


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

SAFETY PRECAUTIONS

Please: take time to tead the important mstrictions in this booklet. Obzening the
step by step insfuctions, and complying with warnings will B2 your persanal
guarantes o areater game satisfaction aver a long period of time.
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e BN BING GAMES AND ACCERSORIES TO
ERSURE COMPLETE COMPARIBILITY WiTH YORIR
MINGEN0 ERTERTANNENT SY5TEM®,

MINTEMDO AND NINTEMDO ENTERTAINMEMY SYSTEM ARE REGISTERED
TRADEMARKS OF NINTENGD OF AMERICA INC.

ADVISORY
READ BEFORE USING YOUR NES/SUPER NES

& very small poction of the populaticn may sxpesiencs ‘apileptic seizires whan Viewing cedain
kinds of fizshing lights or gatterns that are cammanty present in gur dady enirenment Thess
pErs0ns may eapefisnce Seizunas witile wabtching some kinds of felivision piclures of playving
cestain wideo games. Playars who heve rot had any previous seizeres may sonetheless Hava 2n
ingeteciesd epileptic condition. 'We suggest thet yois consull your physscian if you Wave an
epifeptic: cosdston o il you experence any of the tallowiig symploms while plang video
pames: altensd-visien, musciz twitching, othes invobantary movements, loss of awareness of
yaur surrousdings, mental confusion andfercosmlsions.

A WARNING A
DO NOT USE WITH FRONT OR REAR PROJECTION TV-

Do not ese 2 eomb on rear proptiticn Lelevision with vour Minlendo Entertainment System™ {(MES)
and NES pames. Your projection television scieen may be pensapently damaged H video gamis
with latianasy stenes of pattesns are plaved an waler projectan television. Smiler gamage may
aciyr-o yau piEce 3 -vitheo game on ol or psose. 1 you use pour prajecton television with NES
gamas, Mintendo will aot be liabde far dny damaga. This siteation &5 med cawsed by a defeet in
the NES or MES ganwes; offier fixed oo frepstitive intéges may ceuse similar damage to @
projection fedevision Please coatact your TV manafactisnss for further infomestion,
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1. TECMO SUPER BOWL

Tecmo Super Bowl is a football game that simulates real
MFL 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
$0/91 NFL season. Enjoy the excitement of foctball to
your heart's content.

*'THE PLAYERS AND STATISTICS N TECMO SUPER BOWL HAVE BEEN PICKED
FROM ACTUAL NFC AND AFC TEAM ROUSTERS. UNFORTUNATELY DUE TO
PROGEAMMING AND GTHER LIMITATIONS WE COULD NOT INCLUDE ALL
PLAYERS FROM ALL TEANAS. WE HAVE ENDEAVORED, HOWEVER, TO CREATE
THE MOST AUTHENTIC FOOTBALL GAME POSSIBLE. IF PER CHANCE WE HAVE
MISSED ONE OF YOUR FAVORITE PLAYERS PLEASE ACCEPT OUR APOLOGY.

© Convenient Power-off Memory Function

This game cartridge is equipped with a back-up battery
that enables you to save the results of games played. In
orderto make surethat the data you have saved isn'tlost,
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 of these 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 4+ 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 * Pdain Meny Screen
data choices -

LJ‘} ! | 1 Batlan
i e
e | notten

Select Bgtton - Skt Estlon
(=t wrsed)

4+ Control Pad Wsed to mave the “[=" mark when chaosing items.
(Z buthan Used ta make your choices.
) button Wsad to caneal your shoigas,

@ Window Controls

Chonsing items & Gontrol Pad
Emtering ywour chiice . ) bartton
Cangefing 2 seiection oF retgming b the previous scoeen . & huttan
Leokirg 3t the plaver's dats for the offensive starters . Start button




3. Teamo 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 feams listed.

* Data from preseason games is not saved.

If you choose "Preseason” from the # Team Control Windaw
main menu, the Team Gontrol
Windaw will appear.

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

% Once you have selacted
your game mode, the Team
Select screen will appear.

# Choose your team and
your opponent’s team.

+ Once you have chosen
the two teams, the game
will begin.

* You can change a team’s starting roster before the
game begins (see the Team Data page for more details
— Page 8).

#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 z
options window will
appear. While this screen
is on you can confirm the
game data and change
the game settings. Then
choose “Game Start” fo
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)




@ Team Data

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 Ali- Star Team
Data Screen.)

@ Team Data Scragn

Team name— J

Roster |

% Slide 1o the right or left

Gr-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

8

L RN

# Team List Screen

2wy TEAM DRTA &
HAFO ALE STHIRES SRR

MFED ALEL =

T
D,

o |
|
—Conference
and division

(LR ] oy g

—10) (see page 8)
j'—@ (s8¢ page 12)
i (spe page 12)
il (see page 13) ‘

roster column. Use the + Control Pad to select the player

whose condition and data you want to see. The 4+ Control

Pad can be used to move right or left in the roster column.
Press the & button to review Players Data.

# Looking at the Players Data

DR BILLE - Pasition
=5 B LS
]
L @PHYSICAL
®RECORD——__ CONDITION
DABILITY

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

Freaflent  : top congitian.

Gond :-gopd condition.
Average | @verage condition

Baid i s sump

Imjured - sidelings with an injdry.




&... Record

Passing

ATT. : pasg attempls.

¥Os. < passing vards gained.

COMP. pass comgletions.

AVE. : dverage yards gained per pass

TOL ; pazs touchdawns.

COMP B : pass complation percentage.
INT. ¢ infergaplinns.

RATING : rating points,

RECEIVING

M. < mumber of pass receptions.
¥hs : yards gained on pass receptions.
AV, - average yards gainad per reception,
TO. | pass qeception touchdawns.
Interceptions

m. - number of intercaptions.

YDE : yards gained on interception refiins,

AVEG. s awerage yands gainad per

imErceptien.

10 : interceptions reternad for
touchdowns.

OB Sacks

SACKS  : nember of quarterback sacks.

1%

Rushing

ATT. L number of muna.

¥Os. - rushing yards gained.

AV, z-average yards gained per .
TH: - ruzhing touchdowns.

Punt Returns

N « mumbrer of punt retumns.

¥0S5.  :yands gained vn punt retumns.

MG, - averape yards gained pee punt
[HITE®

10 ; punt return teethdowns,

Kick Returns

HO - pumber of kick-off returns,

¥hs. < yards gained. on kick-off reforss.
VG, - average yards gainad per kick-off
fefuin

1o, : kish.-:]-ﬁ retum touchdowms,

© Ability

This area displays the abilities of the various players.
The items change depending on the

player’s field position.
Ability Indicators for all players.

Rumaing Speed :a player's ushing speed.

Rushing Power - a player's mshing
skranpth.

Maximum Speed: a player's maximum
spaed,

Hitting Powar ;@ player's strength when

balogkang or ktting his
OppORENE.

= Ahilities of running backs, wide
receivers and tight ends.

Ball control - Ability te: Awoid Fumbles.
Receptions : Ability to Catch Pazses.

< Abllity indicators for punters and
kichers.

Kicking Ability.

Bvoid ¥ick Block

o Ahility indicators for a 0B.

Passing Speed.
Pass Contral.
Aecuracy of Paszing.
Awnid Fass Block:

< Rbility indicators for defensive
players.

Pags Intsrcaptions.
Quigknass,




i Offensive Starters

s 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 e ——— TEAM AREA
Pad and & button oR BEIcH

to move the players THgHRS g
from the “Eﬁarttr” ::‘:EE-:;E‘R a8 BaviE
i R
vorsa Seothe . JEERCTYELNEICCH U
. See ti et
section on line-up : SR
changes for more PR EDURRDS E: MERRERTIS

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

& lise the + Control
Pad 1o select “DF
Starters” and press
the & button to
check the defensive
starting line-up.

* The defensive BYLE 48 &F 2
starting line-up ﬁiﬂ a% Eﬁisgr
cannot be changed. DEFENSIVE BREHKS

W 3 B

FilTH
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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.
Lise the + Control Pad to
choose the play pattern that
you do not want to use and
then press the @ bution.

Choose "Data Reset” o return to the
griginal 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 patierns
will mowe to the right and left.
Bring the play pattern that
you want to use to the

center of the screen.




5 Bow ; ; =ik :
© Pro I game To choose a substitute | Wove the 4 Control Pad up of down 1o choose a player, |
sWhen you choose an All-star team from the Team List Il . then press the &0 button ko elater your sefection,
screen and then press the & button. All-star team data | | 7o choose the substius | Moving the 4 Contral Pad to the right of left il
screen will appear. r | players team. cause the team display section to shide to
& All-star Team Data screen L . : tha si@a _afu:l be replaced by a different team. )
@ T f= z Enjoy the Pro Bowl game by choosing your own all-star
o ; nig S — { team.
g - @
= : © Team Control
T RS * Use the following four modes to control your team,
= : (] ﬂ- X [
T {17 MAN; used to control an individual team. (Manual Player)
LY l {7) COA: used to enjoy the experience of being the head coach. Use this mode
to select the plays, call time outs, and for making substifitions to the
; ling-up,
: z Diuring the game the players will automatically move acconding to the
s ; coach's instructions. {Ceach Player)
T, @, @, @,.. See the previous pages. (3) GOM: used to leave all the controls to the computer. {Computer Player)
& Move the “&>” mark to & and press the ® button, and {4) SKP: used during a regular season game. This mode functions in the same
the “>” mark will be displayed in the “Pro Bowi” way as the COM mode, but when both teams in 2 game are in the 3KP

contrel maode; the game will automatically be skipped and enly the
result of the game will be shown. (Same as COM except when SKP vs
SKP — zee pane 16)

Player (“All Stars™) column. |
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 : T R
replace, press the ® button and the names of the Pro e e Gl
Bowl candidates for each team in the league will be et 45 ; y 1,
displayed at the top of the screen,
List of "All Stars” candidates.

Players Hama Team.

o — Players Position.

SEELECET TEAH
ek

=HLL 87 ARS:

* Even an injured player car paricipate’in th
oo Eluf-ﬁ,l s e . * In a regular season game, move the “>” mark to your

/ it
® Choose “Reset Players” to e gn“‘tﬁn?",'ﬂﬂ‘;ﬁ“ Bhee % Huvioi oo Rl e YENE
return to the original Pro

i ]
'._.rﬁf.ﬂ
A Bowi rosters.




Pressing the & button repeatedly will switch the control
from MAN to COA to COM to SKP.

MAN vs COM  — (e player game,

— Controller 1 FLAYER against COMPUTER.
MAN vs MAN  — Two player game,

— Controlier 1 PLAYER against Controller 2 PLAYER.
MAN vs COA  — Twn player game.

— Controller 1 PLAYER against Controller 2 COACH,
COA ve COM - One player game.

— Controfler 1 COACH against COMPUIER.
GOA vs COA  — Two player game.

— Contrelier 1 COACH against Controlier 2 COACH.
COMvs COM - COMPUTER against COMPUTER.

— Compater plays both teams!
SKP vs SKP - 3KIF to the results of the game.

(in regular season games only).

= “Nuin Skip” — can be used to automatically skip past the display screens of SKP
-y5-5KP games on 3 weekly basis. This feature will allow you to skip to the next
game which is set to MAN, EOA or COM. (for details — see * 2 schedule” of page 17:)

@ Regular Season Game
i so6 page 17

) 3t see pape 17
l—-—- —& see page 19
—: 58e page 18

5 5pe page 16
L see page 18
L see page N
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s 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
3 for details concerning the
reset command.)

Play-off scheduls

% Slide to the right or left &

*=hutn Skip” — To autematically skip past the display screens of SEP-vs-SKP games, select
‘it $kip” from the schiedule window. Use the & Control Pad o salact “Aute Ship” then
press the (8 button, “To week 007 windaw will appear. Use the 4 Contrel Pad up or down
to select tha number of weeks you would ke to skip. (NOTE: orly SKP-ys-SKP games in
the weeks chosen will be skipped from the schedale), Pressing the & button continuously
will cancel "Auto Skip”




@ 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 resulis
of the games will be recorded in the game’s memory.

@) MFL 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 1+ mark will
appear next to the name of the division winner and a
Emark 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
OF -~ 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,

o see the tsams; ;arr‘ned below 11t | Prass the + Euni.mi Pad downwands
place

_Ia'.- retijr;': to the higher rankings - Press the 4 Controb Faﬂ upwa}ﬁ.s

| To ses the rankings ir anather _

gateqgory | right o move the "[=" mark and then
| press the ® button to enter your
| | selection,

i 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.

Waove the 4 Control Pad to the left or

* 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.

PRSS I MNE
ERAT NG
LELES i
BT TFCMPETE
Ll o

YHRRDE

vARDESHYY.
e .. PRERES
LETF, LMY, %

L

| To see the teams ranked below Tth place |

Press the 4 Control Pad downwands.

> g AT .

To retum to the higher rankings Press the 4 Control Pad upwards.
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* Looking at the categories

Play items

& PASSING

RATING : Rating poinks

COMP. % : Cempletion percentage
ATTEMIPTE

COMP. : Gompletions

YRRDS
YARDS/ATT.
10 PRSSES
LET INT %

& RUSHING

YARDS
ATTEMPTS
YARDS/ATT.
TOUCHDOWNS

: Wamds per attempt
: Touchdown: passes
: Lintest intecention pamentage

: Yards per attempt

& PUNTING

AVERAGE

PUNTS

S SACKS

Select "Sacks” to s#a the nurther of
fguarterhack sacks. (Mo item)

@ KIGKOFF RETURNS

BVERAGE
YARDS
RETURNZ
TAUCHOWHS

2

& RECEIVING

RECEPTIONS

YARDS :
YARDSIRCT. & Yards per raception
TS HDOWHE

» SCORING

POIMTS

TOUCHDIMIWNE :
EXTRA FTS. 1 Extra points
G - Field goals

& INTERCEPTIDNS

[T : Irtemeptions
YARDS
TOLCHDOWHNS

& PUNT RETURNS

AVERARE
TAROS
RETURMS
TOUCHOOWNS

@ 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 B button to return
to the NFL schedule screen.) Choose the resel
command and press the @ button and a photo
guestion window will appear. Be careful because if
you choose “Yes” here all of the information in the
cariridge memory will be erased.

* “Question window"

L SR

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 vour 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 COAvs
COA, in which case you won't be able to play a

one player game.

Controller
4 Controd Pad

.. -i| Buttian
(5P e 00 ;

=B hutton

Select Buttan  -Start Button
{not used)

@ List of Control Techniques
Play Sele_cl:ign_s

Selicting 3 RUNNING play | The 4 Coatrel Pad 2nd the 9 button sinultanssusly

Sekecting a PRSS play

[
i
| Thie & Contral Pad and the & Botton simulangausly

Whien i want Tocbry @ figld goal, make | Moving the T mark. |
5 punt, take 3 time-nut; orwhen you | Pressthe @ batlon b opes the window, use the 4 Contrel |
want ko make 3 player suhstibution. Pad to-make yole selectior, ‘and gress the B batton 1o
shange a player’s position or gnker your choics or the & Button to cancel yidr chaice.
change the defense formation (player

subistitutions and position changes)

| Enterinig pous chaica @ huthon
. Ganceling your chidce { hutlon
| st stizn

| Looking st the players data

2

Oifense

i I.:hnu.simgasumml made | E‘butifu.n ) 2
| Snag | - button

[ [ o

Knnicking down 2 player o the Come into confact with the player and then press the

| other team & hytton repeatedly
i Selegting & receier | B battom
l Thowirg & pass | @bt

Defense

r T — - - S
Chaisisg the conirbizhle The & or 8 button when beth tesms are ready for pisy |
player
Diving tackle Gt near the player amyied the hall and press the @ hetian

Knnekéng down & player
on U ather Leam

Come inf confact with the faver and thes press the
& futton repeatadly

Kick-off, Half-time

Kink-nff Uz thie 4 Control Pad to make your choice ard press
Choose whedher you a2e the (E butten to urter your cheice
going to make e kick-off ar |
return it

When you ward to sKip 4 SceRen butien

List of Main Window Control

| Chossing items | = Gontral Ped

| Entering your choice | & tutten

I Canceling 3 selschion and U battan
pedierning to the previoes soreen

| Lnnking at:the players dala | Stark buttos

| for the otengive startars |

|  Cheosing-a sondrd rade & helion
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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.

To skip-the coin toss screen -
press the (@ button.

45 t el

BT RLD B R
Hiies L oOLER s

L TE ) CRRE Y
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@ Kick-off
8 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.

8 To make an onside 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.

@ Controelling the offense

. Once the play has been whistled dead, the play select

screen will appear.

# Name of the player camying the ball # The Play Select Screen

i



The Play Select Screen #  Press the controller button in

5 mm 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 @ bution; For a
pass play — Use the + Control Pad
and the ® button.)

e To display the Play Strategy Window — press the & button
(press the ® button to close the window).

# "Play Strategy Window” Use the + Control Pad to

oy select a play category and
press the @ button to enter
your choice.
T Use this mode to close the
Play Strategy Window (same
function as the B button ).

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

i@ 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

26

“The [> mark moves up and down”

After your center has snapped the bail, instead of the
kick meter, a “0>" 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 “I>” 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.

¥




® Controlling the Game

1. To move the “[>" mark for selecting players
— use the + Contrel Pad. The “[>” mark can be moved
in the “Players” and “Returners” columns.
* To look at the data for the player that you have
sajected — press the start button.
* When you move the “I>” mark within the “players”
column, the positiocn 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 @buttnn again. The substitution
will then be made.
* There are certain limitations on substitutions due to
the positions of the players.

; Pn;tu_ﬂn Players who can entﬁr ths gam& as 4 substitute
EB % ([IB only
RE,WR.TE KR.PR RB,WR.TE KR, 2R i

* Changmg 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.)

* When a player has to leave the game due fo an injury.
Once a player has been injured, the game cannot be
continued until a substitution is made for the injured
player.

IRJURED!
GE BILLS

“I'm finally getting out of the
hospitall Now I'm really going to go
wild!”

“If your player gets injured, he won't
be able to play in the game.”

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
i To central the player carnying the bail | 4 Control Pad
E Press the @Eibutton repeatadly

‘ Ta knock away the defensive Elﬂ'grers
tw:ng to mal:e a tackla | ¥ [

The ﬁlayer being nﬁmrntleu

the receiver on 2 pass play First down chains

i =T
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* Pass Plays

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

After making the snap by
pressing the @ button,
get ready to make a
i A | pass. AW mark will be

To make a pass to the | Press the @ displayed above vour
[ receiver with the Wmark| Buttan eligible receivers. Press
| displayed above him | the & button to move the
= : indicator to the receiver
that you want to throw
the bail to.

To choose & pass | Press the &
recEer . buttan
after the snap

* if your guarterback 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
guarterback and your receiver. It’'s a good idea to avoid
tryving to make passes that vou 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 o run
| : and then use the controller to choose your defense.

Tordefend against running plays
[ tie Ehutton.

Press the 4 Control Pad together with
e (B> hutthon.

To defend against pass plays

Tn fook at the commands in
the Defense Window

Press the @&button (press the @
button to elose the window).

lse the = Control Pad.

| Tochoose a commanid
Bress the ®hutton

| To enter a command ¢hoice

30

Press the < Control Pad together with

T Use this mode to close
the window (same
function as the ® button).

Z Use this mode to call a
time-out and stop the
clock (vou can take three
time-outs each haif}.

Defense Window #

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 —

while you are
both lined up
for the play
press the Bor
& button. And
each time you
press the but-
ton the player
you can control
will change.

' To control your player | Use the 4 Control Pad
| To make & diving tagkle| Get nesr the other phayer and then press the (& button

(this will knock down any playsr).

| To shake off a player | Press the @huttan repeatedly

| who hag grabbad

| onto you _

. When 2 play has been whistled dead, players on the offensive team may e ::r[jugmj_.
Injured players cannot fetum to the garie unil they have recovered from theirinjuries,
Make suhatitutions ta replace th injured players (see page 28 for details on player substituticns).
Sune players will need thres games 1o recover from their mjunes.

© 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 guariers.
31
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5. The Road to the $uperBuwI

technigue and play strategy the Super Bowl is an unattainable goal.
Keep polishing vour skills and use your best play strategy to achieve
victory.

TECHNIQUE SECTION
* Running Plays

‘ The road to Super Bowl is long and rigorous. Without outstanding

O Avoiding 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 younr
player. To avoid being tackled get out of the way just as he is getting
ready to dive.

et out of the way.

UMake 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 strazght at the defense.

When you are controlling a skillful running back (a runmer with
running speed and rushing ability), head upfield by eluding the
defense’s tackle atternpts:

# Pass plays

CLeack for an open receiver

Don't throw a pass to a receiver who is well covered by the defense
ar the pass may be knocked down or intercepted. Look for an open
receiver and then pass the ball to him.

S@ﬁy@% « Well covered receiver
e/ N

— Well covered receiver

+— {Ipen receiver

OThe success of your passes depends on the ability of your
uarterback and receivers ; s
The greater the ability of your quarterback and receivers the easter it
will be for you to complete passes, With talented players it is possible
o make passeés 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 50 badly that your receiver can't cateh it.

O Use 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.

* Diefense

Dlntercepting the other team’s passes g . '
Move your defenders into the area that the offensive team's pass 15
heading, Then, if your defenders are talented enough, they might be
able to make an interception.

%———ﬂ



STRATEGY SECTION

OMake the most of your team’s talents

There are many different types of teams — g}:_:-ud passing teams, good
Tunning teams, strong defensive teams, ete. Find out what your
team's strengths are and then make your play choices based on
those strengths.

COTake 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 SECTION

CLSEASON GAMES

For Season Gamies, the computer can automatically skip thra the
various display screens for those games which are set to SKP-vs-5KP

in the Team Control screen.

& Options Window

Pressing the START BUTTON and
thie & button simultansoesty,

Select “GAME START” from the
iong window By pressing
?l'li::uﬂ'IMT BU’ITOI*II)EM the
& button simultaneously, the
display screens of SKP-vs-5KP
games will sequence automatically.
(Otherwise the & button must be
pressed repeatediy.]

You may cancel this chioice by
pressing the @ button continuously
during the “Tecmo Sports News”,
When the game pauses, press the
& button onee again fo return 1o
the Option Window.

# TECWIO SPORTS NEWS

FTEGHMD  SFROETS . HENE




6. TEAM INTRODUCTION

AFC EAST
¥ BUFFALO BILLS BILLS

The Bills' ng- humﬂe uﬁa’mfnmes opposing defenses to keep the same
persminel ua}ﬂxerﬁiﬁﬁﬂ gllows their quarterback to fake advantage
of Break 'M&Wga Running Back Thurman Thomas is a
dan;;ﬂm&i” Hinﬂ! ﬂga:t riinner and an excallent receiver out of the hackfield,
| Defensﬁﬁﬂﬁ Briice 8thith is a dominating presence who directly affects

ﬂpgﬂg‘i’qﬁ offensive game plans.

0 INDIANAPOLIS COLTS

The Calts are using the two-back set more often talhgtter utiliZE the running
and recelving skills of Albert Bentley. Wids recer ﬂamnce‘{gﬂ:n %
dangerous kick retumer. Quarterback Jeff Geore: as proved to e worth
the major trads the team made in order to draft ﬁi,rf; LmshactemJeﬂ
Hermd, Duane Bickett and Chip Banks are the n s ofan qgﬁnd coming
defensive unit that foves to blitz the guarterback. mﬁm@lﬁm i5 0ng
of the best in the leagus,

30

MIAMI DOLPHINS

With thq,nﬁfﬁrgal;-ﬁe af sunning hack Sammie Smith and fulihack Iﬂnr Pauge
the Dofphins have & more balanced offensive attack. Dan Marino still has

juickest release in the league and top receivers Mark Clayton and
MarE" ar and tight end Femell Edmunds. Defensive end Jeff Cross and
Imehat:-m Johp {terdaht are the leaders of the “Miami Pound Maching"
defense ="

£ NEW ENGLAND PATRIOTS _ 32593979

Wide receivers Inving Fryar and Greg Mehlurtry are & g”r gamehreakers.
Bruising running !m::k John Stephens and tight enddaneEook ars the
featured players in the Patriots” ball-confrol affensel sive ends Aay
Agrew and Brant Williams are the bookends of a solid defense that
includes linebackers Ed Reynolds, Andre Tippett, gnd Ems Singleton.

_se7E NEW YORK JETS FETS

The developing Blair Thoras and rejuvenated Freeman McNeil propel
the Jels’ affense: *renewer Fob Moors takes 2ome of the receiving

hurden irterback Ken 0'Brign another deep threat.
M1

Vand Tony Stargell make quarterbacks pay for
throwing the football.



srowns CLEVELAND BROWNS

= CINCINNATI BENGALS

AFC CENTRAL
BROWNS

When the Browns want to run over defenders, they pair Kevir Mack snd
Lergy Hoard in the hackfield. When they want te run around defendars, they
gﬁm “tiabail to- aﬁmpy stathack im#."lem alf. Witle receivers Webstar
@é‘rﬂ Req ghnrh aressive receivers who will go into
terior of th e’ﬁansﬁ tr ma caption, Lingbackers Clay Matthews
am:l h-'l:ke Johnson are good at stopping both the run and the pass.
Cornerback Frank Minnifield s slmost unbeatable in ong-on-0ne coverate.

EEREILE
Buffalo may réceive more attention for its no-buddle offense, but the
Bengals are the innovators of the explosive scheme. Quarterback Boomer
Esiazon has an impressive arsenal of weapons in nm:li‘ng batks James
Brooks and lokey Woods and recaivers Eddie Bmﬁ.lrt anﬂ-’ﬁm McGee: Tight
end Rodney Holman i3 the team's possession receiver. Defensively, safety
David Fulcher and gutzide linehacker James Francis are a paie of heavwy
hitters whn make receivers hear footsteps and ball carriers run scared.

A HousTon oILERS

@ PITTSBURGH STEELERS

With guarterback, Warren Moan at the trigger, the Diless’ Run—and: Shnm
affense Wil gun down any defense in the NFL. Receivers Haywood Jeffires,
Erngﬂﬁ%s Drew Hill, and Curtis Duncan are the most dangerous
mce‘&biﬂ-qwrtet in the league; The Oilers” 4-3 defense is well suited for
the pass-rishing skills of defensive tackle Ray Childress. Linebackers Al
Smithi and dohnny Meads excel at stuffing the run, while strong safety
Bubiba MiDewell leads Houston's “Sir Patrol secondary.

Steelers

The Steelers have a fot of confidence in their guisy, stnmg-ﬁw
quarterback, Bubby Brister. Varsatile Meril Hoge, w];&*pk -hoth ﬂmnmg
back positians, is a dangernus receiver out of the backiie AR, E?.j‘i
pounds tight end Erle Green is the largest deap threatiin the. Imgi’.aa
Linabackers David Little and Beyan Hinkle are the Eaialfst m‘a fsung
defenze that grudgingly gives up yards. b



AFC WEST
E DENVER BRONCOS RRONCOS

John-Egay's eannon anm and nimble feet make him very difficult to
defﬁnﬁ,ﬁu by Hgmphrﬂyr 5 slippery mioves make it difficult for defenders te
get Elaan hit oadim. Receivers Vance Johnson, Mark Jackson, and Ricky
Nattiel may lackiSize, but they make clutch receptions. Safety Steve
Atwater sets the tone for Bronges' defense with his hard hitting. Linebacker
Karld [I-'hém;mmm is difficult to defend rﬁgﬂrdiﬂss of whare he lines up.
Comarback Tyrome Braxtos is the secondany's best cover man.

L> KANSAS CITY CHIEFS

Quarterback Steve DeBerg is one of the foughest competitors in the lesgue.
Running backs Christian Okoye and Barry Word 2re & pair of-brising renners
wiho are hard o bring down, Stephone Paige is 4 reliable- possessing
receiver, while Robb Thomas is an elusive deepithreat. Linebackers Derick
Thomas and Percy Snow wreak havoc on opposing ball carriers and”
guarterbacks. Comerbagks Albert Lewis and Kevin Hoss and-gafeties Hevin
Porter and Deron Chirry make up one of the best secandaries in the leage,

.;Q

¥7 LOS ANGELES RAIDERS

mezzs SAN DIEGO CHARGERS

ﬂ) SEATTLE SEAHAWKS

H@gardieﬁ of who's playing quarterback, the Raiders’ offense will move the
foathall. The rihifig and receiving skills of Bo Jacksen, Marcus Allen, and
Stmfmhﬂé keep dpposing defenses off balance. Wide receivers Willie
Eaugfﬂm M*ar'.r;rﬁ Ferandez possess size, speed, and good hands. Greg
Tnumsmi Howie Long, Bob Galic, and Scott Davis compose ong of e
rrost Tesmtidagle’defensive linas in the MFL. Unsung comerbiack Terry
McDaniel will make quarterbacks regret trving to throw at him,

CHARARERS
Ouarterback Billy Joe Tolliver is 2 good medium-to-shart-range passer,
Marion Butts is the swittest 250-pound running back in the league. The
Chiargers would like to pair him in the aekfield wilhi Rod Bemsting or
Ronnie Harmon. Speedy recaiver Anthopy Miller can: ets doulile
coverage. Burt Grossman, Lesfie O° Neal, and Lee Williams do 2 fine job of
fressuring the guarterback. Linebacker Junior Seau has good speed and
can hoth blitz and drop inte pass caverage.

Seahawks

+ The ronging.of John L Williams and Oerrick Fenner propels the Seahawks’
“Gragiid Chiick™ offense. Quarterhack Dave Krieg is 3 high percentage
passer whi does afing [olkof finding receivers Brian Blades and Tommy
¥ans; Defensivedinemen Cortez Kennedy, Tony Woods, Jacob Green,
and Joe Hash-are excelient against the run and the pass. Linebackers
Rufus Porter and Dave Wyman make good reads and aiways find the ball.
Strong safety Neshy Blasgow is a smart, hustling player who wants in an
BVEry play.
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NFC EAST
% DALLAS COWEOYS : COWBOYS

of an &xptus‘ﬁm young offense, Michael lrvin is the deep threat, while Kelvin
Martin s thi. assession raceiver. Tight end Jay Novacek is one of the best
pass-ca tight ends in the league. Defensive ends Danny Stubbs and
Tony Tal -'ﬁmi:d&fenswa tackie Jimmie Jones are excellent pass mishers
who do &'selid ol of caving in the pocket. Linebackers Jack Ded Rio and
Ken Morfon are big hitters who make plays.

GIANTS NEW YORK GIANTS GIANTS

The Gignts wear down opposing defenses with their nin-oriented, ball-

carders and seatioack Dave Meggeﬁ m@' gvram{ L!ﬁ; iju_:fvu the
backfield. Whenever Phil Simms iz Jua am%;%y iﬁght
end Mask Bavars in the flat, or tirow &mt&m ram and
Stephen (Touchdown Maker) Baker. The Glantshave anguatiyathe:best
lingbackers in thie league in Lawrence Taylar, Carl Banks, Pepper Johinson,
amd Gary Heasons:

Quarterback Jroy Alkman and rnning hack Emmitt Smith are comerstanes MPHILADELFHL& EAGLES €AGLES

Varsatile running back Keith Byars is an excellent receiver out of the
hackfield. The blocking and receiving skills of Keith Jackson make him
the: proto pe WFL tight end. Neutralizing the Eagles’ defensive ling is not
a5y [Mouble ,.Jl i Reggie White and Jerame Brown only will

yie Simmons and give him 2 clear path to the
quarterback. Tufs %};nehack&r Seth Joyner covers 3 lot of graund and has
a nose for the foothel Tormerbacks Ben Smith and Eric Mlen allow vary few

passes to be completed in the secondary:

control offense. Ottis Anderson and Rodnay, né an are mlﬂgﬁ,ﬁhall "qP PHOENIX CARDINALS CARDINALS

Oipposing defenses should be aware of quarterback Timm Rosenbach’s
mobility. He throws just as well on the run a5 he doas in the- ﬁngket
Rumning backs Johnny Jehnson and Anthony Thompson make- g0 ;
finest young backfields in the league. Ricky Proehiand Roy -ﬂr'ga pair
of sure-handed receivers with deceptive speed. Defensively, Ay
and Freddie Joe Munn excel as pass rushers, while lineliackers Eric Hill and
Anithony Bell do 2 solid job of stuffing the run. Strang safety Tim MeDonald
hits like & linebacker and covers receivers fike a comerhack.

WASHINGTON REDSKINS  REDSKINS

(Quarterback Mark Rypien has dong an outstanding job mastering coach Joa
Gibbs wintidate offense. Whenever Rypien gets into trouble, he can count
on his possé-wide receivers, Gary Clark, Art Monk, and Ricky Sanders-to
£ome up m’hwﬁ:mn reception. Gerald Riggs and Eamest Byner are 4 pair
of thick- thlghé‘d riinners who'll trample over any defender in their path. The
hustling persuit of veteran defensive end Charles Mann and finebacker
AndreColling makes it difficult to gain yards sgainst the Redsking® defense.
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NFC CENTRAL
CHICAGO BEARS BEARS

Ji Hart;auyh is_one of the most accurate passers in the NFL, The rnming
and: meeiving skills of running back Neal Anderson keep the defense off
balance ButhWaadell Davis and Ron Morris have the speed to get open
deep, and the tolighness to make a cateh over the middle. Linehacker Mike
Singletan 15 4he-neart of the Bears’ defense. Defensive end Richard Dent
continles h‘q beone of the league’s premier pass rushiers. Few defansive
backs aiusa._tm the ball and have a knack for interceptions like Bears stong
safety Mark Carrier

DETROIT LIONS LIONS

The Tusning ant passing of quarterback Rodney Peete ignite | th& Digtroit
nifense. Mo othes NFL running back pessesses the saa&ﬁbm and
acceleration of the Lions' Barry Sanders. Widg rer.&wg;%h;ﬁiﬁiaf’i will
cafeh anything he gets his hands on. Mose tacklel .!ggﬁf.Bgi does & good
job of tying up blockers and aliowing linebackers ﬁhﬁy pielman.:Michael
Cofer, 2nd Dennig Gibsan to make tackles. Slfang: safety William White iz
i alert player who never allows 2 receiver to get behind him.

= MINNESOTA VIKINGS

¥ The more the Wikings utilize Herschisl Walker as 2 runperand receiver, the

1 TAMPA BAY BUCCANEERS

JGREEN BAY PACKERS PAGCKERS

The Pac k;rs heligwe in the magic of guasterback Don Majkowski. The
mniuberﬂ passer doestan excellent job of locating receivers Sterling Sharpe
Pa ﬁmﬂmlelﬂ Fullbiaek Darrell Thompsen is a tough inside
ﬁmner end fd‘l"i’esr[s a valuable pogssession receiver. Fiery linebacker
Tim.Harris taliks @'Good game, and plays an even better one. Linebackers

Briznable and Johami Holland 2re solid against the rn and the pass.
Strong safety iark Momby plays smart and makes things happen.

VIKINGS

more success they'll have moving the football. Buarterback Wade Wilson s
3 poised leader who will not panic in the pecket. The 'l.fikiims-_ﬂm_[m of
the mast dangerous receivers in the league in Anthony Carier and Hassan
Jones. Defensive ends Chris Ooleman and Al Moga are quick off the ball.
Strong safety Joey Browner is 2 big-play maker whio makes key hits and
interceptions.

BUCCANEERS

The Bugcanesss are & youthful team full of potential. Quarterhack 'u'inn'y
AWEIT his throws well and fias good anticipation of receivers
Bruce |i| and Mark Carrier. Gary Anderson is an elusive rnner who sguirs

throu h-ix@ss and'bounces off tacklers. Linebackers Kevin Murphy and
Euge Enre Jead an aggressive defense. Ouarterbacks should be aware
of haﬁhﬁmg.{:nmamack Wayne Haddix,
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NFC WEST

-ATLANTA FALCONS FALCONS

The "Bed Gun” Offense can shoot holes through any defense in
the, @qrﬁng of Mike Rozier and Steve Broussard complements the
long- simigaf quarterback Chris Miller. Sticky-fingered receiver Andre

s favorite tavget. Linebackers Jessie Tuggle, Michael Reid,
ner lead Atlanta's “Grits Blitz" defense. Free safety Scoft
cellent support against the rup. Comerback Deion (Prime
is one of the fastest players in the leapue.

aams LOS ANGELES RAMS RAMS

+i

Duarterback Jim Everett leads a potent offenze that can score fﬂ:um
arywhere on the football field. Speedyr Teceivers Hanry'
Andersan hawe to be double- l’ﬁ """
multi-purpose workhorse whis d
fgame. Linghacker Kevin [-‘-reEme is one of the best pass rush

lzague, Versatile Jerry Gray is the prototype NFL defensive back.

!"‘i‘r NEW ORLEANS SAINTS

SAINTS

Few teamarun the foothall like the Saiats. Running backs Dalton Hilliard

'ifaarghanmnn arg solid apgainst the run and in pass coverage.

(Z5)SAN FRANCISCO 49ERS

The 49ers are hard to stop because they have so ma
Montana is arquatiy the finest guarterhack str%e
passing to receivers Jerry Rice and John Tayl

ayes and burly fullback Era|g Heyward are hard-nosed ball

st down markers moving. Wide regeiver-Erie Martin is
the possession receiver. The Saints’ lingbackers are the
ir defense. Dutside linebackers Pat Swilling and Rickey

‘83 pass nishers and inside linebackers Sam Milis and

49ERS

31;, a_ngi_uﬂie A1
Ea‘hamhﬂi}nﬂtn

hacks Roger Craig and Tom Rathman. Charles Haley is ﬁm&ﬁ}n
rusher wha will line up 4t defensive end or linebdsker., Ihecteﬁa

of free safety Ronnie Lott inspires the 49ers” entire

E_.b

's not
nning

hitting
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COMPLIANCE
WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed
?nﬂ used propedly in stict accordance with the manufacturers” instructions,
interference to radia and televizion reception may accur. It has been type testod
and found to eomply with the limits for & Class B computing device in
accoydance with the specifications in Subpart J of Part 15 of FCL Rules, which
aie designed to provide reasonable pretection against such interference in &
fesidential installation. However, there is no guarantee that interference will not
fccur in @ particular installation. 1 this equipment does cause interference to
radio or felevision reception, which can be determined by turning the equipment
un and off, the user is ¢ncouraged to try to correct the interference by one or
more of the following measuns:

— Reorient the receiving antenna

~ Relocate the NES with respect to the receiver

~ Move the NES away from the recelver

— Plug thie NES into a different outlet 5o that computer and receiver are on

different circuits.

It necessary, the User should consult the dealer or an expesienced radin/
television technician for additional suggestions. The user may find the following
fsoaklet prepared By the Federal Communication Commissian helpfal:
How to identify and Resalve Radio — TV Interference Problems,
This booklet is available from the U.5. Government Printing Office, Washingtan,
D.C. 20402, Skock No. 004-000-00345-4.
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90-DAY LIMITED WARRANTY TECMO GAME PAKS
90-DAY LIMITED WARRANTY:

Teemi, Ing, {“Tecmo®) warrants to the original consumar that this Tecmo Game Pak {“PAKY)
(naot including Game Pak Accessorizs or Aobnt Accessaries) shall be fres from defertin
materizl and workmanship for 2 period of 80 days from date of puschese. if 3 defect covered
by thiz warranty gecrs during the $0-day warrzoty perod, Tecmo will repair or replace the
PAK, at its aption, free of sharge

T receive this wamanty semice:

100 NOT refum your deloctive Gane Pak to the retailer.

2. Ntity the: Tecmo Congemer Division of the prablem requiring warranty sendce by calling:
1-13-329-5380
Dur consumer Oivisian is in operation from 8:00 AN fo 500 PM. Pacific Time, Manday
thaaigh Friday. _

3. 1 the Tecma service technician i unabla-to sehe the probleny by phane, he will provide
you with & Return Authorization numiber. Simpy record this suimber ori the quiside
packapging of vous defective PAK, and return yoir PAK reight arepaid, af your risk of
damage, togather with your sales ship or simitar proof-of-purchase within the 90-day
warranty period o
Tecmo, Inc. Consumer Division: Victoria Business Park 10005 5. Adria Mary Lane
Carson, CA Q0T46

This. warranty shall not-apply if the PAK has been damaged by negligance, accidant,
unreasonable ise, modification, tampering, of by other causes unrelated to defactive
materialz ar worknianship.

REPAIRS AFTER EXPIRATION OF WARRANTY:

if the BAK develops pmblems attar the 90-day warranty period, you may contack the Tecma
Consumer Division at the phione number noted above, If the Tecmo Sendce taghnician iz
unable to solve the problem by phone, he-may provide you with a Return Arthorization
Aurhar, You may then eeond this aumber on the dotzide packaging of the defective PAK

and retum thie defective PAK fraight pregiand o Tecmo, anclaging @ check or money order for
510,00 payable to Tecmo, Inc. Tecmo will, at its option, subject to the cenditions above,
repair the PAK or replace it with & new of repaired PR 1 replacemeant PAKS are nob availabie,
the defective PAK will be reterned and the $10.00 payment refumded.

WARRANTY LIMITATIONS:

ANY APPLICABLE INPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY
AND FITHESS FOR A PARTICULAR PURPOSE. ARE HEREBY LIMITED TO NIMETY DAYS FROM
THE DATA OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIM, IN
MO-EVENT SHALL TECMO BE LIABLE FOR CONZERUENTEAL OR INCIDENTAL DAMAGES
RESULTING FROM THE BREACH OF ANY EXPRESSED OR IBMPLIED WARRANTIES. The
privvsions.of this warranty are valid in the United States eoly. Some states do not-ailow
limitations ab how long an implied warranty lasts or exclugion of conseqguential or insidenizl
damages, 50 the ahove Hmitations and excluzion may. not apoly to you. This warranty gives
you-specific légal tights, 2nd you may akso have other rights which vany from stata o state.
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.- QUICK REFERENCE

And easy understanding on how to play TECMO SUPER BOWL

after pressing the start button, the following settings will
he required,

1) ONE PLAYER GAME in the Regular Season

Choose “Seasen” from the main menu and the options
window will appear, then proceed as follows:

A) TEAM CONTROL.:
(D Pick your favorite team
@ Change the mode fram “skp™ to "man”
— Press the @ button —
@ Press the ® button — Back to the options windew

B) SCHEDULE:
(1: Press the @ button
@ Seleet “Auto Skip” from the schedule window
@ Change "TO WEEK 007 to “TO WEEK 17°
— by using the 4 control pad up or down -
@ Press the @ button
@ Press the (@ button — Back to the options window

C) ﬁﬁ.ME START:
Press the @ button

TEC=4U-UE

2) TWO PLAYER GAME

A) Choose either “Pre-season” or “Pro Bowl”
from the main meny ;

B) Select “MAN VS MAN"

C) Press the @& button

Now, you are ready to enjoy “TECMO SUPER BOWL®
#* Basic command operation:

@& button — entering your choice
& hutton — canceling your choice

' % Control of offense:
Snap ~ (& button
Kick — ® button
Selecting a receiver — @ button
Throwing a pass — 1@ hutton

# Control of defense:
Choosing a player —@& or ® button
Diving tackle ~ ® hutton
Knocking down an  — @ button
offensive player

SR HPLR EHE NELPA SMEe
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g irapiemarks of Hheo Maboral Maricnal Foalball Lesgoe Flayers
Football Lasgue. Ansoeintion '

TeCMO
TEC-4U-US " ITECHD: 17D 1991

Printed in. Japan




