squ i rts 
throug o e� an bounces off tacklers .  L inebackers Kevin Murphy and 
Eugen., Mal¥e_;!e.Jd-an aggressive defense. Quarterbacks shou l d  be aware 
of ba1thJlWI<t�ornerback Wayne Hadd ix . 
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NFCWEST 
.ATLANTA FALCONS FALCONS �. The yJ.Icons.-.'R d Gun" Offense can shoot ho les through any defense in 

the� The -mg of Mike Roz ier and Steve B roussa rd comp lements the 
l on!(-b; n f quarterback Chris M i l ler. Sti cky-fingered receiver Andre 
R ison i 's favorite ta rget. Linebackers Jessie Tugg le , Michael Reid ,  
and Da ri� ner lead Atlanta's " Grits B l itz" defense. Free safety Scott 
Case g ive cel lent support aga inst the run .  Cornerback Deion (Prime 
Time) San is one of the fastest p layers in the league. 

�a,..s LOS ANGELES RAMS 
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* !��:"�"����. ��:��
T!nn ino backs ����JS 

and Rueben �ayes and burly fu l l back Cra ig Heyward a re hard-nosed ba l l  
ca�i�rio: �eqltnl!?first down markers moving . Wide receiver Eric Mart in is 
thf@lee . hreat:=aq�\he possess ion receiver. The Sa ints ' l i nebackers a re the 
strength of t[eir de-tense. Outs ide l i nebackers Pat Swi l l i ng and R ickey 
Jackso'ifi!xcpgts pass rushers and i ns ide l i nebackers Sam Mi l ls and 
Vaughan Juhnson a re so l i d aga inst the run and in pass coverage. 

f9EBS 
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COMPLIANCE 
WnH FCC REGULAnONS 

This equipment generates and uses rad io frequency energy and if not i nsta l led 
and used properly in strict a ccordance with the manufacturers ' i nstructions, 
interference to rad io and televis ion reception may occur. It has been type tested 
and found to comply with the l im its for a C lass B computing device i n  
accordance with the specif ications in Subpart J o f  Part 15 o f  FCC Ru les , which 
a re des igned to provide reasonab le p rotect ion aga inst such interference in a 
res identia l i nsta l l at ion . However, there is no gua rantee that interference wi l l not 
occur i n  a pa rti cu lar insta l l at ion . If this equipment does cause i nterference to 
rad io or television reception ,  which can be determ ined by turning the equipment 
on and off, the user is encouraged to try to correct the i nterference by one or 
more of the fo l lowing measures : 

- Reorient the receivi ng antenna 
- Relocate the NES with respect to the receiver 
- Move the NES away from the receiver 
- Plug the NES into a d ifferent outlet so that computer and receiver a re on 

d ifferent c i rcu its .  
If necessary, the user shou ld consu lt the dealer or an experienced ra d io/ 
televis ion techn ic ian for add it iona l suggestions. The user may f ind the fo l lowing 
booklet prepared by the Federa l Communicat ion Commission helpfu l :  
How t o  identify a n d  Resolve Rad io - TV I nterference Prob lems. 
This booklet is ava i l able from the U .S .  Government Pri nti ng Office, Wash ington ,  
D . C .  20402, Stock No . 004-000-00345-4. 
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90-DAY LIM ITED WARRANTY TECMO GAME PAKS 
90-DAY LIM ITED WAR RANTY: 

Tecmo ,  I nc .  ( "Tecmo")  warrants to the orig ina l  consumer that th is Tecmo  Game Pak ( " PAK") 
(not i nc lud ing  Game Pak Accessor ies or Robot Accessor ies) shall b e  free from defect in  
material and  workmansh ip  for a per iod of 90 days f rom date of pu rchase .  I f a defect covered 
by this warranty occurs d u ri ng  the 90-day warranty period ,  Tecmo w i l l  repa i r  or rep l ace  the 
PAK, at its opt ion ,  free of charge .  
To rece ive th is warranty se rvice :  
1 .  DO  NOT return you r  defective Game Pak  to  the reta i l er. 
2 .  Notify the Tecmo Consumer  D iv is ion of the p rob lem requ i r ing warra nty service by ca l l i ng ;  

1 -21 3-329-5880 
Our  consumer Divi s ion  is  in  operati on from 8 :00 A .M .  to 5 :00 P. M .  Pac i f ic  Time ,  Monday 
through Friday. 

3 .  If the Tecmo service techn ic ian  is  unab l e  to so lve the prob lem by phone ,  h e  wil l p rovide  
you  w i th  a Return Authorizati on  number. S imp ly record th is number  o n  the outs i de  
packag i ng  of you r  defective PAK, and  return you r  PAK fre i ght p repa i d ,  at  your r isk o f  
damage ,  together w i th  your sa les  s l i p  or s im i l a r  proof-of-purchase with i n  the 90-day 
warranty per iod to :  
Tecmo, I nc. Consumer D ivision: Victoria Business Park 18005 S. Adria M aru Lan e  
Carson, CA 90746 

This warra nty sha l l  not a pply if the PAK has been  damaged by neg l i gence ,  acc i dent ,  
un reasonab le  use ,  mod if icati on ,  tamper ing ,  or by other causes unre lated to defective 
mater ia ls or workmansh ip .  

REPAI RS AFTER EXPIRATION OF WAR RANTY: 

If the PAK deve lops p rob lems after the 90-day wa rranty per iod ,  you may contact the Tecmo 
Consumer D iv is ion at the phone  number  noted above . If the Tecmo Service techn ic ian  is  
unab le  to so lve the p rob lem by phone ,  he  may p rov ide you with a Return Authorizati on  
number. You may then record th i s  number  on the outs ide  packag i ng  of the defective PAK 
and  return the defective PAK fre i ght prepa id to Tecmo ,  enc los ing  a check  or  money order for 
$ 10 .00 payab le  to Tecmo ,  Inc. Tecmo wil l ,  at its option, subject to the cond it ions a bove , 
repa i r  the PAK or rep l ace  it with a n ew or repa i red  PAK. If r�p lacement PAKS are not  ava i l ab le ,  
the defective PAK wi l l  b e  retu rned and  the $10 .00 payment  refunded .  

WAR RANTY LIM ITATIONS: 

A N Y  APPLICABLE IMPL IED  WARRANTIES ,  I NCLUD ING  WARRANTIES O F  M E R CHANTAB ILITY 
AND FITNESS FOR A PARTI CULAR PURPOSE ,  ARE HEREBY L IM ITED TO N I N ETY DAYS FROM 
THE DATA OF  PURCHASE AND  ARE SUBJECT TO THE COND ITI ONS  SET FORTH HERE IN .  I N  
NO  EVENT SHALL T ECMD  BE  LIABLE FOR CONSEQUENTIAL OR  I NC I D ENTAL DAMAGES 
RESULT ING FROM THE BREACH OF  ANY EXPRESSED OR  IMPL IED WAR RANTIES .  The  
p rovis ions of th is warranty a re va l i d  i n  the Un i ted  States on ly. Some states do  not a l l ow 
l im itations on how l ong  an imp l i ed  wa rranty lasts or exc lus ion of consequent ia l  or i nc i dental 
damages ,  so the above l im itations  and exc lus ion may not apply to you. Th is warra nty gives 
you spec if ic l ega l  r ights, and you may also have other r ights which vary from state to state. 
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