


bﬂk 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. g

Thank you for selecting the Nintendo®™ Entertainment System Soccer
Pak.

OBJECT OF THE GAME/GAME DESCRIPTION
Enjoy World Cup action as yvou move your team up and down the field.
Perform kick-offs, throw-ins, goal kicks and corner kicks — just like in a real
soccer match, You can choose (from 1 ~ 5} the skill level of the opposing
team, s0 as your team improves, so does your opponents. Select a computer
team or play against a friend. You even choose the length of the match, and
as time ticks down, be prepared for a great half-time show,

Please read this instruction booklet to ensure proper handling of your new game,
and then save the booklet for future reference.

1. PRECAUTIONS

1) This is a high precision game, It should not be stored in places that are very
hot or cold. Mever hit it or drop it. Do not take it apart.

2} Avoid touching the connectors, do not get them wet or dirty. Doing $o may
damage the game,

3} Do not clean with paint thinner, benzeneg, alcohol or other such solvents,

Mote: In the intarest of product improvement, Mintando Entertainment System specifications
and design are subject 19 change without prior notice,
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2. NAMES OF CONTROLLER PARTS
AND OPERATING INSTRUCTIONS

Controller 1 Controller 2 * Controller 1 = for 1 Player Game.

® Controller 2 — for second player in 2

it Player Game.

B A Operating the controller for this soccer
o

X —H— A button  game is fairly complicated.  Read this

B8 button  instruction booklet carefully and get
used to the operations in order to master
the functions of all buttons.

—START bution
oo SELECT button
Ll Contral Pad

OFFENSE:

[ 9 Control Pad] Dribbling

The controller number is indicated on top of the
player who is dribbling,

Player dribbles upweard,

Player dribbles to the right.
Playar dribbles downward,

Player dribibles 10 the laft.

Controlling who you pass to
The controller number will flash on top of the player who will receive the pass.

Receiver changes to the player abowve the ball
i Receiver changes to the player to the right of the ball,

Receiver changes to the player below the ball,

Receiver changes to the playver to the lefy of the Ball,
Controlling direction of goal shots
The position of the shot marker {(arrow) in front of your opponent’s goal determine
es the direction of your shot,
* Mo arrow appears during penalty kick sessions,

Marker moves up.

Marker moves down,

[A button] (B button]

This button is used for shooting. This button is used for passing.

Maove the shot marker with the - con- Designate the player to receive the

trol pad, and press the A button. pass with the o= contrel pad, and press
the B button.
Control  will be transferred to the
player who receives the pass.



DEFENSE:

[ o Control Pad] {1} Moving players

The controller number is indicated on top of the pla-
ver who can be controlled.

Player moves up.

Playar moves ta the right,
Player moves down,

v — Player moves to the laft.

(2] Moving the goalkeeper

The goalkeeper is moved in the same way as described

in {1); however, he can only be moved within the

penalty area {see page 10].

[A button] Mot used.

[B button]  Not used.

This button i3 used to transfer control to a team

member near the ball.

Mote: Do not confuse controller operations for
offense and defense. Don’t forget, offense and
defense will switch back and forth as the game
goes on.

SELECT button
Press this button to see SELECTIONS list.
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START button

When this button is pressed, the soccer ball mowves,
Line up the ball with the game yvou wish to play.
s In the 1 Player Game, you challenge the computer,
#In the 2 Player Game, 2 players compete against
each other,
Pause:
If vou 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 continueg playing, The game will eontinue from where you left
off.



SELECTIONS List

Choosing the opposing team, their skill level, and

the match time.

s 1 Player Game (Use Controller 1 to play against the
computer}

(1

2]

Press the top or bhottom of the oo Control Pad
to line up the arrow with TEAM SELECT, and
then choose your team with the right or left side
of the ¢ Control Pad,

Press the top or bottom of the 5¢ Control Pad
to line up the arrow with SKILL LEVEL, and
then choose the difficulty level with the right or
left side of the . Control Pad,

(1 2 3 4 5)
Beginner - - - ----- » Professional

{3} Press the top or bottom of the ©F° Control Pad to line up the arrow with
HALF TIME, and then choose the match time with the right or left side of

the == Control Pad.

*The match will begin when the START button is pressed,

* Controller 1 defends the left-hand goal.

* A whistle begins the game, but control of the players begins when the controller
number appears on top of a player.

¢ 2 Player Game (Use Controllers 1 and 2 and com-
pete with a friend)
{1} Press the top or bottom of the =F Control Pad

(2)

on Controller 1, and line up the arrow with TEAM
SELECT. Press the right or left side of the
Control Pad on Controllers 1 and 2, and choose
your teanms.

Choosing SKILL LEVEL and HALF TIME is
the same as for the 1 Player Game.

*The match will begin when the START button is
pressed.

" Controller 1 defends the left-hand goal.

*The start of play is the same as for the 1 Player
Game.



3. HOW TO PLAY

There are two Soccer games available: a 1 Player Game where the computer is
your opponent, and a 2 Player Game where two players play against each other,

* Mote that some rules differ than those of the real game,

« The player indicated
with  the controbler
number is controlled,

= See section on “Mames
of Controller Parts and

Qperating Instructions™,
1o learn about dribbling,
goal shots, passing and

goalkesper operations.
¢In the case of a tie,
there is a penalty kick

Leaft display

 Center di splay
| Right display

LE55I0N.

¢ In Mintendo Entertainment Systemn
Soccer, shots are valid even if time
runs out (TIME QUT) while they are
in mid-flight.

o There is a 3-minute warning before
time runs out,

# Throw-ins, goal kicks, corner kicks or
indirect free kicks are played auto-
matically if the ball is held for longer
than & seconds.

# Goals are not changed at half time.

Playing Field Description =

<+ Halflina

Kick off

» The game begins auto-
matically with a kickoff.
When the controller
number appears on top
of a player, he can be
controlled with the <
control pad.

Throw-ins:

A throw-in is performed when the ball goes past a sideline and out of bounds,

« Press the o Control Pad to designate the player who will receive the throw, and
then press the B button.

Goal kicks:

¢ A goal kick is performed when the opponent kicks the ball out of bounds across
wour goal line,

e Press the 57 Control pad to designate the player to receive the kick, and then
press the B button.

Corner kicks:

¢ A corner kick is performed when the opponent kicks the ball out of bounds at
his own goal line.

» Press the o Control pad to designate the player to receive the kick, and then
press the B button.

Penalty circle

™ Center circle

Fenaivy srea|™ Geal line

IS Corner area =
Sideling 5 T Cienier flag
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Indirect free kicks:

& An indirect free kick is awarded to a team when the opposing team commits an
offsides penalty.

« Press the o Control pad to designate the player to receive the kick, and then
press the B button,

Panalty kick sessions:

# There is a penalty kick session if the match ends in a tied score.

= “F.K" is displayed at the top ot the screen.

= Advance the kicker. aim the ball with the top or bottom of the ¢ control
pad, and press the A button,

« Each team kicks five times, The team with the most goals wins, {The garme will
end when a winner is decided even if all kicks have not been finished. ]

» |f there's a tie in the penalty kick session, the entire game is a tie.

Soccer Terminology

Kickoff:

The kick that begins a game or the
kick that restarts play after a goal (per-
formed by the team against which the
goal was scored).

Throw-in:

Throw-ins are performead when the ball
goes out of bounds over a sideline. A
player from the team that didn't
knock the ball out passes the ball toa
team member from the point at which
the ball went out,

Goal kick:

You are allowed a goal kick when a
member of the opposing team knocks
the ball out of bounds over your goal
line. A player from wyour team Kicks
thie ball in from either the “upper” or
“"lower” corner of the penalty area,
depending on wheare the ball went out
[zither above or below the goal an the
screen).

Corner kick:

The opposing team is allowead a corner
kick when you knock the ball out of
bounds over your own goal ling. A
player from the opposing team kicks
the ball in from either the “upper” or
“lower” corner area, depending on
where the ball went out (either above
or below the goal on the screen).

Indirect free kick:

Indirect free kicks are performed after
offsides violations. A member from
the team that didn't commit the viola-
tion kicks the ball in from the place
where the violation occurred, He is
not allowed to kick directly at the
goal.

Offsides:

In order to pass to a player on your
own team, at least two players from
the opposing team (including the goal-
keeper} must be present between the
player and the opponent’s goal line
for the pass to be legal. Otherwise,
an offsides penalty occurs. When this
violation occurs, the opposing team is
awarded an indirect free kick.

Mote that offsides are not called past
the half-field line due to screen limita-
Lions.



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. [t 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 16 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 an, the user

is encouraged to try to correct the interference by one or more of the following

MEeasures:

— 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 dif-
ferent 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 1o ldentify and Resolve Radio—TV Interference Problems.

This booklet is available from the U.5, Government Printing Office, Washington,

D.C. 20402, Stock No. 004-000-00345-4.

90-DAY LIMITED WARRANTY MINTEMDO GAME PAKS

0-DAY LIMITED WaRRANTY:

Mintends of America Ing, ["Mintencio® | warranis 1o the original
consummer purchaser that this Mintende Game Pak {“PAKT| Imor
including Gamrs Pak Accessories 6o Fabot Sccemzaris] shall ba
free: from defects #n materiad and workmanshio far 2 period of
B0 cayy From date of purchess, i1 & delect cowired by thig war-
ranry ooours during this 30-day warranty peckod, Blintenca will
repaic ar mplocs the PAK, st its aption, fres of charge,

To recoive Shis warranty mrvice:
1. D0 ROT retorn vour dedeciive Geme Pak toothe retailer.

2. Matity  the Mimendo Corsumer Service  Deparcment
of the prabiam regqeiing warreniy sevics by calling:
Cawtgacke Washingion  State  (BO0) 4222602, or Inside
Warhingtan Siate {206 682-3040, Our Consumer Sarvicy
Crepartment i in operation rom B:00 AWM o 600 PAL
Pacific Tirme, Mordsy through Fricy

3. Bf the Mintendo serace technician is unable to solve the
probiam by phone, he will provide you with a Return
Autharization number, Simply record this numbes on the
outiich packaging of your delectie PAK, aad raturn yaur
PAK frelght prepasd, a1 your rsk of damage, together with
yrans pibin ilig o pmilar proal-od-purchase within ke 80
day warranty pariod To:

Menmenco of Amaerica |re.
WES Consumer Sarvice Oupar trment
BEDD = 1EOth Ayenue MLE.
Fecmined, WA 98052

Thiz warranty shadl naf apply if the PAK has béan darmsged by
g ligence, oocident, unreasonable use, moditicaticn, Tampering,
e by abher cacgas unralsted Be dalectim maberiali or wor bman-
ship.

REPAIRS AFTER EXPIRATION OF WARAAMTY:

1§ the PAK geval oo a probiem afier the S0-dey warranty pariod,
Wi may fontact the Mimends Congumer Servics Deparimant
at tha phoss mumbar nofed stdnm, IF tha Nindendo service 1ech-
migian is unable 10 sodve The probiem by phane, Fe may orevica
yau with a Rutura Authorizstion number. You may than rocord
i mamber on the outssde packaging of the defestine PAE amd
raturn the defectios PAK freight prepaid to Minienda, enclosing
a chiek of mosey order for SI0000 payable b Ninteedo af
Amarica frc,  Wintendo will, at its option, subject o the condi-
fiEng abese, repair 1he PAK oF replice Tt wath @ nies ar rapaiced
PAK. It replacement PAKE are not available, the defeorive PAK
il bt rbarnieel @ Ehi SE000 pevvirsant nafuredisd,

WARRAMTY LIMITATIONS:

AMY APPLICABLE IMPLIED WARRANTIES, INCLUDING
WARRAMTIES DOF MEACHANTABILITY AND FITMESS FOR
A PARTICULAR PURPDSE. ARE HEREEY LIMITER TO
NINETY DS FROM THE DATE OF PURCHASE AND ARE
SUBIECT TO THE COMNDITIONS SET PORTH HEREIN. 1IN
WO EVENT SHALL MINTENDO BE LIABLE FOR COMEE-
QUENTIAL OR  INRCIDENTAL ODAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED WAR-
RAMTIES.

The provamons of this warasty e walid in the Usited Stabis
anly.  Some sistes do not sllcw limitatiors oo how fang an
implid warrenty last oof exeludon of eansequendml oo ingi
dental demager, 1o the abave limbations and axclusan may not
apply 00 woU. Thes warrenty gaves you specitis legal rights; and
you may also hgue ibar righis which wary from siace 1o state.






