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YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY
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reliability and entertainment value.
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Thanks for selecting Super Ghouls 'N Ghosts* Game Pak for your SUPER
NINTENDO ENTERTAINMENT SYSTEM™.

Please read this instruction booklet thoroughly to ensure proper handling
of your new game. Please save this bogklet for future reference.
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GETTING STARTED

1. Insert your Super Ghouls ‘N Ghosts Game Pak
info your Super Nintendo Entertainment System and
turn it on. The Title screen appears.

2. Press the START button on the controller to begin play.

(Or see The Option Screen below to change your game
seftings before you start.

3. At any time, you can press the Reset button on the
console to start the game over from the beginning.
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The Option Screen lets you change some of the game
features. You can get to the options screen from the Title
screen, before you begin play.

At the Title Screen, you'll see two options, GAME START
and OPTION MODE. Press down on the control pad to
move the marker to OPTION MODE and press the START
button. The Option screen will appear.

On the Option Screen:

— Press UP or DOWN on the Control Pad to highlight an
option.

— Press LEFT or RIGHT on the Control Pad to cycle through
the settings for that option.

Game Level
Set your play level. You can choose Beginner (easiest),
Normal, Expert or Professional (most difficult).

Control Pad

Change the settings of the Control Pad buttons. (If you
don’t change the settings, you'll press button Y to use your
weapon and butfon B to jump.)

Player

Set the number of lives (up to 9) that Arthur has when the
game begins. (If you don’t change this setting, you'll begin
with three lives.)

All hail, dauntless knight Arthur! Years ago you quelled the
terrifying phantoms of the Ghoul Realm who hexed the
earth, and rescued Princess Guinevere. Since that time
you've journeyed far over the world seeking the powerful
weapons of White Magic.

But now the kingdom is shrouded under an eerie spell.
Sardius, the Emperor of Evil, has snatched Princess
Guinevere away to the slimy crypts of the Phantom Zone.
The Ghoul Realm has revived, and the Creatures of the
Undead haunt the land.

Once again, you must survive the dangerous journey into
the depths of the Ghoul Realm. You'll swat at horrid
ectoplasms and ghouls whose touch is deadly. Vampires
will swirl around your head. Voracious plants will snap at
you, hungry for bones to gnaw. The earth will crack, the
seas will swell, and the fiends of darkness will engulf you.

Your courage and skill will keep you moving though
overwhelming ferrors. And on the path, a mighty weapon

— Magic — awaits!

Buckle on your sword, Arthur. It's time to begin the quest!




ARTHUR’S KNIGHTLY FEATS

To Do 1HIS: PRESS THIS:
Run to the right or left Control Pad left or right.

Stab, slash, or hurl
your weapon

Button Y (or the weapon button
you've set on the Opfion
screen).

Jump Button B (or the jump button
you've set on the Option
screen). Press the Control Pad
while jumping to move left, right
or down.

Double-jump Button B twice.

Climb up Control Pad up.

Duck Control Pad down.
Put on armour, grab  Run over the item.
a new weapon, or

pick up pots and
sacks of gold.

PLAYER 7= TIME
1500 slolel®) C‘jj Oooo 4:52
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Prepare for heartstopping perils! Arthur must survive eight
treacherous mazes, battling an inferno of foul fiends. Some-
times he'll be left without even his armour to protect him.

Watch the top of the game screen to keep track of how
you're doing.

POINTS - How many points you've earned so far, by
demolishing the Undead and grabbing sacks of gold.

Lives - How many lives Arthur has left. He starts a game
with three lives (or the number you've set on the Option
screen). When he loses his last life, the game ends.

WEAPON - The weapon you're currently armed with.
Magcic GAUGE - Fills up with energy when you use Magic.
TimE - Game time remaining. You begin with five minutes to
survive a quest and gain the key to the next gate. If time

counts down to zero before you accomplish this, you lose
one life.




TREASURES IN THE FRAY

As you dash through lands thick with doom, you must
destroy or avoid all the demented creatures that bar your
way. Many vanquished ghouls will drop pots. Treasure
chests will sprout from the sodden earth or gleam from
hidden places. You'll stumble over sacks of gold, or find
them stashed in thorn bushes, ghostly rigging and rocky
crevices.

Pots
These can hold extra lives (1 UPs), bonuses,
or weapons.

Treasure Chests

Shatter these locked boxes with your
weapon, but be wary! Within them you may
find armour, weapons, traps, or the Conjurer.

Armour and weapons will help you survjve,
but traps can take one of your lives. If the
Conjurer emerges, he'll cast a hex that
can turn Arthur into a powerless babe for
a short time.

Sacks of Gold
Snatch these up to gain exira points.

Find suits of mail by breaking open freasure chests. Run
over the armour fo put it on. With the Golden Armour you
can also use the Moon and Sun Shields.

Steel Armour - Arthur begins the game wearing Steel
Armour, which protects him from one hit.

Bronze Armour - This armour protects Arthur from one hit
and gives him the power to use the Weapons of
Enchantment.

Golden Armour -This armour protects Arthur from one hit
armour. |t protects him from one hit, allows him fo use
enchanted weapons, and empowers him to invoke Magic!

Moon Shield - This shield is supplied with
the Golden Armour, and can block one ghoul-
ish shot. The shot will disintegrate the shield,
but Arthur will be safe.

Sun Shield - This glowing shield blocks
three shots, and lets Arthur summon Magic
in a flash.




SEIGECRAFT WEAPONS

Arthur can find a number of fearsome weapons to help him
survive. Run over a weapon to pick it up. When you gain a
new weapon, you'll lose your old one.

WEAPONS oF KNIGHTLY POWER These weapons are always

available.
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Lance - Arthur's first weapon flies straight
ahead when hurled.

Dagger - You throw three of these small
weapons at once.

Crossbow - Launch two small arrows at once
with this weapon.

Scythe - You can hurl this curved blade

downward while standing on stone pillars.

Torch - This secret concoction turns the ground
to flames, burning everything it fouches. You can
only use two at a time.

Axe - A small but deadly double-bladed

weapon.

Tri-Blade - Once thrown, this weapon will slice
through all it touches and then return fo its
owner.

SEIGECRAFT WEAPONS

WEAPONS OF ENCHANTMENT
These weapons will appear when Arthur is wearing the
Bronze or Golden Armour.
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Flaming Lance - A more powerful lance that
flies straight ahead, leaving a trail of flames.

Magic Dagger - These enchanted dirks leave
a trail of magical light. You can throw three at
once.

Magic Crossbow - This charmed armament
fires three magical arrows at once, that seek and
find their own targets.

Magic Scythe - This enchanted weapon is
more powerful than its non-magical counterpart.

Magic Torch - Smash this on the ground fo
shoot a tower of flame into the air. You can only
use two at a time.

Hefty Axe - An even more lethal version of the
smaller Axe.

Shuriken - An incredibly fast blade. Like the
Tri-Blade, it dices through all obstacles before

refurning fo Arthur.
&
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You can use Magic when you're wearing the Golden
Armour. Hold down button Y (or the weapon button you've
set on the Option screen) while your Magic gauge
energizes. When the spell appears in the Weapon box,
release the button to activate the Magic.

Thunder Magic - Use your Flaming Lance to call forth
lightning bolts that pierce the air in three directions. These
bolts can pass through solid objects to destroy any enemy
in their path.

Fire Dragon Magic - With your Magic Dagger, summon
a fire dragon to annihilate all creatures as it moves across
the land.

Seek Magic - Summon this spell with your Magic Cross-
bow to unearth all hidden treasure chests in your area.

Tornado Magic - Your Magic Scythe generates twin
tornadoes that twist and whirl, destroying all enemies
caught in their path.

Shield Magic - Use the Magic Torch to surround Arthur
with three glowing orbs that protect him as he travels.

Lightning Magic - Flail the Hefty Axe to fire a deadly burst of
electricity in all directions.

Nuclear Magic - Your Shuriken summons an immense
explosion that disintegrates all enemies.

Arthur must survive eight perilous quests. At the end of
each quest, a fearsome Foul Guardian appears, who
guards the gate fo the next land. Using all his skill and wit,
Arthur must defeat this monstrous foe to gain the key to the
gate.

Arthur starts his adventures with three lives (or the number
you've set on the Option screen). During his quests, two
enemy hits will cost Arthur a life. (Once to lose his armour,
and again to lose his skin!) The game ends when all
Arthur’s lives are over.

Each time the game ends, you have the chance to con-
tinue. When you see the Continue screen, press the START
button. You'll continue near the point where you ended the
game. (If you don't want fo continue, use the Control Pad

to move the dagger to End, and the press START )
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QuEsT 1: THE DEaD PLACE

The Haunted Graveyard — From this forgotten
cemetery, zombies arise to attack the living. Only the brave
of heart will survive a journey through this cursed land.

The Forest of Fear — Inside this dark tangle of branches
lies the ruins of an ancient castle. Within its walls grows an
unearthly plant that feeds on whomever or whatever passes
through its domain.

QUEST 2: THE ROTTING SEA

The Graveyard of Ships — Long ago, this thriving
harbour was home to hundreds of seafaring men. But now
the entire port is laid to waste, and only the ghouls remain.

The Sea of Despair — Between the human world and
the Phantom Zone lies the Sea of Despair. Its storm-tossed
seas have caused the heartiest of adventurers to go insane.

QUEST 3: VERMILION HORROR

Crucible of Flame — Deep within the earth, the flame of
evil brightly burns. Its glow forebodes despair and
darkness to all who venture here.

Towers of Molten Steel — The sight of the twin fowers
strikes ferror into the hearts of men. Within these walls, the
ghouls of the Phantom Zone practise their darkest evils.

THE GHOUL REALM

QuEsT 4: THE GHOUL’S STOMACH

To enter the frozen lands of the Emperor of Evil, you must
first pass through the vile Ghoul’s Stomach.

QuEsT 5: THE Deep CHILL

Ice Forest — The blizzards constantly blow in this frozen
world of ice and snow. Many have tried to conquer this
land; none have yet returned.

Ice Wall — A wall of sheer ice surrounds the palace of

the Emperor of Evil. All attempts to scale the ice have met
with doom.

QuEsT 6: THE CASTLE OF THE EMPEROR

The entrance to the castle holds many traps. Pay close
attention or disaster will strike quickly.

QuEsT 7: HALLWAY OF GHOULS

A few hundred yards ahead lies the throne room of the
Emperor. Only a gauntlet of ghouls stands in your way.

QuesT 8: THE THRONE Room

Inside, Sardius awaits! Only the power of Guinevere's
enchanted bracelet can destroy the Emperor of Evil.




— A new weapon always replaces the old. Don't pick up a
new weapon unless it's more powerful (or you like it better)
than the one you already have.

— Learn which weapons must run their course before you
can hurl another. These leave you unprotected for a short
time, so be ready to jump or duck!

— Search carefully for hidden treasure chests. Without the
weapons and armour they conceal, Arthur doesn'’t stand a
chance of finding Guinevere. R el T R s

— It takes a double-jump to leap from ledge to ledge or TSR et NG, 0 I TSl RS R D
across large chasms. First, jump info the air. At the top of

your jump, press the jump button again. Practise, practise, S e R e : A ey :
practise to get your timing just right.

— Waitch for the Fairies. They can give you a very
powerfu| weapon thf you must hGVE in order to leSh ; e e L RN AR
your quest,
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90-DAY LIMITED WARRANTY

NINTENDO HOTLINE

BANDAI UK LTD. («<BANDAI») warrants to the original consumer pur-
chaser that the Super Nintendo Game Pak («Pak») shall be free from

) defects in material and workmanship for a period of 90 days from the
date of purchase. If a defect covered by this warranty occurs during this
90-day limited warranty period, BANDAI will repair or replace the defec-
tive Pak, at its option, free of charge.

Do you have a question about game play?
Are you being stomped by a Thwomp in Mario 3?

Ordo gargoyles gang up on your Game Boy? To receive this warranty service, return the Pak postage prepaid, insu-
red, and with proof of the date of purchase to:

If your answer to these questions is yes,

then why not call the e

Nintendo Service Dept.
Bandai Distribution

Parham Drive
NINTENDO HOTLINE Boyatt Wood
Eastleigh, Hants
WE ARE OPEN 12 P.M. — 8 P.M. S05 4NU England
MONDAY TO FRIDAY Tel: (0329) 243 300
10 A.M. — 3 P.M. SATURDAY AND SUNDAY Paks returned without proof of the date of purchase or after the 90-day
I . limited warranty period will, at the option of BANDAI, be repaired at the

service charge then in effect for out-of-warranty repair. Call our services
at (0329) 243 300 for the amount of this charge. (Repair done after
Why not telephone now, and one of our expert counsellors acceptance of the quotation.) Payments must be made by cheque or

will be more than happy to answer your call. ,  Mmoney order, payable to BANDAI UK LTD.

This warranty shall not apply if the Pak has been damaged by negligen-
ce, accident, abuse or modification subsequent to purchase. This war-
ranty does not interfere with your statutory rights. For all information on

THE NUMBER TO CALL IS this Game Pak or other Super NES Game Paks, call the Nintendo
0703 652222 "Hotline" at: (0329) 652 222.

17 18




—

S T G sk o ST e e = e * N

. |

s

i

_r’l

!

=

|

,]

f

-

|

|

|

A

—

. '

1

]

M Nintendo) ;
A :

™

DISTRlBU'I:EQ FOR NINTENDO BY BANDAI UK LTD. ]

UNIT E1, FAREHAM HEIGHTS, STANDARD WAY i 1

FAREHAM, HANTS.‘-E'_OTS 8XT, ENGLAND PRINTED IN' JAPAN ~. l

D -




