NUS-NWRE-USA

| [ONBOOKLET Y18 e A

. . .




WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO" HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS
BOOKLET CONTAINS IMPORTANT SAFETY INFORMATION.

Thz’s official seal 1s your assurance that Nintendo has reviewed this product
and that 1t has met our standards for excellence in workmanship, reliability

and entertainment value. Always look for this seal
7" Dfficial

.:a{ Niniendo) |

s Seal of Quality

when buying games and accessories to ensure

complete compatibility with your Nintendo product.

All Nintendo products are licensed by sale for use only with other authorized
products bearing the Official Nintendo Seal of Quality.”

Thank JGU for selecting the WAVE RACE 64™ Game Pak for your
Nintendo 64® system.

Please read this instruction booklet thoroughly to ensure maximum
enjoyment of your new game. Keep this instruction booklet and warranty
information in a safe place for future reference.

A CAUTION
THE NINTENDO 64 SYSTEM GENERATES REALISTIC IMAGES AND 3-D
SIMULATIONS.  WHILE PLAYING OR WATCHING CERTAIN VIDEO
IMAGES, SOME PEOPLE MAY EXPERIENCE DIZZINESS, MOTION
SICKNESS OR NAUSEA. |F YOU OR YOUR CHILD EXPERIENCE ANY
OF THESE SYMPTOMS, DISCONTINUE USE AND PLAY AGAIN LATER.

KIDS T0 ADULTS This product has been rated by the
Entertainment Software Rating Board.
For information about the ESRB rating,

or to comment about the
EﬂHHM‘EI] BY upprnpriu‘l‘eness of the fﬂ“l‘lg; F]EHSE
ESRB contact the ESRB at 1-800-771-3772.

5M, TM and ® are trademarks of Nintendo of America Ine.
© 1994 Nintenda of America Inc,
Kawasaki's trademarks used with the permission of Kawasaki Heavy Industries, Lid.
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The Nintendo 64 Controller

Control Stick Function

The Nintendo 64 Control Stick uses an analog system to read the
angles and directions of its movement. This allows precision
control that is not possible using the conventional + Control Pad.

When turning the Control Deck power ON, do not move the Control
Stick from its neutral position on the controller.

If the Control Stick is held at an angled
position (as shown in the picture on the left)
when the power is turned ON, this position

will be set as neutral. This will cause games
\ using the Control Stick to operate incorrectly.
N

To reset the neutral position once the game
has started, let go of the Control Stick so it
can return to its center position (as shown in
the picture on the left) then press START
while holding down the L and R Buttons.

The Control Stick is a precision instrument, make sure not to spill liquids
or place any foreign objects into it. If you need assistance, contact
Nintendo Consumer Assistance at 1-800-255-3700 or your nearest
Nintendo Authorized Repair Center.”

Holding The Nintendo 64 Controller

While playing Wave Race 64, we recommend
you use the hand positions shown at right.

By holding the controller like this, you can
operate the Control Stick freely with your left
thumb. Using your right thumb, you can
easily access the A, B or C Buttons. Use your
left index finger to operate the Z Button on the back of the controller
and your right index finger to operate the R Button on the top.

Connecting the Nintendo 64 Controller

To play any of the one player game modes,
you can connect a controller to any of the
controller sockets located on the front panel
of the Control Deck. For two player games,
connect a second controller to any other
socket. Player 1 will use the controller
connected to the lowest number socket. To
change the connection during a game, switch the POWER to OFF,
make any controller connection changes, then return the POWER to
ON to resume play.

* You must use two controllers to play the 2 Player VS. Mode.
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 Select screen appears,
press the B Button to
return tﬂ the prﬂwaus
screen. |

 -:_ | ‘/r* Whﬂﬂ the Watercraft\\ |
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Correctly insert the Game Pak
into the Nintendo 64 Control
Deck and move the Power
switch to the ON position.
Make sure not to touch the
Control Stick at this time.
When the demo begins, press
START to display the title
screen. Press START again to
display the Game Mode menu.

” Championship
You will race your JET SKI

~ watercraft against three mmputer
d controlled opponents in a series ﬂf

races in different locales.

ije Trmls o o
In the Time Tnais mﬂde ynu

will race a course solo inan

__attempt tﬂ get the best tlfne

Stunt Mad& .
Your goal is to earn as many
__points as puas:bla in one lap.

This mf:}de is run Sﬂlﬂ as well

2P VS. -
Raced on a spllt screen th15
mode is a head- m head match
'fﬂr twu players

OPTIONS

 You can change settings or see
the records for each game

| 'mt}de

Watercraft Select

On the Watercraft Select screen, a player

can choose a JET SKI watercraft that
matches his technique or preference
from the four available. Select by
pressing » or <€ with the Control Stick
and confirm with the A Button.

Watercraft Setting

Each JET SKI watercraft is set to
NORMAL as a default. If you would
like to keep this as is, press the A
Button while the NORMAL button
flashes. If you want to make an
adjustment, push the Control Stick
» so that the CUSTOM button
flashes, then press the A Button.
You will adjust three elements:
Handling, Engine and Grip. Press the
Control Stick <€ or » to make your

"WATERCRAFT SELECT % doscc | [

WATERCHAFT SETTINGS |
"NORMAL " CUSTOM B
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adjustments and press the A Button to enter.

Light

Turn easily by
pushing the Control
Stick a small
amount.

Dash

Accelerate quickly --
enables quick
starts.
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Loose

Overall speed will
be increased, but
you are more likely
to slip when turning.
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Heavy

Turning will require
you to press the
Control Stick far off
center.

Top End
Accelerate slowly --
enables a higher
maximum speed.

e

Tight ———

Overall speed will

decrease, but you
are less likely to slip.

/: Each JET SKI watercraft's basic |

- same nparatmnal abﬂftms.

kYaur nustnm data m savad fa Gama Pak memary |
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Rider / Ryota Hayami_
Country / Japan

Age /18

Sex / Male

Handllng | Yk Kk

Grip / k% k%

Collision Stablllty / ***
Maximum Speed / **-k*
Acceleratlon IR.0.0.90

Skill Level / Beglnners Advanced

s ——- o

Rider / Miles Jeter

Country / Canada

Age / 24

Sex / Male

Handling / %% %% %

Grip / *

Collision Stability / J k%
Maximum speed / * k%
Acceleration / %%

Skill Level/ Intermediate ~ Advanced

Rider / Ayumi Stewart

Country /USA

Age /21
Sex/Female

_Handlmg / ****

Grip / *‘k*

CO||ISIOI‘I Stablllty / **_ ;
Ma)qmum speed / *k
Acceleratidn / *****
SklII Level/ Begmners

Rider / Dave Mariner

Country / USA

Age /32 G

Sex/IVIaIe

B et g R L e e I B el Sl S LR R LR L S e S S L

Hanghng/»x

GOrip/ %

Collision Stablllt\L/ e

T B i A R

Acceleration / * %

Skill Level/ Advanced

Maximum speed / ****
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3. Game Modes

Championship
The Championship is a multi-race circuit between four fierce
competitors, each one trying to earn the most points. After
completing the entire circuit, the overall winner will be determined
by totaling all of the points earned. Whenever a record time
occurs, it will be recorded into Game Pak memory.

eDifficulty Level

There are three levels of difficulty. At
first, you can only select NORMAL. If N W
you clear the Final Course, you will be B . H'?Jﬁﬁ_t
able to select the next difficulty level. '
As the difficulty level increases, your
opponent’s speed will increase as will
the number of obstacles on the course.

eNormal ..... A 6-course circuit
eHard ........ . A 7-course circuit
eExpert ...... An 8-course circuit

eWarming Up

When you select the NORMAL level, you can warm up on the practice course,
Dolphin Park, before you begin the circuit. After you become accustomed to
operating your JET SKl watercraft, press START to pause the game. When the
menu appears, select START THE RACE to go to the first race.

T WARMUP

to advanm tn tha Mxt

t COURS EPE’“H"t |

—sesrme 3'@ mund. Hyouh

"~ BEST LAP

) ~550°000 receive a tﬁsqun"ﬁ'*ﬂw-

— i 0 Points), the

" POINTS NEEDED TO ADVANCE 1 | TOADVANCE
% YOUR POINTS 0 [ z4TH PLACE -_hﬂ bh“ked

®Rules L e

Start PoSition s 90 J;; P f¢, ﬁ,ﬁ Hr it
This will change dependmg on the flmshmg ﬂrder mfthe prevluus s
race. The character that came in first place will start from the pﬂle |
position. In the first race, the player always starts last. s

et "

The Number Of Lﬂps T S S i JM
Each race is three laps in Iength Usmg the Optlﬂn mude yﬂu can
change this to four or more laps.

Hnut& Buﬂy R A L S R B T S R B e
Red and yellnw bunys mark the race course. Make sure to pass 'tﬂ the
right of a red buoy, and left of a yellow buoy.

¥ i
S 56558 FONL N i b

Engine POWer usmssssimsissmmmm s s s ‘*~z'j?f"fiﬁﬁ“;‘3£’ﬁf;§ﬁﬁﬂﬂ?’*‘ |
If you pass a buoy cnrrectly, your engme 's D{}WEI‘ w1|l mcrease hy one
level, and your JET SKI watercraft’s speed will increase. Yﬂur engme |
power can increase to a maximum level of five. 7

MIISS o o B R s **mﬁ’wfﬁ’ﬁﬁwﬁnfﬁ%ﬁ?mﬂ*ﬁ ’Wﬁ‘?*..
If you do nnt pass a buﬂy correctly, it counts as '
a Miss. When you Miss, your engine power will
return to level zero. Should you Miss five times
in a race, you will be disqualified from that race.

L A AR A

C ourse O ut s S e
If you go nutmde the pink buoys that surround
the course perimeter, the Course Out counter .
will begin. Unless you return to the course within | _
five counts, you will be retired.

oA e s i
AR :-_.-'“ ‘.., ‘”‘ .r' ff- -".-'.rf""'.'{* .-uq.-.a .-,-’J".-',rf"ﬁ-:ﬁ. rﬁ"’-ﬁ:'{;:'?fﬂ?:ﬁ ’
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' Opponent Indicator

~ ®Screen Display

" Elapsed Time

Finishing Position
For Advancement
Speed

Rank Lﬂp Number

Lap Time

The best lap time

will be displayed
in red.

Number Of Mlisses —
Each time you Miss, an X
mark will be made on the
markers.

Order

This is the current order
of the four racers. As the
rankings change, this
display changes as well.
The player is displayed in
the red panel. When the

NS HeBRE 7RO W .E._i'!-"*j'.ii : opponent immediately

behind you passes the
Start/Finish gate, the
difference between their
time and yours will be
displayed. While in the
water, any players who
have fallen overboard
will disappear from their

Power Meter
This is the engine
power level. When you

. anels.
This indicates the position of the reach level five, MAX P

opponent closest behind you.

POWER will be
displayed.

When you are close to leaving When you pass the Start/Finish
the course, a red arrow will gate, the time difference
appear to guide you back. between you and an opponent

10

leading you will be displayed.
If you are in the lead, this will
not appear.

®Point and Round Clear
Based on the finishing order, each rider is awarded points. -

* In the event of a tie at the =~

First place 7 points end of the circuit, the rider
Second place 4 points who passed the Start/Finish
y - gate first in the final race
thwrd piece <POINES . il be awarded il W9
Fourth place 1 point chﬂmpinnship.
Retire 0 points '
BURANKRIDER

After each race in a circuit, should your total ';5'__'__::::- 1 e ,fm?,};'ff*'ﬁ”

points be insufficient, you will not advance to | uu—m—m MIETER

the next race and the game will be over. The ...._.u..._mn NI

condition for advancing is different depending ___.____J’CL”“ETS' 32

on the difficulty level you have selected. _'fff'-"3-' B s HAYAM

_ Nﬂma! Ha'ﬁd Expert Example:
The 1stround 1 2 8

= e - To go to the 4th
The2ndround 2 4 4 round when the
ThE .3rd'ﬂ]u“d | _ 4 £ 5 F 3 Normal level is
T — | R 5 ~ selected, you need to
'I'l'leithruund - 9 10 i 12 have a total of 4
TheSthround 12 14 16 points at the end of
Ahebthround 16 1 23 'hedrdrioung
fThe?thruund" o 28 0 30
The 8thround el

®Pause Screen

If you press START during the Championship mode, the game wﬂl
pause and a menu with four choices will appear.

e Continue — Restart current game

* Retire — Quit the race --You receive zero points

e Start From Beginning — Restart the circuit, same JET SKI watercraft,
same difficulty

e Quit The Game — Quit this mode and return to the title screen

11$



- Time Trials
Race your JET SKI watercraft against the best time and the best lap
.. records. You race the same courses as in Championship mode. Try

_ different settings to improve your best record, even if it is only
“ 1/1,000 second faster.

lC‘ourse Select and Difficulty Level L CUUHSE SELECT _

You can select any course that you have reached in -a'-:'-?'-'s'-::'::n 2 ggems
~ the Championship mode. (Dolphin Park is not Eoommenme | oon
~ available in this mode.) There are three different “;;Em;ﬂi“ﬁ__,{

_ difficulty levels. Until you advance to the HARD and R “”i

EXPEF{T levels in the Championship mode, you cannot RS B
.~ select those levels.

Rules and Screen Display
- The basic rules are the same as in the Championship mode. When you pass
_ the Start/Finish gate, the time difference between the current lap and your best

~ time will be displayed. When you pause the game in Time Trials, five menu
_ choices will appear on the screen:

Continue — Restart the current game
Restart — Restart from the beginning.
Watercraft Select — Restart from the Watercraft
Selection and Setting screen
Course Select — Change a course.
Quit The Game — Quit this mode and return to the
title screen

~ ®initials Entry
"'.'__-Sh'ﬂuid-y_nu make a record, you can enter your initials. Select
~_each letter using the Control Stick. Enter up to three letters

~ with the A Button. Use the B Button to cancel an entry.

po i SUNNYBEACH 13
| i "EEEH’ s SI'.'.‘-'I"EEH R L P e
|  After you reach the Start/Finish gate, the top three times
and best Iap are displayed on screen. (The best times from
.thH Champmnshlp mode are included in this list.)

-"-,Whﬂn a r&cﬂrd Is made with the Normal setting, an “N”
will be dtsplayed next to the picture of the JET SKI
watercraft. With custom settings, a “C” will appear. If you

want to continue to challenge Time Trials, select RETRY
when the menu appears.

Stunt Mode

In this mode, instead of competing for speed, you are competing
for points. Steady control and acrobatic techniques are required to
excel. In Stunt Mode, the key to the highest scores also lies in
choreographing your stunt routine. By determining in advance
which acrobatic technique to use and when, you will be more
successful than if you just ride around doing a few tricks.

®#Course Select i
You can select from the nine courses, including Dolphin Park. Like
Time Trials, you cannot select a course that you have not reached in
the Championship mode. The courses are the same as Ch&mpmnshlp
mode, but the types and locations of obstacles differ.

®Rules

Check Point and Time Limit

Check Points separate each | 7% TimeScorel ' | |
4 ‘III Time Chaﬁkpmmﬂ';
have to pass each Check Point | .

course into four sections. You

within the time limit, scoringas "] &8
many points as possible. You .
must pass through the gate to %}
clear the Check Point, otherwise -
your time will not be extended.

You will be disqualified for exceeding the time
limit and your game will be over.

~ Scoring System

Time Score
The time remaining when you pass each Check Point is

calculated into your score. Each tenth of a second equals
five points.

......

l’n thrs exampfe, 6.5 sennnd‘s
Ring Score

When you go through
a ring on the course, you receive 50 points. Each ring that
you pass through consecutively following that will
increase the points you receive by an additional 50 points.
If you miss a ring, scoring begins at 50 points again.

remain. (65 x 5 = 325 Pﬂlﬂtsf}.

Stunt Score MR GT
If you input a key command (special controls using the Control Strck} whrle
racing, the rider will do acrobatic moves. You earn different scores w:th
different acrobatic stunts and the accuracy of your performance.
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eAcrobatic Moves
;,,..W{Fm:-_detaiié, consult the accompanying WAVE RACE 64 Operation Card.)

Flip (Vertmal spin in the a:r}

Uslng ar p:- Mo 2 ﬂip !
amount of time you argjin the air i
caltulated as points. When you

sumsmﬂhnd, 'fuu recewe 1@'%";;-3

Barref RﬂH

il make a slow hurtzﬂntal spinin -

" Th%‘ml e A in'the =
s 5 F | S
will HE&d tﬂ Iurnp hlghEI‘ tﬂ e
successful.

Handstand
Doa hansfstan font

| watarcraft "g’nu can s ;'_'__

- the fullnwmg acruha‘hc& ﬁﬁ‘ LWE I 2

Backwards

| m your bodv-'wu._,_.;:,:ﬁ;_'

| sénd‘ ng pasmnn

I':ﬂlﬂtﬁ to tﬁeu in

%01 Stand

':r_v"-"'"""r" Bl kv, P

®Advice for ar:hj@wng ﬂ
high score

o
e

oTry to pass all the rings. If
you miss even one, it could
greatly affect the score.

e\With Handstand, Backwards
and Standing, if you do the
same moves several times
within a Check Point, you will
not get as many points after
the second try. To avoid this,

do not repeat the same tricks.

Instead try a variety of
acrobatic moves.

eMake sure to have enough
speed before running up a
ramp, so that you can do
your trick and still jump
successfully.
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2P VS.
Using two controllers, two players can challenge each other in a
~ match race. Course selection and the basic rules are the same as
the Time Trials mode.
eWatercraft Select
Each player can select the JET SKI watercraft that they like. To begin
with, the Player 1 side will feature the original colors, and Player 2
_side will have alternate colors. Pressing A on the Control Stick will
change the color pattern. (You cannot change patterns if you select
the same watercraft.)
WATERCRAFT SELECT 2 cb shcx | WATERCRAFT SELECT 3 &5 sacx |
— T :ﬁiﬁ‘i*'lémi::;é S .
eSetting The Handicap 2 "-Guﬁ%iﬁﬁhgﬁl---. 4
After you select the course, you can set the e i CY
handicap ON/OFF. If you turn the handicap ON, R roies | | oo
the trailing JET SKI watercraft will have a e ey —
slightly faster speed.
®Rule =
The top half of the screen is for Raalas
Player 1, the bottom half for [ sssss g8 - ke’
el ; "t _Playe-r'z
~ When either Retire, (quit — S
player reaches the current
the goal or race) can be
retires, the race selected while
IS OVer. the game Is paused.
The Results screen will display the running win-and-loss tally for both players.
' 4 . *» Time records in the 2P VS. mode are not recorded.

4 R L ‘f '-.. I
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CHANGE NAMES

eName Change

You can change the name of a rider. Changed ——
names are saved, as well as the JET SKI Btk

% oPa R
watercraft settings.

FEFALLT §

oSee Records

You can view the time and score Rankings of each course. On the ranking
display screen, you can switch between time and score using <€ or » on
the Control Stick. Use A and Y to switch the course being displayed.

VIEW RECORL

T TIME T SCORE ~ END

~ SUNNY BEACH
" TIME RANKS -TOP 3 |-
HABE LEVEL HIDER TIME

b HORMAL M 1’27704 |
£ HORMAL P_% 109 140j
NOA  1°132°702j§

~ SUNNY BEACH
« SCORE RANKS - TOP 3 |

- RAME RIDER SCORE |

M 659 57|

: ~ PORT BLUE
. SUNNY BEACH "~ TWILIGHT CITY

T BUNSET BAY ~ GLACIER COAST
T DRAKE LAKE SOUTHERM ISLAND
“MARINE FORTRESS

i
- T ] M_C 05502}
] KT 053150]

& HORMAL K_ M 0217394 |
W

e

eWave Conditions

For each difficulty level (with the exception of
Stunt Mode), you can change several of the
conditions in each game mode. However, if you DSRAL | _Be
change the Water Conditions to something other | EEEEESSIEEE
than the default, your time will not be ranked.

CHANGE CONDITIONS

WARNING: HECORDS WILL NOT BE SAVED

*Default water condition means the waves at their initial setting. The
Random setting results in waves that differ with repeat play. Note:
Even if you make the waves Calm, it does not mean you will not see

any big waves.

eSound

You can switch between Stereo, Mono, and Headphones*, as well as
toggle the background music (BGM) during the game ON/OFF. You
can even listen to the BGM in this mode.

*If you switch to Headphone mode, you can enjoy a more natural
sound while listening with headphones.

oErase Course Records
Erase course times or scores from saved data.

eSave And Load
Exchange or erase Game Pak and N64 Controller Pak memory data.
For more information, please read the following pages.

177
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~you can copy the Game Pak'’s saved data and

Why use an N64 Controller Pak?
~ By copying the data saved in an N64 Controller Pak

 {Be careful, since doing this can overwrite the data

e

-

Using an N64 Controller Pak (sold separately),

take it with you.

to a Game Pak, you can compare the times and
scores, and create a new ranking that unifies the
records of both the N64 Controller Pak and Game
Pak. If you load the saved data from your N64
Controller Pak to someone else’s Game Pak, you
can easily compete for the best times and scores.

UNIFY GAME PAK
AND CONTROLLER PAK DATA

" WATERCRAFT | TIMES & SCORES

~ EXECUTE ~ CANCEL

in another person’s Game Pak.) e

Because you can carry your watercraft Custom Settings in an N64 Controller
Pak's memaory, you can easily play with the Watercraft Settings that you are
accustomed to when you play at a friend’s house.

Since you can duplicate and save the data of a Game Pak’s memory you can
restore the copied data from the N64 Controller Pak, even if you accidentally
erase the records in your Game Pak.

* Because the data that can be saved in an N64 Controller Pak is
identical to the data being saved in the Game Pak memory, you need
not have an N64 Controller Pak to play the game normally. Note: The
course clear data from the Championship mode cannot be transferred
fo the N64 Controller Pak.

®How to use the N64 Controller Pak
* Before you use it, make sure to read the instructions that
accompanied your N64 Controller Pak.

*Do Not remove or insert an N64 Controller Pak when the system power is on.
*The data saved for this game will require two pages of the N64 Controller Pak's memory.

Correctly install the N64 Controller Pak in Controller U M

COPY "~ ERASE = END

1, then select Save and Load from the OPTION menu. E i '
GAME PAE T p'l.' .If'-Z-'."_.LLH Pk 1

Select COPY, and use < or » on the Control Stick to
aim the arrow on the screen in the direction you want
to transfer the data, press the A Button to begin.

SAVE AND LOAD SAVE AND LOAD SAVE AND LOA
P Efast END T CLPY ~ ERASE — EmO [ &, ~ EREGE T

51T

18

Your Watercraft data and Time Score data are copied in seperate operations.

. EANDLOAD
EraSIHQ ThE Dﬂtﬂ Co " ERASE ~ END

All the data saved in the Wave Race 64 Game Pak
or N64 Controller Pak will be erased. Select Erase,
and aim the arrow at the data you want to erase.

" Error Messages when you Save and Load

If something went wrong, or if the Copy or Erase does not execute correctly, a
message will be displayed. The following are the solutions for each message.

The N64 Controller Pak already contains saved
data, and it does not have enough space for the
two pages needed for this game. To display the
N64 Controller Pak menu screen, press and hold
START while either turning the power switch to
the ON position or pressing RESET. Erase any
old, unwanted data, to free up enough space for
two pages required by this game.

Caution: Once deleted, saved data cannot be
restored.

The N64 Controller Pak is not correctly connected or not in Controller 1.

Caution: If you remove and insert the N64 Controller Pak while copying, saved
data could be lost.

This game’s saved data does not exist in the N64 Controller Pak. Copy data from
your Game Pak to the N64 Controller Pak to create the data for Wave Race 64.

Make sure each component is correctly connected again, and repeat the Copy
or Erase procedure. If this message still appears, please contact the Nintendo
Consumer Service or the nearest Nintendo Authorized Repair Center.™
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Important

WARNING: Copying of any Nintendo game is illegal and is strictly
prohibited by domestic and international copyright laws. “Back-up” or
“archival” copies are not authorized and are not necessary to protect
your software. Violators will be prosecuted.

This Nintendo game is not designed for use with any unauthorized
copying device. Use of any such device will invalidate your Nintendo
product warranty. Nintendo (and/or any Nintendo licensee or
distributor) is not responsible for any damage or loss caused by the
use of any such device. If use of such device causes your game to
stop operating, disconnect the device carefully to avoid damage and
resume normal game play. If your game ceases to operate and you
have no device attached to it, please contact your local authorized
Nintendo retailer.

The contents of this notice do not interfere with your statutory rights.

This manual and other printed matter accompanying this game are
protected by domestic and international copyright laws.

The rental of this game without permission of Nintendo or its
licensees is strictly prohibited.

For further information or assistance, please contact:
Nintendo Consumer Assistance Hotline

1-800-255-3700 (U.S. and Canada)
Or your local authorized Nintendo retailer.

o B S BB 205
Warranty and Service Information

3-MONTH LIMITED WARRANTY

(For Hardware, Game Paks, & Accessories)

Nintendo of America Inc. (“Nintendo™) warrants to the original purchaser that the product (hardware, game
paks and accessories) shall be free from defects in material and workmanship for a period of three (3)
months from the date of purchase. If a detfect covered by this warranty occurs during this three (3) month
warranty period, Nintendo will repair or replace the defective product or component part, at its option, free of
charge.

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only)

Nintendo warrants to the original purchaser that the hardware product shall be free from defects in material
and workmanship for an additional three (3) months beyond the original 3-month warranty period described
above. If a defect covered by this warranty occurs during this additional 3-month warranty period, Nintendo
will repair the defective hardware product or component free of charge. The original purchaser is entitled to
this additional 3-month limited repair warranty only if the Consumer Proof of Purchase Card (attached to the

hardware packaging when sold) is returned promptly after the date of purchase to Nintendo by the original
purchaser or the original purchaser’s retailer.

WARRANTY SERVICE OR REPAIR/SERVICE AFTER
EXPIRATION OF WARRANTY

You may need only simple instructions to correct any problem with your product.
Call the Consumer Assistance Hotline at 1-800-255-3700 rather than going to your retailer. Hours of
operation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on
Sundays (times subject to change). If the problem cannot be solved over the telephone, you will be referred
to the nearest NINTENDO AUTHORIZED REPAIR CENTER®™ or you will be offered express factory service
through Nintendo. In some instances, it may be necessary for you to ship the complete product, FREIGHT
FREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED
BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS,
AND POWER SUPPLY DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS
MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASCNABLE USE, OR BY
OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIF; OR (d) HAS HAD THE SERIAL
NUMBER ALTERED, DEFACED, CR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
FARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE
(3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL
OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF
CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. Nintendo's
address is as set forth on the back cover of this manual.

This warranty iz valid enly in the United States



NEED HELP WITH INSTALLATION,
MAINTENANCE OR SERVICE?

R

AUTHORIZED REPAIR CENTERS
1-800-255-3700

Nintendo of America Inc.
P.O. Box 957, Redmond, WA 98073-0957 U.S.A.
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