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t. Ths s a high peecsion Game Il sheule nol be plagse or stared in dAces
thzt ana very bOt ar cold. Never hit or dnp 2.

2. Al louchirg the conneciors. Do net gt llem wel or d oy, Doing S0 may
camas the jeme.

3 Do nol clean with berwene. paied tieeer, akkonal ar olber such Sabtanls,

4 Warning: Do not use with front ar rear projection TV-Do rof use 2 ‘ronl ¢ rear prejection
fekvizon with wour Mntende Erterainment Sestem™ (NES) and HES games. Your projection
lelevison scresrn may b prorarenty dawaged if wdeo games w2 h stadionary seenes or
palleens are pligged oo your proection tBlevsion. Similar damage miay o0Cur il you plice 4
ddee game on held o pause. I you uss your prejection leledsion wih HES uarres Ninlenco
wlll not be sable lor any dzamade. This =|t.ut-:n Iz nol causec by a celect in the NES or NS games
alher hxed or repaht'm images may caus: similar damage 1o a projecton lelesison. Pieass coract
wour T manufacturer for urtkar informatan,

ADVISORY
Road Botore Using Your NESSupor NES

A ey smal oormion of he popaalion may 2xpenence saeplc Seaurss wnea vevirg caain kinds al
fashing lights o pattems that ae commanly present in our daly endreoment. THEse peSLNs May
exDIients seizures whils watching some kinds ol tzlevsion pctures or plsing cerain voeo gamss.
Players who Fave nol Fac any presicus seCUrss may noretheess nave

an urcketected epileatic condition, YWe supges: that yeu coosus vaur physiciza d voau haws

an epilptic cooddmion er il you expenence ary of the [dewing symptoms v play rng Voo games:
allerad vison, muscle e tchog, all2e invaluntary mevements, less ol avareness of

vour surroundings, MENE centus on gadicr convals 0ns
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Hillalar is basad an tha
FORGOTTEN REALMS
acton adventures tor
ADVANCLED DUNGEONS & DRAGONS
=the mast pogiedar talde-1ep

rale-playing game in America
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Challenge the Mysteries Surrounding Hillsfar

Once Hillafar was the most opan and prospercuys city on the Maocnsea. But now,
the merchant-mage Maalthir — saif-proclaimed First Lord of Hillstar — rnules the
regicn with an iron fist. The Lora's dreaded Hed Plume marcenary quards
maintain law and order, stalking the city miaht and day, watching all.

Forune and adventure can ke yours as you challenge the mysternies and puzzies
wathin the city walls. Test yvour abllites at horsemanship, lock picking, and arena
combat. Only your wits and skilis can carmry vou through the adventure
succassfully and on to glory.

A New Adventure with Each Character Class

welcome to Hillsfar, the city of mystery and adventurs. Hepresanted by your
character, you are camping just outsice the city walls — ready o embark on a
quest for fortune and fame. You know Hillsfar is uncar tight control, but that it's
full af opporiunities for any inguisitive adventurer,

Befora setting cut, you should now that vou can choase 1o be ane of four
different characters in this game: Fighter, Maaic-User, Thief, or Cleric. The
game’'s story and acticn proaress in different ways depending upon which
character class you chooss, So if you successiu'ly comalete the adventure once,
three completely new challenges ramain 1o be enjoyec,



Starting the Game

Insern he carlridas inlo your NES ang switch the posves on, Wait 1or the Hillsfar
display to appear after the ADAD” loco. Then press the Start Bution, The screen
will show vou camping cutside of Hi'sfar.

Twao ways lo creale your characler
Befare slarting your acventures, create a characlers 10 represaent you In the game.

You can do 1his in one of two ways. The fastest way Is to load a saved character
that a'ready exists from the canndge. Or you car create your own urnque
character by choosing from different optons for race, class. gencer, anc more,

I you wanl 1o slart play snmediately, choose e first opton, I you want 10 Creats
your awn unique character by choosing all attributes yoursell, picx the second.

1. Using an Existing Character

oelect "*Sample Load” on the Camp menu using the 4 key ard then press
Bution A, The list of four classes appears on the screen, (For [l descriphons,
00 pane 6,)

Select the character class you want and then press
Button A. When the camp scerne appears, selact
I - "No." You'll row find your character on horseback,
(R B riciing tovard Holsfar. For more information on

' horsemanship, see page 12, Controlling Your Horse
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2. Creating a New Character
This lets you aacide your character's race, gender, class, allanment, name, and

abities. First select “Creaate Character” from the camp menu with the + key. Then
press Butten AL The list of 6 races will appear on the screen.

Selecting Your Character's Race

Dwart This is a cunniryg race ol sturdy workers and crallsmen
Fhey can be lahters or thieves, or holn,

El As Lall as hurmans, but slimmer, elves can be fighters,
magic-users, hahter/ihieves, magic-user/thieves, and
liahter'magic-userfinieves. They also have a better
chance of linding hvdden abyects than oiher races.

Gnome Maempors ol 1S race are shortor and slimmer than their cousins
the dwarls. They can be ighters, thioves, or fighter/thieves,

Hall-EIf These hybrids have many of the virtues of betn humans and elves.

Lixe clves, they can be more than ona class at once.

Humans  Cur own race can nse to maximum levels as fighlers,
mag c-users, clerics, and thieves, Linlike other races,
humans canrot be two classes at once,

L-



Selecting Your Character's Class

Cleric The clenc is a crusader whe fights Tor 1he causes of his order with
nreal zeal,
e ————————————————————————— e,
Fighter The fighter is a warrior who is most comfortable in the thick of
battle.

Magic-user The rocbe-clad mag c-user relles on magical powers rather than
stamira and combat ability,

Thief This dextercus rogue is skilled at opening locks with a set of picks
— of eéven without any ools.

After you select your player's class, cholces for alignment will appear on the
screen. Aignment is the philosophy by which your character lives, Althcugh
alignment won't directly affect your character's actions, it can allect how Non-
Playing Characiers (INPC's} in the game viaw hm or her,

Selecting Your Character's Alignment

Lawful A character of this alignment values the rule of law ana takes a
Neutral neutral pasition toward good and bad,

e ———————————————————————,—— .,
Lawful A character of this alignment sees the strong ruling the wesk as

Evil the natural order of things.
ﬁ
Neutral A character of ths alignment believes in freadom limited by

Good certain rules.
R —————eeeeeeeee
True A character of this alignment finds harmony in the balance of order
Neutral ard chacs. good and bad.

Hn_ulral Cuastions of arder and chaos are of little importance to a chasacter
Evil of this alignment, He or she befieves wickedness will eventually
cominate the wardl,

Chaotic An unruled warid of chaos s the ideal for a character of this

Neutral alignment. He or she has ne interest in the fine d stinctions of guod
or bad.

m

Chaatic A character of this alignment despises law and order and acts frealy

Evil according te his or her own rules. He or she values the ends — not

the means — in the pursuit of greater glory.



Name Your Character
After selecting an alignment, it's time 10 name your character. Use up 1o 12 lotlers

by pushing the + koy to select and Button A Lo enter letters from the screen, Use
Button B to make any comectons. Once you're hapoy vath your character's
name, select "End” and press Button A,

Ablity scores for your character now apocar on the screen. Nintendo
autcmatca’y generales these random atiributes, The higher the scores, the
areater your character's abilities. If you're satisfied with the scores on the scraen,
select "Yes" and press Button AL If you'd Lxe te try again, you can re-roll your
Character until you have the ability scores you desire.

Afer you've sived your characier, relumn o the camp menu and chooss 1he
"Loaaing Character” opton from the adventurer list. Select your character's name
ard press Buttan A, Up 1o 9 charactars can be saved.

when the camp scane appears on the screen. select “No™ and press Bution A
o slart the game.

Character Attributes

WIS (Wisdom) This is the measure of a character's ability to uncerstand the
ways of the worlc and interact with it, Wisdom is very
important to clerics,

INT (Intelligence}  This is the measure of how well a character can learm and use
knowledge. Intelligence is the most important measure of a
magc-user s ability 1o cast spells.

STR (Strenath) This is the measure of how much damage a character can
nilict in a fight. Strengih is especially valuable for fighters.

DEX (Dexterity) This is the measure of a character's manual dexterity and
agility. Dextenty s a valuable attribute for thieves.

CON (Constituticn) This attribute has a major affect oo how much damage a
character can survive in a fight.

CHA (Charisma)  This s the maasure of how well a charactar Interacts
veiin others,

EX |[Experence) As a character adventures and accumulates treasure, they
fqain experience points. Experience points gained bevend
certain va'ues will increase a character's level,

E
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Character Attributes (continued)

Level This is the measure of a character's cument level or degres ol
accomplishment in his class.

>

ge This indicatas the character's age.

HP (Hil Points) This 1= a comprehensive measure of a character's wilalily.
Uharacters lose Hit Points every time they take hits in 2 batlle,
When a character reachas 0 Ht Points, he ether losas
CONSCINUSNOSS OF expires,

GP {Goid Pleces)  This shows bow much money a character possesses.

The Camp Menu

Go to Hillstar Select 10 stan the game with 2 saved character

Delete Select 10 remove unwanted characless

Characters

Save Select 10 save your character's cumrent slatus, This oplon
Characters 5 also available in the main menu,

The Outskirts of Hillsfar

Mook Quamy —

Lragansaine___
Moariiars

Glroest Lake

Hormit's
Pl

T80ing —
Fosl

Castle _
Hars

Weads
Latyanlk

Orce vou leave carrp. & map of tha oul-
9118 of Hillsfar will aocenr on tha screm,
AS you rade 1o e cty, astedeks show tha
diffarent routes which you can choosa.

LC2mn

IAoansaa

Hil="a

br

Shiprvreck

Oragon's
Banns

Big Troe

Higalight yaur choice by pressing Bution A
fide the path you selacted by pressing the
+ kay. From certain points, like tha camp,
POU Seection may be Imitad 10 enly ana path,
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Controlling Your Horse

Slow Down

Duck

Speed Up

e B*
P | b S B _._ Jumnp

Actvate

— - “Rod ol Blasting”

Use the 4 xey 1o control your harsa. You'll need 10 jump to avoid obslacles that
crep up aleng the way and duck 10 aved fying arrows and birds,

If you find a2 “Rod of Biasting” — perhaps in o
treasure chest — you can use it Lo destroy
obstacles on the riding path, Te use |1, press
Bution 8, All Rods have a specified number of

charges, When they are used up. they'll disappear,

Waich the path! You’ll lose Hit Points if you're
thrown fram your heese, If il happens repeatedly,
your norse may lose heart and run away.

Adventuring in Hillsfar
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Cnce you ve reached H llsfar successiully, a map of the city appears on the
screen. A flashing armow in the upper nght-nand corner of the city will indicate
your starting positon ane directicn. Immediately 10 your nght are the stab'aes
where you must go to leave the city,
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Moving Within the City

Usu_e the + key Lo control your character within the city. When you encounter a
building, comments, hints, and clues may appear in the message window, If you
wish to try entering a building, step up 1o 1 and use Button A 1o select o
command. Doors are often locked, but you can try picking the lock. (Refer 1o
Lock Picking on page 16.)

The City of Hillsfar

The city is home to a castle, arena, many
builtngs, pubs and guilda for each
characier class, Take time and become
familiar with i1, Notice that the message
wincow and stalus screen shift
according to where your character is
ocated in Hillsfar, Pecple in the city will
often spaak to your character. Wnen this
rappens, the screen channes to show
the scene of intaraction,
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Using the Main Commands

"Check current quest”
You'll be given diffarent guests many tmes during the course of the game. Use

this command o raview your latest quest.

"BGM, on & off"
Usa this command 1o turn game sound either on or off,

“Healing potion™
Select this command o restore Hit Poinis by taking a healing polion,

“Save data"
Save your adventure at its current stage with this command. When you stop the

agame, and save vour data, then you may turn off the power swatch while pressing
the resaet button, Note: vou must hold the reset button while tuming power off or

the saved game may be lost,




Load the Character to Continue

When you reslart the game, select Load Character
-

rem the camp menu. Then select your character's
name lrom the adventurers’ list,

e iCF A CHid i

Lock Picking
Ihe docrs — and especially treasure boxes —
you encountar vall olten be locked. There are

MU T

1. Use a sel of picks

I you are a thief, or have hirec a NPC {Non-
Flaying Character) thief, vou can use a sat of
PCHs, Locks must be picked one furmbler at a
lime, from ielt to right. Te pick the lock. use the + ey 1o select the pick which
matches the lumbler. Use Button B to ip e pick over if necessary, Hit Butten A
LG try the pick in the tumber,

2. Use physical strength to force it

Attempt to use brule force 10 open the leck. Chances are slim that you'll succead

unless your character is very strong

five differenst ways lo get around these bamers.

3. Pick the lock with a small object
Lse thia option te attemp! to ek a lock with 2 small stex or straight piece ol
meial. This i3 also a chancy proposition.

4. Use & Knock Ring
It you have a knoecx ning, you may use | 1o attempl to open a lock. Krnock rings
will cpen anly ane lock per rirg before they disappear

5. Use the Chime of Opening

This magical itermn can be used to open any lock, but it's hard 1o find. You'll only
have a sheel ameunt of time to open locks, But be careful! Tampering with locks
can often sel olf nasty traps.

Buildings and Mazes

The Cily of Hillsfar is a wamen of buildings and mazes that veu'll want to
investigale thoroughly. Your efforts may be rawarded by balpful items, valuables,
infarmation, and gold, Rermember: you have only a ‘imitad time to explore these
places. The Red Plume Guardions always stand watch anc vill quickly closs in on
you il they lind you nsde, If you hear a guard at the goor. quickly find the exit
which appears as a stairsay goirg down, Sometimes, you may find an itern that
randers the guards unconsciows. Use it effectively to collect as much beoty as
ocssible, If the Red Plumes capture you, you will lose all the items you've
collectec and be throven in the slreel — or even sentenced to "Fight to The Eng”
in the arera.
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Fighting in the Arena

In the course of your travels «n Hillsfar, socoer or later
you'll end up al the arena. In the arena, you may fight
‘or wealth, fame, henor, or perhaps to pav lor a cime
you've committed. Arena contests are fought blows by
Biow until one of the combatants is knocked
senseess, Stronger players have a distinct advantaqe
in battle.

Time in Hillsfar

Time in Hillsfar flows as it dees in the real world. Note: some bu dings are cnly
open for imited hours, The cument time shows in the status screen. i you need 1o
waste time, reat up in your gu'd and recover Hit Points.

Earn Fame and Gold at Tanna’s Target Range
For a small price of admission, vou can compete
against other marksmen lor fame and gold at Tanna's
Targel Range. Siings, daggers, darts, and bow and
arrows are offered for rental, Which ones yvou can use
may depend on your class,

The targets betore you will drift vath the wind. Check
the windmill to adjust your shot accordingly, Aim and
snoot with + key and Button A. Practice a litltle to help
you dacide which weapon is bas: for you,
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Shop and Building Hours

Building Hours Building Hours
1  Arera Bam - 11pm 10 Haunted Mansion Never open |
2  Archery dam - dpm 11 Healer Shops dam - dpm
3 Bank Bam - 3pm 12 Jail Never open
|4 Book Store Bam - 3pm 13 Mages’ Guild+ Always cpen
5> Castle Nevar cpen 14 Mages’ Shops Bam - 3pm
6 Cemetery 12am - 7am 15 Mages' Tower Bam - 3pm
/ Shrine of Tempus  Always open 16 Pubs dom - 7am
(Claric'as Guild)+
. A 17 Sewers Always open
Hablos WAYS Open .
Slable 'y | 18 Rogues' Guilds Alwiays open
9  Fahter's Guild~ Alvways open I

*The guiids are always open 1o their own class, and always closed 10 all other
closses, Guilds are hkely spels to find guests and messages.
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Special Items!
Sot of Picks

Knock Hing
Healing Potion

Chime of Opening

Rod of Blasting

For thieves only, Each set includes 10 picks. Sometimes the
pick vou reed won't be In the set.

This magical ring opens any door or box, but works one
time: only. Beware of counteriais,

This drink recovers your Hil Points, I1's especa’ly useful
belore fighting in the arena.

This magical items opens any locked door or chest., It can
oe used many times, but 8 dificut to fing.

This staff destroys any obistacles on the path. All reds
have a imited number of charges and will disapoear
when used up.

Notes:

21




Fui
r3

Compliance with FCC Regulations

This equipment generates and uses radic lrequency energy and il not installed
and used properly, that is, in slrict accordance with the manufaciurer's
nstructions, may cause interference to radio 2nd television recepton. Il has been
tyoe tested and lound 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 interferencs in a
residential installation. Howaover, there is no fuarantae that interference will not
OOCUr in & particular installation, If this equipment does cause inlerference 10
radic or television recepton. which can be determined by turning the equipment
off and on, the user is encouraged 1o try to comect 1he interference Oy one or
maore of the following measures:

* Raorient the receiving antenna

* Relocate the NES vath reapect 1o the recelver

* Move the NES away from the receiver

¢ Plug the NES inte a different cutiel so that the

NES and recelver are on different circuits.

Il necessary, the user should consult the dagler or an axpenenced radiofteleyaion
‘echnician for addiliona’ sugaestions, The user may find the fcllowing bookiet
prepared by the Federal Coemmunications Commission helpfu':

‘How te Identity and Resalve Hadio-TV Interference Problems.,

This bookiet is available from the .S, Government Srinting Office,

WwWashington, D.C. 20402, Stock No, 004-000-0D345-4.

90-Day Limited Warranty FCI Game Paks

90-Day Limited Warranty;

Fujisankel Communications International, Inc. (FCI) warranis to the original
censumer purchaser that this FCI Game Cartricge shall be free from defects in
material and werkmanship for a pericd of 90 days frem date of purchase. If defect
covered by this warranty cccurs during this q0-day wamanty period, FCI will
repair or replace the cartridge, at its option, Iree of charge. Replacement of the
carlridge, free of charge, to the criginal purchaser (except for the cost of returning
the game cartridge) s the full extent of our liability,

To recaive this warranty service retum the defective canrndage along with a dated
proct of purchase and your name and address to an autherzed FC| dealer or
directiy to FCI:

Fujisankel Cemmunications International, Inc.

150 East 52 Streel, New York, N.Y. 10022

Atlention: Returns Department

1212] 753-8100

This wamranty shall not apply if the cartridge has been damaged by negligence,
accicent, unreasonable use, modification, tampering, or Iy other unrelated
causes to cefective materials or workmanship.
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Warranty Limitations:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEHEBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL FCI
SE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES,

The Pravisions of this warranty are valid in the United States only. Some states do
rot allow limitatiors on how long an imp ed warranty 12s1s or exclusion of
consequential or ncidental damages. so the above limitations and exclusion may
not apply te you. Thie warranty gives you specilic legal rights, ond you may also
have ather nghts which vary rom state 1o state.
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