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STORY

While spending the night in their 1en1, Mick and Mack cecded 1o read abou!
Aenald's adventures, One sunny day while Ronald McDenald is performing magic
Iricks at a peenic, the Hamburglar runs olf with Honalg s Bag of Magic. The
Hamburglar is hiding in the worlds of McDonaldLand, The M.C. Kida must collect
the Puzzle Cards for each level to track down the Hamburglar and return the Bag of
Maqgic to ARonald McDenald. Keeping them from their quest is a vanely of unique
creatures sent by the Hamburglar 10 keap the Bag of Magic 1o himself! They must
hurry, before they are too late!

Mick and Mack wenl to sleep and were magically franslormec into the M.C. Kids.
Being Ronald's friends, they want 1o calch the Hamburglar just as much as you do

GETTING STARTED

nsert the M.C. KIDS (That's prenounced 'EmCee” Kids) cartridge and turn on yous
Mintenco Enteda nment System, The title screen will appear where you v!l choose
to play ONE or TWO olayers, Il you choose 1o play a one player game, you may
play either Mick or Mack, Jump up and touch the Mick Mack'er 1o change belween
IMic< ana Mack. Walk ofl the left side of the screen 1o play a ONE player game, or
walk ¢if the ecreen 1o the righ: 10 p|ﬂ}' a I'wo [llﬂ';.'l;.'.r game, F’rassing tha START
butlon will play a ONE player game,

OBJECTIVES

To get threwah each land, you must succeasfully solve all 1he ‘avels in that land.,
However, belore you can proceed o the next land, you must return Puzzle Cards ol
that land 1c the proper McDonala'and characler. At the baainning of each land, the

WMcDenaldland character of that land will tell you how many Puzzle Cards you need
lo comtinue o the nex! land

Track Ihe Hamburglar before he uses the Bag of Magic for his own use!




The story will begin and you will learn of Ronakd McDanale s plight — how his Bag CONTROLLER OPERATION

of Magic was stolen by hamburglar. The cantrals for M.C. KIDS are quite smple but take time to master, To increase
out skills, be sure and practics, practce, praclice

You will begin the game al the first level of the first land: Rorald McDonad's ! P P

Clubhouse Pushing right anc lelt cn the control pad will meve Mic< and Mack right anc leil,

This works at any time that they are moving, even i Ihey are j[umping or faing.
To pause the game. press the START butlon,

To aborl a level and stad wih a new character al any lime dunng the game, oress
lhe START butlen, and then the SELECT butier on the conlrol pad

PICKUP

You may pick up one
objac: oy slanding next
to 1 and facng . or by
slanding an top of it and
cucking dewn to pick it
up prassing the B
oution.

pick up pick up Il pick up snow




JUMP THROW
Press the A butlen to jump in the To throw an
directon you are facing. If vou duck object, press the
just before you jump, you'll jumnp B butlen, I you
highes, Whan Mick or Madk are push UP on the
runnicg, you can press the A Butlon : : control pad and
and jump higher and farther! AF prass the B
e buticn, you val
:" 2 ) i 1_1 “:p?:ﬁ-::: gll:if’c_ throw straight down bounce .Iﬁl'.lruf__ lhrow snow
"__.' l || throwe an objecs badld 157
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throw steaight up Fill in block run Lhrow




DUCK

To duck, press DOWN on the conlrol pad. il a block or ather object 's uncer you
when you duck and are pressing the B butlen, you wi' pick uo that object. Be
careful' If you're standing on a block in the air, and you pck 1 up. you will fa'!

When vou begin, you are given either four Mick or four Mack characters 1o com-
plele the game, Each player stans wilh three hearts per charactar. When Mick or
Mack is touched by a creature, he oees a heart. When he loses all his hearts. you
must start over with another Mck or Mack characier. The moament that hick or
Mack ‘0ses a heart, he will fash ‘or a few saconds. During this time he cannol be
lcuched — use this lime vasely 1o ge1 past the incky spots! Wnile you play the
game, you will oe given the chance to eéam more hears for Mck or Mack by doirg
super-shois. For example, if you hit two or more crealures with the same block, this
qualfies as a super-shot. You will a'sc receive a heart for hithing len crealures. You
can nave up 1o lour nears, I you lose your last hearl, you will have 1o slasl over
wilh a new M ck or Mack character, and will have only three haarls.

THE MAP SCREEN

On the screen are sevaral ilems ol inlerest 1o you. On this screen, you wil see the land that
the M.C. Kids are currently in, the level they are comently on, and the nurrber of Puzzle
cands necessarny 1o go to the nast land. You wil alsc see a puzze n the rght upger comer
of 1he screen, As you colect Puzze carcs, piecas of this puzzle wil be umed over,

Tre patn alows Mok and Mack 10 move belween the lavels within a land. When you are
an top of an arch, press the A bution 1o entar that kevel, You cannat move 1o the next leval
until yeu have crossed tha anding line for the cument level. Once a level is completed, the
sirpes on that arch dsagpear and you may now procead (o te nexd leval, Yeu may retum
to visil lovels you have completed as often as you ke, perhags to search for a hidden
puzzle card!

Puzzle pieces are

| R s e
ll:':::l :ﬂa:.'; ::urd-- H;:liﬂ:; :" o = lurned over as you
AR 2o S - collee! them.
Cards needed N ;
tu "3“1 tu llzlllﬂillllll S v, Paln that rﬂltk
next land. - 13 antd Mack can
use to travel

through lands.




SPECIAL ITEMS

M

PUZZLE CARDS:

When you bagin each lana, you will be instructed by he
McDona'dlana character of that land 1¢ collect a specil¢ numbos of
Magic Caras for that land. Some Puzzlie Cares are very well hidden
and will 1ake patience and practice 1o hind’

As you collect Puzzle Cards for the land that you are in, you will sée a
oart of the puzzle in the naht upper cormer of the scraen flip cver. Nol
all cards found in a spaciic land will be far that land. This means that
you may n2ed 1o visit other lands to find cands 1o complate your
current land. It you cannot fine some ol the Puzz'e cards, visil the
character of the land vou are in, Ihey must have some halpful hints or
clues.

If you collect all the Puzz'e Cards In a sel, relurn the cards lo 1he
character in that land 10 receive additional bonuses, There are &2
carcs in all

1

A
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GOLDEN ARCHES:
Collest as many of these
as you can! il you coliast
100, you will have &
charce to olay the bonus
game, Il succassiul, you
will have a chance 1o be
able 1o get up 1o five 1-
JPs!

1-UPS:

Gel as many of these as
you can' Each ana will
qive you an exira Mick or
Mack charactor

ZIPPER:

To use a zipper, stard in
front ol Ihe zipper and
press the B button on the
control pad.

REVERSER:

Touching a reverser will
send Mick and Mack
spinning back to the starl
of the level,

SPINNER:

Al the end of some walk-
ways in the sky, this
device has a way ol
spinring Mick and Mack
all around 2o thai the sky
15 now the greund! You
nead 10 run across
spinner at lull speed 1o
L upside-down or
ngnl-side up again!

MICK MACK'ER:
Touching this will switch
your character balween
Mick and Mack,




BRIDGES
ICE BRIDGE:

This bnage s covered in o2 and 18 very
shppery 10 walk acreas! In addition 1o that,
youl cannol carry anything acress this brnidoe
or |4 will break throwgh. Beware < I you lall on
1 4 well alse break and you will 1all below.,

SPRINGBOARDS:

There are two lypes ol springboards thal
Mick and Mack can use 1o jump higher!
The small springboards that are raisad
ADOVE ground must be jumped on to be
activaled,

SUPER SPRINGBOARDS:

The other type of aprngbeard s very larao
Hecause of this springboarnd's size, it will
lake a very neavy obyec! 1o make 4 bounce!

FIRE BRIDGE:

This bncge appears to be perfecily fine —
until you make that first step! The fire will
stan 1o burn from the lelt 1o e fight, so
you'd beller run across as fast as you can!




EALLING BRIDGE: THINGS THE M.C. KIDS CAN THROW

I'hese blocks lorm a bridge that you must
Cross, As yOou move acress, somea of
tnese blocks vall fall once you have
slepped on theam,

BLOCK:
The M.C. Kids can lind these in a varely of araas, anc will
lind them very useful,

e

POROUS BLOCKS:

These blocks are necessary 1o get across
tricky sections, such as lava. While Mick
and Mack are using them, they have no

B_ONES: _ _ ' control over the direction that the parous
The bones are onty in cerlain lands that the M.C. Kids must bleck floats!

go through. If you step quickly, you can use them more
than once. but if you dor 't move ‘ast, they'll crumble anc
fall’




FILL-IN BLOCKS: LIFTS

These blocks are items that Mick or Mack can ind to help them use There are four types of 1ts that Mick and
aliernate routes through the levels, Leox for an outling of the block in Macx can use, thay are!
the sky and throw the block up to fill in the outline block. Once filled,
you can stand on it and be fransportad 1o another ar2a in the level. TRAVEL LIFT:

Thes lift only operates when Mick or Mack are
SAND: atanding on . Onca they jump on, It will begin
In some places, there will ba sand thal blocks the route that Mick and 10 move, The moment they jump cif, it will
WMac< must use. To get by ths, they must *dig” through the sand by slop.

preasing the B bullon on the control pad.

SNOW:
When the M.C. Kids are by a plle ol snow, they can use it lo throw at
the creatures! To gel 1he snow. press the B bution on the contro! pad. R IATA b CQHT]NDUS LIFT:

7 & While this lift is moving in a never-ending
BOAT: yod . oop, Mick and Mack must calculate whan
A boat is very uselul for moving Micx and Mack across water. To :_:_':',' they should jump on anc ofl, as it vall

continue cn it's palh whether they are on il

Jse A boat, you can pick it up and throw the boat into the water and |
or not

jump in oL, While you are in a boat, you contre! which directon it
Moves in by pressing right or left on the centrol pad. To move oul

| the waler, jump sa‘ely to land. Be sure 10 move quickly and don't
lat Gnash 1cuch you!l
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CONVEYER LIFT:

The most difficult to master, the M.C. Kids
must move ne cpposile directon {pressng
ekt and right on the control pacg) that they
wish 1o go! Pressing lel goes “foware” and

pressing nghl moves 'backwara!’

CLOUDS:

Cleuds are very uselul to Mick and
Mack! They will Foat themn toward the
Sky whers they can find bonuses and
other useful tems’

ENDING LINE:

When Mic< and Mack have Fnished a leval,
i~are will be a tight rope wilth a spinning
Goloen Arch going back and forth across it
For extra bonuses, to be usad at the end of
the game, when you ump over the line, lanc
on the Golden Arch! The farther 1o the right
you land,the bigger your bonus wll be. If you
jump far enaugh 1o the right AND land an the
spinnng arch, you'll receive a magic brick 1o
e usead in the linal stage of your quest!
Hemembaer, only a true encing ing has a
Iravalling Go'den Arch thal soins!

When Mick and Macx knizh a leve! for the
st time or whenever thay have complelec
a leve! AND found a Puzzle Card, 1hey will
~iah live sach other!




CHARACTERS CREATURES MICK & MACK SHOULD AVOID

ALBERT GOFORIT

This creature fitters, rying Lo A crealura that spands nis time
fly, bul all he erds up doing is chasing you around wherever
geiting in your way youJ qo!

MACK MICK

Half ol the dynamic team thal s The other half of this loveable

the M.C. Kids, Mack loves 1o pae, Mick can'l wait to return JACK RABBID PROPBOT

adventure through McDenald- Rona'd's Bag ol Magic! Thig is one rabbit you Flying around and looking arcund,

Land only WISH woulkd Propbot will distract you from your 23

disappear! goal! Waltch out lor the propelicr!




SPLINTER PUTT

This ousy litlle beaver & always Den't get o close 1o this bord!

ying 1o foll your progress! FINEQUS FITCH
Identiiable by his lell-tale fin White i1 mught aposar 10 ba harmless,
in 1~2 clouds, you'd Detler keep appearances can be quite deceiving!
vour eyes apan for this sharp
croeatura!
FROGO

Ciztant relativa 1o tha Goforit,

MCMOOSE HANGING HARRY this creature is able 1o withsiand
When he stans charging. you 'd Hanging frem trees, Harry will catch the freezing cole! Hilting him jusi
petlor gel out ol Ins way! YOu DY SUNpe ae! nght & considered a Super-Shot!




SHNO-ZER DEE-THAW

He may not look cangerous, A close cousin 1o Shna-Zar, he will
but the snowballs he will throw JUMP right ler you!

al yeu are real reudlel!

. PSYCHO GNASH

Dwelling in the snow, you'd He's waiting for you in the waler, so
t=lier not touch 1hesea! be sure he doasn't have a chance o

get vou! You will los2 vour character it he
louUCHEs you even once !

GERG
Ger lollows you wherever
vou Ury Lo go - even inlo Lhe
sard!

NERB
Avold the walls in the volcanno
wheme Nerb vall gel you!

POKUMS
Ihese sp<es are Just walting for you
1O iy 10 pass!

KROME-DOME
His prolective helmet keeps him

coming aller you tme alter imel Hitting
hirm just night is considared a Super-Shot!
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WHIRLEE ' TYE MAGIC WAND

LEINAD
With nis large eyes, Leinad Mow ng bac< ana farth 2cross the clifis, While thay were once inside With Ronald s magic, Mick and Mack
knows every move you make! Whitlee will keap you unsettied! Honald's Bag of Magic. they will have 10 work overlime! Tha

are now unsiopoable! You will maqic wand must be hit several times|

reed 10 hil a Tye more than

6 crcel
DRAGGIE

FIZZIE NERRAD WwWhile moving slowly, the M.C.
Going by waler can be hasd Waiting for you 1o cross the brdge. Kics should make sure they

wilh Fizzie arcund! Merrad will come across afler you! quickly jump over 1his onel




THE SIX LANDS RONALD'S CLUBHOUSE BIRDIE'S TREEHOUSE

: : This is where Mick and Mack begin Onoe Mick and Mack have com--
There are six major areas that make up McDonaldland, Each area is dislinctively heir cuest. There are meadows pleled Henald's Clubhouse, they will
cifferent, beautiul and cangerous In its awn way. You must conguer them all 1o Find and forest lancs that they must ba fakaen to Birdie's Treshouae,
FONEITS BRg. 0V MgIC frave! through 4 thay are going 1o where they must lind mere Puzzle
Wi | L romplale al the levels and find Cards for Birdie, as well as conp ele
then Mick and Mack run cul of characiers o play. the game will give you the Ronald’s Puzzie Cards. evels with clouds anc mountains!

cplicn of pressing the START bution to centinue playing. If this oolion 15 seleciec,
you wll start the game at the last location that Mic< ana Mack viewaed in 1hair book,
Any Puzzie Cards they found alter viewing the beok will be returned Lo the'r crginal
lecations and must e feund agan,

F#TII |I'if.-. :f"! :-l'-r':u-ru- W
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GRIMACE'S HIGHLANDS

This land is full of clil! levels and
laka levels. Mic< and Mack must
seak out Grmace in his rathar
large purple heuse and find his
FPuzzle Cards, Walch out for the
large waterlall!

.w.-n:n'n Insabib andas

'np..nln moa i s
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PROFESSOR’'S WORKSHOP

Withirr ali the sand, the enchanioo
lorest, and the ship. Mick and Mack
st find the Professce's Puzzle
Carcs. In exchange (or the Cargs. the
“rolessor will lel Mick and Mack use
his newes! inyoention!

COSMC’'S RETREAT

This ‘and is full of lunar caves and
moch tunnels, In acdibon 10 a maze,
Mick and Mack face a graviational
pull totally unlike what they ra
accusiomed ‘o,

,ﬂ"m" e Ny
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HAMBURGLAR'S HIDEQUT

Just when Mick and Mac< thought
they'd seen 1 all. the Hamburg ar
has a land Gl ol volcanos, compleie
wilh hol lava hal 1hey must gel
I"rough 1o hnd Rorald's Bag of
Magic' Be sure you don't abuse ha
machines n the lava or thay might
slop working!




THE BONUS LEVEL

when the M.C, Kies have collectad 100 Golden Arches in a lavel, Ihey will be
Lakon 1o a specal bonus ‘evel, To reach the top of the screen, you must jump on
the lilt wath tme UP arrow in it Only one of the lifls go up’ Each lift is active for only
a second. Once a black has moved, ba preparad 1o jump 1o another block with the
UP arraw in 1 10 continue your ascent. Once thay reach the 1op, you'll get a
chance to earn 1-UP's!

- _--.._-...--q-i------ -
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TIPS AND HINTS

1o gel through tricky spols, carry a block with you. Whnile you're jumping up, press
dawn on 1he contro! pad and the B button on the contre! pad — this will anable you
ta G2l by without the risk ol losing hearls!

| you throws a block up while you are moving. you will be able to eliminate the
creatures pelore Iney are a thraal
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COMPLIANCE WITH FCC REGULATIONS

This ecuipmen: generatles and uses radio frequency and i nat nsialled and used
preperly, that is, in sinct accorcance with the manufacturer's insiruclons, may
cause inlerlerance 1o the radic and television reception. It has been type lested and
found to comply with the Emis for a Class B compuling device in accordance waih
the specificatons In Suopart J of Panl 15 of FCC Rules, which are designed 1o
provide reasonable protection aga ngt such interfererce in a residential insta'laton.
Howaver, there is no guaraniae that irterderence will not occur in a particular
installaton. If this equipment does cause intererence to radic or le'av sion recep-
ton, which can ba datermined by um ng the equipmen: off and on, the user i3
encouraged to iry 1o corect the interlerence by onae or mare of the lollowing
measures:

- Reonenl the receiving antenna

- Relocate the NES with respect 1o the recaiver

- Move the NES away from tha recever

- Plug the NES into & diferent outlet sa 1hal the Controll Deck and rece ives

are dilerent cirouils

It necesszary, the user shoulc consul: the dezlar or an exoeriencec rac ofelevision
tachnican lor acdibonal suagestions. The user may Fnd the following baoxle
preparad by the Federal Communcation Commission helplul: How Lo Identity ard
Resolve Raco-TV Imerference Prodlems, Tnis beoklel is availadle from the U. S,
Gevernment Printing Olfica, Washington, D.C. 20402, Stock No. CO4-000-00345-4.,

PRECAUTIONS

1! Tnig is a high precision game. |1 shou'd net be storad in places that are very hot or
co'd. Nevar nit or drop it. Do not 1ake i1 apan.

2 | Aved loucning the connectors, co nol get tham waet or dirly, Doirg o may camage
Ihe game,

3.1 Do not clean with benzane. paint thinnar, alcohol or other such sovenis.

Meie: Inthe interest of product improvamant, Nintendo Enlerlainment Syslem speci-
ficatons and desgn are suojeclt to charge wihoul pnor rolice.




Rear Projection Television Warning
WARNING

DO NOT USE WITH FRONT OR REAR PROJECTION TV

Do not use a front or rear projecton television wilh your Ninlendo Enlertan-
ment System {'NES") or your Super Nintendo Entertainment System ("Super
NES™ and NES or Super NES games. Your projection television screan may
be permanently damanged if video games with stationary scenes or patiems
are played on your projecton television. Similar damage may occur if you
place a video game on hold or pause. If you use your projection television vith
NES or Super NES games, neither Nintendo nor any ol i1s Nintendo's
(censeas will be liable for any damage. This situabtion s not caused by a defecl
n the NES, Super NES, NES gamea or Super NES games:; other fixed or
repetitve images may cause similar damage 1o a projection television. Please
contact your TV manufacturer lor futher informaltion.

Epilepsy Warning
WARNING
READ BEFORE USING YOUR NES OR SUPER NES

Avery small portion of the population may expenence epleptic seizures when
viewang cerlain kinds of flashing lighls or palterns that are commeonly present
n our cally environment, Theso persons may exparience seizures while
waiching some kinds ol television pictures or playing cerain vigeo games,
Players who have not hac any previous saizures may nontheless have an
urdetecled epdeptic condition. Cansull yeur physian before playing video
games if you have an eplleptic condition. Consult your physican if you
experience any of the following symploms while playing video games,; alterad
wiSon, muscle iwitching, other inveluntary movemenss, loss of awarmess ol
your surrourdings, mental confusion, andior convulsions.
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