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Lﬂﬂk for this seal on all software and accessories
for your Nintendo Entertainment System. It repre-
sents Nintendo’s commitment to bringing you only
the highest quality products. Items not carrying
this seal have not been approved by

Nintendo, and are not guaranteed
to meet our standards of |
excellence in workmanship,
reliability and most of all,
entertainment value.

Thank you for selecting the Nintendo® Entertainment System Kung

Fu* Pak.

—

Please read this instruction booklet to ensure proper handling of your new game,

OBJECT OF THE GAME/GAME DESCRIPTION

Kick, jump and punch your way to victory; Knock-out the knife thrower.
Stop the stick fighter, and trip-up the evil Tom Tom Brothers in this action-
packed martial arts contest. Beat your opponents and rescue the fair Sylvia
who's held captive on the top floor. Just when you think you've got your
enemies licked, there's always a Giant, a Snake or a Fire-breathing Dragon to
contend with in Kung Fu!

and then save the booklet for future reterence.

1.

1) This is a high precision game. It should not be stored in places that are very

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may

PRECAUTIONS

hot or cold. Never hit it or drop it. Do not take it apart,

damage the game.

3) Do not clean with benzene, paint thinner, alcohol or other such solvents.

Note: In the interest of product improvement, Nintendo Entertainment System specifications

and design are subject 1o change without prior notice.

Nintendo of America, Inc.

*©1984 IREM CORP. ©1985 Nintendo
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2. NAMES OF CONTROLLER FPARTS
AND OPERATING INSTRUCTIONS

Controller 1 — For 1 player game
Controller 2 — For second player in 2 player game

Controller 1/ Controller 2 A button B button
— ¢ sControl Pad He punches. He kicks.
( ~N "
— D e
@ (o] B A Y geel?,
- e [.\9 o ¢S
1 ik By operating buttons A and B, and pressing the
: utton o . .
| L B bution control pad quickly when Thomas is caught
5?,‘;512: " - START button you help him get away from the enemy.

- 2Control pad
Moves Thomas.

He jumps

2 2R

""-u iﬂ,i‘

— He moves 10 the right,

Hae mowves to the left. - e —— He crouches down.

P~ o ~ .
*Quickly pressing the top of the > control pad oy MR IR
while Thomas is moving left or right will cause him e 293 «V
to fly diagonally.

SELECT button

When this button is pressed, the dagger mark ( 4= )
moves. Line the mark up with the game you wish to
play.

START button
Press this button to begin,

Pause:

If you wish to interrupt play in the middle of a game,

press the START button. The pause tone will sound

and the game will stop. Press the START button again

when you wish to continue playing. The game will

continue from where you left off.

" Game A is designed for beginners and game B for experts,

" If either the START or the SELECT button is pressed during the demonstration
sequence, the game menu returns to the screen.

" There are separate TOP SCORE displays for games A and B,

" The TOP SCORE disappears once the power switch is turned off.



The Gang Leader, Mr. X
Characters (Sth Floor Boss)

(SYLVIA) Master of all the martial arts,
Captured by the mysterious he's the strongest man in the

S - . castle. As he uses all tech-
geng. “X”, she is being held niques, fighting with him 15 a

(THOMAS)

A steely Kung Fu expert, he has
mastered the art of powerful

- Knife Thrower
He throws knives aimed right

punches, sharp kicks and well- captive at the top of their diasdly Grrieat at Thomas.
timed jump kicks. The player castle. She fewverishly awaits 4 : 10,000 pts R A Uy 500 pts.
must decide which techniques J her rescue by Thomas. FR R S Sy ; PR o s i BOO pts.
ﬂ to use and when * Jump kick . , . .1,000 pts.
Tom Toms

They come to get Thomas.
They are lable to turn In
mud-air and attack,

Black Magician (4th Floor Boss)
He can grow back parts of his
hody and perform other amaz-
ing tricks. He can even grow
another head when severed. Just
what kind of attack will work
on him? . . .+ 4+ 5,000 pts.

Boomerang Fighter

(2nd Floor Boss)

He throws boomerangs. Work
out the fiying pattern of the
boomerangs . . . . . .3,000 pts

{The Enemies) * ‘
Stick Fighter Giant (3rd Floor Boss) r The Gripper
5l (1st Floor Boss) As strong as Hercules. Lots of them come to get
ST Dangerous ta ap- His movements are slow Thomas. No specific tech-
y proach unprepared but his power is enor- , niques,
I a3 he whirls his stick mous, Watch out for IR oA 100 pts.
F‘H around . .2,000 p1s. that killer punch! * Punch, Bk v . 200 pts.
b e a-a-urn w3 ANKD) BES. *Jump kick . . . . . 200 pts.




* Dragon Ball . * Dragon * Confetti ball 3_ HO'W TO PLAY
Drops from the ceiling. , Attacks by breathing fire. | Drops from the ceiling.
‘ Before it Rules
‘||_ E ';“::‘a::’:"'- :-__:| 1. One round takes you from the first floor to the fifth floor, where Sylvia is
| i'li ﬂ " with. . , ., | “',, " being held {:&ptiue,' . : 1 :
el o ’ . : 2. On each floor, different dangers and martial arts experts are lying in wait to
' L ; [ 4 A attack.
il ‘ . . e 3. The attacks of each of these enemies have to be dodged, and punches and kicks
1) E [ .S58 . dealt out.
i ; - , ‘. 4. Some enemies will fall at one blow, others at two blows and others will only
Cick ! Kick iCick N 1 fall when their energy runs out,
Punch. . .......277pts. s Punch. . . .....2000pts. | Punch. . . . .1,000 pts. \\ 5. Once caught by the enemy, Thomas' strength gets weaker and weaker. Operate
i ¢ the - control pad and buttons A and B quickly to get away from the enemy.
ge
* Snake Basket ' * Snake * Poisonous moth \ 6. There is a timer for
Drops from the ceiling. - Emerges from the snake bas- | When it comes flying to- : : b fleor: Th 1 Player 2nd Fl  4th FI
s ket. Jump to avoid being | wards you, attack with e i bk b Score Top 1st Fi | 3rd 71| 6th FI
- ' bitten, must be overcome and 8-0-0-0-0
‘ |‘| ‘ ; 3 .a the stairs climbed
o " . P ¢ Yo X ¥4 within a fixed time 2 Players Score
el G- :‘ : A TS € L1 limit. |
o ; i >/ 7. Once the 5th floor has o
ol ; 4I|J'__ Y I been reached and A B disol
g : 0| e i Sylvia safely rescued, Energy level of [° Rama Ay B OAwEY
- - " the floor boss
- | you can proceed to Round No.
Kick ‘ - Kick . 500 pts the next round. Energy level a0
Punaly. v e e e pts. ! £ Pl . oo e 600 pts of player No. of remaining players
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Beware!

“Every time Thomas is attacked, his energy is weakened. If his energy runs out,
it's the end of Thomas.

*If the timer runs out {TIME 0000), it’s the end of Thomas.

Scoring

* Any time left over is added onto your score, (x 10 pts.)

* Any energy left in Thomas is added onto your score, (x 100 pts.)

* The points you get for defeating enemies make up your score.

Note: If you can knock over several Grippers, Tom Toms, etc., with a single
jump kick, your points are doubled or quadrupled.

Bonuses
* If your score reaches 50,000 pts., you get another player.

COMPLIANCE WITH FCC REGULATIONS

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 instal-
lation. However, there is no guarantee that interference will not occur in a parti-
cular 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 1o 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

— Plug the NES into a different outlet so that computer and receiver are on

different circuits.

If necessary, the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet
prepared by the Federal Communications Commission helpful :

How to Identify and Resolve Radio—~TV Interference Problems.
This booklet is available from the U.S. Government Printing Office, Washington,
D.C. 20402, Stock No. 004-000-00345-4.
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

S0DAY LIMITED WARRANTY :

Nintendo of Amance Inc. (“Ninterndo | warranty to the original
consumar purchaser that this Nintendo Game Pak ("PAK ™} (nat
including Game Pak Accessoriss ar Robor Accessories] chall be
free from defects in material and workmanshap for o period of
00 dayy from dete of pgurchess, H o defect covared by 1R war-
ranty ooDws during this 90.day warranty per-od, Mentenda wall
réger o reglece The PAK, at its aption, free of charge,

Ta recens this marranty mrvics:
1. DO NOT return your defective Game Pak 1o the retailer
2. Novify the ANintendo Corsumer Service Department

ol 1he problem regueng warrenty mrvce by calling
Outside Washingion State (BO0) 4222602, or Imiide

Warhmgtor State 1208) BE2-7040, Our Cansymer Servae
Deparcment i in opergtion from B:00 A M. o 5:00 P.AL
Pacific Twne, Mondey through Fricaey

, I 1ha Nintendo gereice technscipn i wnabie to solve the
problew by phohk he woll provide vou wath & R#us
Authorizston number. Simply record this numiber on the
Culseh packaging af your dulectes PAK, and return yosr
FAX freight prepasd, at vouwr <ok of demage, Logethe wilh
your mlin g or wmile proafl-of-purchps wethin the B0-
day v ranty period 10

Nentarahs of A sia o
MNES Comsumar Serdice Departmant
AB20 — 150n* Awenue M.E.
Aecimond, IWA G8052

This vearranty shadl not apply if the PAK has besn demaged by
negligerce, accident, unroisonable use, MO TCHIon, Larvger g,
ff fiy athe causss anfeated 1o delactive materials oFf ot kmaer-
D,

REPAIRS AFTER EXPIRATION OF WARRANTY:

If the PAK develops » probiem after the B0-cay warranty parod.
i iy enniadl The Ninssdo Consumar Sacroce Department
st the phona number noted abowe I the Nintendo service 1ach-
macinn 4 usabie 10 wolve the problem by phane, he may Drovide
you wath o Meturn Authorastson number. You may then record
this numisr on the cutiide packed=g of the defectwe PAK and
return the defective PAK freight prepaid to Nintendo, enclosing
& chick o monky ordaer Tor $10.00 peyable o Netendo of
Americs Ing. MNintendo will, at its option, subiec1 o the condi-
fiors sbown, repar 1hie PAK or meplece it with & niew or repeired
PAK. I replocement PAKE are noT svailable, The defectve PAK
will be returned snd the $10.00 payrment refunosd,

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRBANTIES, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR
A PARTICULAR PURAPOSE, ARE HEREBY LIMITED TO
NINETY DAYS FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN
RO EVENT SHALL NINTENDO BE LIABLE FOR COMSE-
QUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WAR-
ARANTIES.

The provisians of this warranty aré walid n tha Unted Seaten
DNy, states do mot Slow limitations on Row long
implied wirtanty laits or dxclunon of covmguentiel Of -
dentsl damoges, 0 The sbowe Hrvaniords ond eeciusion may rot
spply 80 you Thea werrehty givem you epecific legsl righiy, and
you may aisc have other rights which vary from $1ate 10 STaTe
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