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If you r'e fr:mkmg for some mmd bendmg brain- ‘f'wm'!'mg puzzle
action} Pieces is the name of the game--rf will +hrill you to.
p;eces-" This is no ardrnary puzzle gamel Pieces features a
_variety of d;fﬁcu.’fy levels and modes of p!ay that will keep'
" children and adults busy fer hours. They can even team up and
p{q)g__fngefherf 'F’layers prece fagefher images.while’ earning
special ltems afc:ng the
way. Whether you re fac-
ing a gomputer-con-
trolled ﬂppahenf or a
“friend, fhese |tems will
hefp gwe you an edgeon, |
the compehfmn Let's
get ga:ny and’ gef our

s _
.Fa::.r".i'. i

piece*of the action!

GETTING STARTED

2 3 M_{_fn!g jhe.paweg; is termed fo: iAsert _your Rieces Cbme Pokes: b
into the Super NESf youdte pfcmmng on pi'm}/mg a game with E
more fhcﬁn two \’Tayers ph{g in you mu!h-pfayer adaptor at |

.‘.r._l_

“ this™me. Switch the B g
pav&er .%N and you k.ﬂ,be
ready toigo!




Whefﬁer you choose to u

the Sﬂuse you'll b Prr:kmg up Pieces in™ ) time. SE"TPL&.&::---‘?:
follo g"{ve msfr'Lw‘s below to gelﬁ rted. L..\ :
*{xnaxco TROTTPFAD g';,ﬁm,#;é

histo e odes rpodmingbh. Nopigedich 1 Gzl b
ad is gasy akd aflows ti* & ida variety ff options. ;
-m . (ﬂwi

essing the L or R Buttons will speed
ent of the cursor.

Press St.a?’l"ﬂ?ilb use the game. Praﬁ,
Start a 1n to resume playing.
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c!eve 'F puzzfe Prablem “solvers. One m::::r;l?"‘?'y7 is luck against., ;

compu ‘OS ponents ying sKill, or g{* hole group :r{i:
the actien. by using ‘H'IE ur-p!ayonﬁdapfer

. S| | sTeReo

.3

vs.com )

oot

‘\./S COM modegit's an ligsaw Mode is the place t::::
I c:ut battle of wits against go wheén more thantwoplay-
ngly infallibl& en- ers wantto put pIE'CE&'fH }%M

tity the col puter wes.s ofthe “place, but just ahe can pl Ezéat«::;»g,:a As o
other“playér hﬂwe»'el,w Ivarygreatly many as five pdople can to }
according fo the Difficulty Level you solve puzzles from eight di fferent

choosest'sprobably best for If?"be in- themes. Because r’éﬁga total of 64 {t__
ners%mlart out on Easy M@‘e before puzzles the group,will will stay busy!

ventdring out into, treacihe 5.2
worlds of mnb N\’
"Use,the Sousd Option on
the mefatotoggle Betweene

stereo and monaural sound.

@
NBGM Option twrn.

f. Once you've practiced ith
- the computer try Yésting

' t you're mactpf against
afriend. 'T’cruc even setahanahap to

offsetany ence inability befween the background m\src off

"‘\cm andyyour challenger. ] ¥ 5
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L S ‘§ The ﬂbjecf of each Sfﬂge in One 'Pt'ayer Mn e is to c:ﬂmpfefe
'!'hre%\prcfures beﬁ:re the computer does. “TFoview the ending,,
finish'all e‘rghf Sfages without losing to the cﬂmpufer Ifithe
computerbeats you, you f still have qore chant:es to gef even.

L saalexs %DIFFICULTY SCREEN* shnsss

The r:ampufer apponenfs you ll face each have unique ab:l rhes
and, you Il find that they became more and more difficult to |
defeat as the Sfages progress. For exarnpfe the opponent in
Sfage Two is Dehnquenf Boar. He is relatively easy to beat
because he wasfes time and makes many usefess moves. The !

:;;Sfage LEives appnnenf‘ .

l Tinker Be”ganﬂff

EASY NORMAL HARD more difficult to beaf
because she will try ahy

trick.te slow you down.
Sefecﬁqg the difficulty

3 level allows you to skip
. ) opponents you ve al=:

stnrt
the gDHEFt --uE"rEn r'Eﬂdy bEﬂfEﬂ.'
PO-wEeEr tT0
] T heElr SE0Ou
A I:-E:-Fur"ﬂ oL

* HARD

Hard Mode.is-for
Stage One if you Modeto begin in those who fancy
choose  Easy Stage Three. The themselvesas par-

Mode; Youll have the - challenger here, Geeky  ticularly outstanding.in

advantageyas Rice Bowl 1 Gilbert, always begins the puzzle-solving de-

Crabcanonlymoveside-  withithe border pieces. "+pdrtgent. Youllbegin at

ways. Stage Six.
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- HORMAL

Choose Narmal

Youll'start within
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‘ Because a big part of beihg successful in pn‘&iying Pieces lies
in how well and how fast one can negnﬁafe'hiszway around the
playingboard. it's important to get familiar with the Playing
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Rlayer One plays the -board

on the left side of the screen,

andPlayer Two,acomputer-
wcontrolledvor-human challénger-plays
the board anthe right sidéof the screen.

» PIECES

You will be able to see and
choose from threé'pieces at
3 time. Oncé&you pick up a

piece, another willitake its place. Dis-
carded pieces-will cycle throughagain.

Iz

This mdlcates which puzzle
you, are in the ‘proeess of
completing. You mustfinish
three before the opposing side does, so
keep an eye on his, puzzle number too!

Y %

Screen. The fact that
the Board shows the
outline.of the pieces
may' make ¥Pieces
seem like a piece of
cake, but looks can be
deceiving. Many
pieces have the same
shape, so_dont “Sur;

few 'Wrﬂng moves!

Each Item that is earned dap-
pears in'a box along the left
side of the screen. lousean
ltem, sélect itby préessing the A Button,
or click the LeftButton onithe Mouse.

)

For a brief time at the begin-
ning of each puzzle, you will
be able to view thesolution.
Study itearefully;because afterthat. it's
t':inly the outline ofithe pieces youll see.

[}

SIored in the Power Meter, and when it

- POWER

The Timer stops as soon-as
your piece is correctly
placed. YLeft over timewis

is filled, you'll earnia helpful Iter.

-pr'fse;:a if you make a

5



o s The objecf of IPVS. 2P /k\ade is similar to f%:f of the 1P VS. %
60, Mnde—fhe fir f person to cnmp!efﬁree puzzles is thg“

winn e exceph f course, is ﬂ&i r challenger

humanl-.ﬁ; for a quick smgfe ga - try awlsf of three ﬁjr?

*\besf 'r ﬁve series to 5%11:: aHs o pieces in fhijg run. ..
TN HAumCAP SELECT scfi‘EN S

unt for the fac&'*ﬁbino two playgrs were created § .

ﬁwﬂ! Pieces allows each player to set n:ap in the
ndi 2 Se:'ec:fmn Ser 'en befﬂre begmmnEzame in | PVS.

e of the game and_%\\

tsqf
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Eﬂ'Sl game ChﬂGSE d

—_— :l'ug er number. TB“
Llimer Speed | ima the bafﬂe
P Fast 3 Slow o
dffﬂcu;’f chﬂase a

Inwar number for a _f

quf*Tfme:r P \\M

lect enoush POWer to
ei1ve 1TEMS 10 helPr 90U
1Sh before Jounr

onent.
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E ause

éhﬂﬂ 3 Tim untW%

| Speed. Player youhave leftover
%o One's Handicap is dis- _bar. Press Start to Ic}ck in _detérmneshowmuchthe

playei:]::n the blue bar. If - thé" choice. More ad: %werMeterwlliflll%
you'reljustsg beginner, '\W ced players should will alsoaffectsth num-
ChDGSE a 5I er timer. ch ose a faster timer. bé?'gf ltems youll
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ust be abfe to fuc)ns attention on ‘

lnppaneni' and use Items -.*;1"Jr*o::af1"uta=g,|._,,mh
cally— fcf the sameé I |tems can b agg} at he!p bu

Fi perfecf Pieces pla
the pigces, the puzzl x\Ffe

aware diba'f some Ifems may not: ear in every game

| 3 8 B O
Once y%u usekﬁh Item é::m | ;, MIRROR i‘;w

'i yourlist, they'll all disap d’f\ ﬁbls otects you from
i aﬁyﬂu have tostarting byild- one aﬂ%:ck and reflects

ing a ;%w supply of Hen{ baektﬂ the opponent.

\ SEARCR
; he Syr nge | ralns
away all*™of your

AR ah pr
¢
opponent’s ltems. {

his gives .'frw.r;a}f the
positions of the 3pieces
at the top of theiscreen.

. DOUBLE &

“Thisltemhides 2spaces

of your Oppo ent’s

__pigce sele ion spgce.
3

This wil dtrect yo
the correct p&Sition of

the piece y@g\
2 e ‘ lcs \:%

T 1e Aum ltem will w\
plhce pieces automati-

|| GlluasyObgelectihenn,, a.*
REVERSE. '

hroy your opponent &
@ins His cursor S
in reverse!

- - s It xwe sawa;,g_wL

is willshow-a ﬁ@ﬁt o
sketch of the 5ﬂ|¥iﬂﬂ. f¥§ the ﬂppﬂnent S }
butonly forashortime. Itied pieces. :
-+ STOP {__ *HELP ™
# Thistemporarily thakes A Hlelper will terFm
* youropponent'sgursor helplnmﬂngthe
pr¢ces toggth

ag,'"lcw as molasses. -
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The object of Jfgsaw_Mﬁde is for each plafer. up to five, to

complete a puzzle and earn points. The player earning the

most points wins. When using the fouk-player adaptor,the

Mouse.cannot be used, nor can.yeu refer ta the miniature

“version of the solution normally disp!ayed in the lowenr right
corner-of the screen:

1
%

1GSAW MODE.
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tttuauianENRE SELECT*"""“”"" |

Therearecight genres
of images to choose
oo from in Jigsaw Mpde.
‘ In each. -Genre. there
are eight puzzles. The
small’ puzzles contain
36 pieces, the medium

in rs |\, Feaiiz. ]
Jinosau < Select puzzles contain 48

e s I | senve pieces and the t'ar’ge

puzzfes contain 60.

““THE WORLD - PLANES

See scenés from around the worldlike Face anF-15 Eagle head-on in this uplift-

the Leaning Tower of Pisa. Ing genre.

* LAND AND SEA * SPORTS

Try your luck fromthehighest moun- Tennisanyone? You couldwin 3-Love
tain to the deepest sea. _ _in this geng,

< ANIMALS - ANIMATION

Pick your brain and piece together a Tryyourluckinthe nutty cartoongenre
litter of puppies. ' of Animation:

- DINOSAURS M ,
Learn abitabout our prehistoricprede- Thé'images in this genre are a mys-
cessorshere. tery!

a0

Aty



khttttkﬂﬂhGAME TYPE JAAA;*}A,##.#

“In Jrgsaw Mnde affewsefechng a genre, ynu H have a chance-
' to set the level of difficulty. Each of the four game types
contains a different configuration of variables which deter-
mine whefher the pdzzles will be quick picks or serious head-

Type A Isthe gasiest type of game of
the four. Helpful features include.a r¥

eight migute time limit. Plus, there are
no trick pieces to fake you out. Best of
all, there is a diagram of the.solution to
referto. Even thoughthismode isbasic:,
children will most likely ehjoy the chal-
lenge with'a minimum of frustration.

*TYPE B

Like Type A, Type B hasadiagram of
the solution for players to refer to. It
too, contains none of those.confusing
fake piece. What it comes down to is
the challengeof only havipg fiye min-
utes to compléte the puzzle cortectly.
This modeisperfect for kids who have
already mastered the Type A game.

scratchers. One should
' take into consideration
the age and sKill levels
of the players when
choosing the game type.
If aldrge groupis play-
ing. it might be fun to
practice-with an easy
type. then quickly move
i up to the'hard stuff! |

*TYPE C

Type C isteally where the line is drawn

between thé novice puzzle players and:

the.experts. Thismode still features the
miniature solution,but there willbe fake
plecesthrown inatrandom; There'sne
way to Know which are real andiwhich
are fake! To add pressure tothe game,
the time limit is @ mere three minutes.

*TYPED

Type B is the mostudifficult mode.one
can.choose in Jigsaw Mode. Although
there is no time limit, you'll need all the
time youcan gétt There isnomimiature
diagram tofefer to,and there are plenty
of fake piecestohave you puzzled for
atongtime. Type Dinligsaw Mode isa
must for the advance Pieces pégson.

ok



" The néme of the game in igsaw nde is to ¥ollect as many %

points as Pnssrb.'e fi beaf out the comp&??‘hn The scoring,...*

Pnss: “@‘ are ne itless. &N ”
k-h ttxtscom\_‘\INTs )JJ‘A”PYJA '
\th Pmnf es'a ve P.'e s, W ;

that lf}ﬂﬁ be 1“ as ea to lose points r.:fs is to gain them. L

l‘l‘m éach correctly placé ﬁ\ﬁzle piece, yo eive 10 points.
ach lncorrectly sitioned piece, youlll o j__ﬂ points and -

ff the Timer. *\

isionican be costly! Dlsésard piece and-
l'[tS orﬁ W 3

\| poin -
- - *““““ROULE_ ESCOENL»;;;,&M;
Occasmnai . a piece will appear on reen ﬁasl'gag
Carre 1 pface the piece in its spo#ﬂnd the Pﬂmfs Wheel w:H
spm %0 knaws wha'." ull g if‘ ) “*\
@ x 2 {Points, mcl?dlng minus pomt are do untll
xtPu |

\;(:50..__..You | req\vve.l’OO extra points if ﬂl!ff ber comes i
. +30 y be rpore valua in TA.}:Ids 30 &
_ s tmhe«tmtr '
L 1 @ +5@0 e YOU'VE hit theLack won extra points. }

. Witha easeoﬂOOpomts. *7& escorlngdm
ﬁ:{lng rewa
ﬂu

-

f.i ve

o

g

g..No proble even no mg is b ter th rnlnus

&
‘:n.



1 i_, ectlon Screen.

\T-\Whefh r n‘ s;usf you anda frient

e Qae e{;ﬁd‘?" m funsthe..
f‘:}:ra areffrrtEi fhow ’i‘haf T

isoverif youcannot cmp tea puzzle

will appear. ;
& Theﬁr;}s are Ilstgﬂ‘q the Polnt Ranllms?een after

P

3

Llﬁ

‘Q‘. If yéu choose not tQ

| 28 } @ -

8

Prrde :S‘ on the line, you haye to

£
Sfem'mg is hot an ehﬁﬂur?ed a

it's n move the Cursor ove
s‘B

® Pre hold the n on the Contr l Pad, or click and hold™
the RightMouse B %.mtll the Cursor to flash. Wﬁr[ﬁ .

for the piece

r opporient’s p

pre A Jick the Left Mou | S §
lnst oat away. E“gfzbs jece™ ¢
flrst ts to |L In E blnd. this method is much faster than §

PO u?-ﬁmah OVER\TIM ,..,..,.....,...,.,..

J:~

on the exf puzzle. L

mple - % uver
toa maximum of &{J secnnds er be added to imer f

<~~<GAME OVEBEJIGSA&M@DE) - s fgj

lunge

genresis ompleted.

are f§ ing the Pieces ﬁb

ed to cycle rough the Piece { 1 M

I
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BT he npparfumfy to earn extra pmnfs ar:sgii’n Bonus Round. }
Com re and Contr sf appears after:the third and sixthe.

Puzzfes ar camp:’ef "7'5 a genre. {... “"“" L
”'\r«gktCQMpARE ANB EN "x”l

w
&mpa and € nffasf isi exac:ﬂy what it Sﬂu}ﬁ?ﬂk ‘ amd-For*
those of you who pay C!SV e attention to dqfan' it should be L

rrgh'lk-up your alley! Hun ?ﬁnf DBonus PﬂLfs are at stake.

o)
& Of}m plcw shownLorf on'the ngh cmtams ten mis- k

W
L‘ Prc;sé the A Button (or Left Mouse Button) oW s you i

are wrong.

& G;Lm}o-:r squares \sbelya?s you mlmave 12 chances to @’ %
the ten “’} j

. 3 time limit is 60 and"tlﬂF Bmu&Game cannot be

..n....hj-..uuﬁo.ul}s POINTS ,.,.,.,f';i” L

Tr‘gj' collect as m&n.y ‘a‘fra DBonus anfma)pass:b!e by

pomhn out fhwfferenc’es in the Compdre an trast
ﬂﬁ wm f'f C&l that K?%TIUCW ﬂﬂ' QSE mnfs

"M. .

L 3 & Cai'rect answers art-.%oLh 80 points each. »nu ll receive the }
| minus 80 points for each incorrect answer.

@ If your lincorres a‘ﬁ}wersoumlmbegm - Iiirrect A l .
T'R!’Bonus Points. _.\ ; Y@
L..,.,-.; g km-.... ' ,,‘ \,ﬁ i 5 i. g




LATLUS SOFTWARE INC. LIMITED WARRANTY }

"'"""Hu

Atlus Snf{wa Inc. warrants tahe original purchager is Atlus Sofl S
product thBMhls cartridge is free from def _ -
"“apenod ninet (90) days from the date of

atenal5 d workm n5h|
yurchase. 'E'?'us Atl tware
oductissold"as| wnheumm ed orimplied warranty fanykl and Atlus
Seftware is not liabl nylﬂss or damages of any ki resu el
of this prciuct At S ftware rees fﬂrapenod of nuz (90) days to either f

repair or réplace, at its option, fr arge, the Atlus Software product. Send L
“} prodiierpostage paid, along with é?rnﬂf of purchase; to Lhe address shown AN

be%v‘
This warranty shall.not be appllc: b!e and sh void if mfect in the Atlus
Software rocl has grisen thr gh abuﬂ e, unréasonabléuse, mtstreat

e
IS WARRANTY IS IN LIELL*OF ALL OTHER WA ’& TIES*AND NO ‘

'OTHER REPRESENTATIONS;OR CLAIMS OF ANX_ ATURE SHALL BE

BINDING ON OR OBLICAT T SOFTW . ANY IMPLIED WAR™
RANTIE A ICABLE TO THIS SOFTWARE, CT. INCLUDI Thy
WARRANTIES OF MERCHANI.&.BI ITY AND QD@FORAPART! *\
ey ARELiMITEDT THENINETY (90)DAY RIODDESCRIBED 1
ABOVE. INNOEVENT WILL A REBE LFABLEFOR SPECIAL &

\ VAL RE UL FORMPO b
Y IS"ATLUS. OFth PROD-

‘ M‘

| Somesstates do not allow Ilm[tﬁﬂﬁhs astohow longanimpli anty lasts and/ pron
} ore “clusmn:; or limitations m; ntal or consequential <:Iapgmr SO the above
: ability may notapply toy swarranty gives s

d/or exclusions :
you specifi¢ nghts and You may als6 have other r| hts which vary: ﬁ’B‘Ihftate to ¢
state. : : ~.

\{Z {-w-- ;s ATLUS gf;héa INC. )

17145 Ve Karman Avenue Sm(g,,Lg
i.,. Irvine, CA 92714

7142630582 &
3 =% % )
L\ *'
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