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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFOHMATION ANL
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEIORE USING
YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK, OR ACCESSORY,

This official seal is your assurance that

p—— Nintendo has reviewed this produwel and i
~ Officlal g has met owr standards for excellence in

|"'l N in‘te ndo . workmanship, reliability and enterfainment

\_Seal of Quality /48 vatue. Always look for this seal when buying

sames and accessories to ensure complele

competebility with your Ninten do frrodutel.

All Nintendo products are licensed by sales for use with other authorized products
bearing the Otfficial Nintendo Seal of Quality.™

Thank you for selecting the Super Punch Out!l® Game Pak for your Super Nintendo
Entertainment System(®,

Please read this instruction booklet thoroughly to ensure proper han-
dling of your new gumes, Keep this instruction booklet and warranty in

a safe place for fulure reference.
This Game Pak has a battery backup function to record the progress of
the game.

WARNING: If the POWER swilch is swilched ON and OFF repeatedly,
saved dala conld be deleted.
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STARTING ' GAME-

Insert the Ganie FPak into the Super Nintendo Entertainment 55
System Control Deck and turn the POWER swilch to the ON
position, When the iitle screen appears, press the START _
Button to begin. If vou do not press START, an {ustriectional ™
demo will begin, Press START at any time to refurn to the title screen.

Whesn the MENU SELECT Screen appears, wse the +Control Pad fto make your selection, flien press
the START Butfon to continue.

MNEW When plaving the game for the frst time, or when starfiing & new
plaver, select this option,

NU SELE CONTINUE To continue a previous game, select this oplion to progress
to the FILE SELECT Screen,

DATA CLEBR To delete a saved game file or all save fifes, select this
aftias,
When a file is deleted (FILE KILL option), the data saved in the BEST RECORD will become
a default name. If you want to delete all the data, you must select ALL CLEAR.
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TIME ATTACK MODE Select e opponent of your choice
te try to improve your time record, You may only select opponents

From the cireuits vou have already cleared in the Championship itk
Mode. _': t ITER ':-'I:'L.EI.‘-T' b
J A raksT e,
e HEST SCRE
AERSANAL BECTRADE

RECORDS VIEW MODE Best Times for each ofponent,
Best Scores for each circuwit and Personal Records {listing youy
best vecords) will be saved and can be viewed in this mode.
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BUTTOH-SETTING: NODE
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L Button

+Control Pad

SRLECT

START X Button A Hubion
Button i -
Starts / Pauses game ROCKE LKL FUnG

R Button

ETART

SELECT
Buiton

Y Button |
Left Punch

B Bution
Right Punch

P Guard Up/Divect Punch At Head

€ Dodge Left

= Lower Guard/Dhivect Punch At Body

= Dodge Right
J Duck

Wiile pressing the ¥, B or A Buttons, use the +Confrol
Fad to divect the punch to the head or body in addition
the dirvection that the Butfon 15 assigned.
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GUARD]NG To protect yourself from the opponent’s punch with your gloves

e

LOWER GUARD
Do not press any divection
on the +Control pad.

RAISE GUARD
Press 'T on fhe
+Cantrol Pad,
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There are two kinds of attacks your opponent will use: blows to the head and bows to the body. Blows
to your head can be blocked by a vaised guard. Body blows can be blocked by a lowered guard,
However, strong punches such as uppercuts cannat he Mocked, Dodge (see befow) or duck o cope with

Hils type of aitack.

Depending on your opponent, you may need fo guard yourself af all tines,

- DODGING

To avoid your opponent’s punch by nroving vour by left and right
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DODGE RIGHT
Press =2 on the

-
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DODGE LEE'T
Press € on the
+Costtrol Pad.
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If you continue pressing € or > on the +Control Pad, you will continue dodging for a longer time
tian if vou only press and release. If you press the opposite divection, you return to center
position.

While dodring, you cannot punch.

1

+Control Pad. j

- DUCEING

To avoid your apponent’s punch af your fread by ducking your body.
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DUCIK
Press J o the
+Control Pad.

Like dodging, vou can continue ducking for a long period if you do not release the key. Press T on the
+Control Pad fo retwrn o the newtral position,

You cannot duck a Body Blow,

Witile duching, vou cannat punch.

NOTE: Depending on your opponent, dodaing may not be effective. Duching out of the way might
be the only effective defense. To avoid your opponent’s punch, effectively block, dodge or duck
depending on the sifuation,




NORMAL PUNCH
i There are four kinds of punches, Each of them uses combinations of the left and right punch bttons
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IENOCK OUT PUNCH
When the (S mark) flashes, you can use any of the four powerful Knock Owet Punches by combining the

! and the +Control Pad.

LEFT JAB

Press T and the Y Button to direct a
banech from your left glove to your
apponent’s face.

LEFT BODY BELOW
Iho not press any divection and the ¥

RIGHT JAB
Press T and the B Button to

divect @ punch from your right
flove to your opponent’s face.

RIGHT BODY BLOW
Do wol press any divection and the B

UPPERCUT
Press T and the A Button fo dirvect a
KO punch to the head.

HOOK
Do not press any divection and the A

RAPID UPPERCUT
Press T and the A Buiton twice
to begin rapid punciring to the

head,
X2
+ @

RAPID HOOK
Do not press any divection and the A Bulton

Knock Owt Punch Bution and the ~Control Pad |

Button fo direel @ punch from your
right glove to your opponent’s body.

Button ta direct a prnch from your lefl
plove to your opponent’s body.

Yotr opponent can wsually block your punch, wnless you atn where s gloves are not.

Each punch has different power and speed.

Left Face 1 Left Body 1 Right Face 1 Right Body
Diring Power-Up (See page 9), vour gloves will flash and the speed af your punches will increase,
Diepending on your opponent’s erervent stance and how his guard 4s held, anly a left or vight punch

ainted ab the head or body can hit iim, Walch your opponent closely and use the correct Pagnch,
1]

Button lo divect a KO punch to body. twice to begin rapid punching to the body,

When a novmat punch (Jab or Body Blow) hits the opponent, the Power Mefer at the boftom af the
sereen will inerease. When the Power Meter is full, the S mark will begin flashing, Only then can you
wse a Knoch Ouf punch.

Whesn you are fit by vour oppenent’s punch, your Power Meter decreases and you become unable lo wse
@ Knock Out punch,

Knock Out punches have a stight delay. However, they are a powerful enoigh fo penetrate your
appranent’s gudard,

If you quickly press the A Button (Knock Out Punch Buiton) twiee, you can use the Rapid Punch
(turbo Knock Out Punches!), This attack has less power than @ normal Knock Out Prnch, bt vou can
continuousty hammer on your opponent at igh speed untif lirey can either Wock your pusiches ov dodge.

During Power-Up, Knock Out Punches also will increase in power.
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Time Bonus  Score Metch Elapsed Time

" .:-l (TTR
Your character's face
(Power-up Indicator)

Player's Stamina - AEtTET L: l
Met o Sihitey
eter —— a _.,..nl FHLL“ !-I'-..,‘_

Your opponent's
stamina Meter

Comments from your
opponent's cormer man

Enock Out Punch Mark

Power Meter

TIME BONUS
This will decrease vapidly as time progresses. (The inifial value differs depending on the civeuit.)

SCORE

This increases with each connecting punch or when your opponent is knocked down. After the match,

thhe Scove Caleulation Screen displays whal type and how many of your punches it your opponent.
You will earn an extra continue for every 50,000 potnts.

ELAPSED TIME

The match starts at 000700 and finishes at 3'00"00. After three minutes have passed, the maich is
awtomatically over, If you have not won when the time is over, your opponent automatically wins.
You cannot win by judgment.

CORNER MAN'S COMMENTS

Your opponent’s corner man will occasionally call out instructions or enconraging words. These are
special instructions for your opponent. When these are displayed, your opponent will act according to
tire instreection. You have no corner man calling oul instructions and must fght on your own.

These display your stamina and your opponent’s stamine. When hit
by a punch, your stamina decreases. Witen you bl your ofponent, you
regatin a little staminag. When you have no stamina (the meter is all
Mue), vou will fall dow.

NINAMET

The staming your opponent regains after being knocked down depends on how fast you knocked him
down and how much damage you have received. A quick kneckdown will cause your apponent to
recover less stamina. This {5 true for vourself as well.

When you are knocked
diren, if you keep pressing
buftons (excepi the SELECT
and START Buttons), vou
will stand up more quichly
and will regain a little wmove
staming,

While your opponent is knecked down, if you keep pressing the buttons (except the SELECT and

START Buttons), vou will regain some stamina.

When you kaoeh down youy opponent using a Kntock Out Punch, your opponent will regain less sfami-
wa when ke stands wd.
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POWER METER & KNOCIK OUT PUNCH MARIC
When you kil your opponent, vour Power Meter itncreases, If you are hit by your opponent’s punch,
your Power Meter will decrease. If you are knocked down, it wilf empty,

When the Power Mefer is at maximum, the Knock Out Punch Mark will start flashing and you can
wse @ Knock Out Punch.

To use a Knock Owt Punch, your Power Meter must be at maxinum,

POWER UP Your power builds as the fime passes. As it does, the backgrownd

color belvind the face at the upper left corner of the screen furns
Sfrom biwe to green to yelfow and finally to red. When the power (s at maximom, the
backgrownd will begin Aashing. While fashing, you are in the Power-Up condifion.
While Powered-Up, your novmal punches have move speed and Knock Owt Punches
kave more power. Duving Power-Up, your gloves will also flash,

When vour power is at maximum it will remain that way even if inocked down.
However, if knocked down after Powering-Up, your power will be lost,

In the default setting, Power-Up begins auntomatically when your power is al maximien
and you throw a punch. You can change the setting from Awuto to Manual in the
Button Setiing Mode, Manwal Power-Up lets you choose when to start Power-Up with
the push of a button when your power is full (when the background is Aashing).
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NINTENDO VIDEOC BOXING ASSOCIATION RULES

o Matches are three minutes in length,

o [fa fishter is knocked down and cannot stand up before the count of ten, it is a Knock Out (KO,

o [fa fighter is knoched down three times in one match, &t will be ruled a Technical Knock Out
(TKO}, and the other fighter will win,

o [f neither fighier is knocked ouwt before time expives, the match is over and the challenger
automatically loses,

o There are no illegal moves or puncires,

o [fyou lose, you can remateh as many times as you have confinues lefl. You will earn an extra
continye every 50,000, 100,000, 150,000 and 500,000 points. Onee out of continmes, vou wiust
re-chaflenge afl boxers in your current cirenil,

ADVICE (HOW TO WIN THE MATCH)

-ﬁ‘””‘f" SLORE ‘?E%E rmsn’dd"nz .

It isa't effective to throw punches without thinking,
especially when fehting with the higher ranked fight-
ers, Look for ways to score a knock out while losing as
little eneroy as possible.
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Wateh your opponent’s movements closely. Most oppo-
nents will telegraph their intentions before attacking.

| |
‘ SEORE ‘8288 vieD’ 123HE 12288 1ive0’55
S— -:_-‘ilﬂﬁl:l Dadge & Punch and Duck & Punch are the most basic
I : combinations. Try to avoid your opponent’s punch and
quickly throw a punch of your own. If your timing is
perfect, your prench will often caunse your opponent fo

become dizzy and drop his guard. This is the best
chance o use punch combinations.

Try to minimize the damage you receive. Try to build
i your Power Meter and heep it at maxintum so that
you can use a Knock Owut Punch at any fine.

Lo not be careless after you knock down your opponent.
When vour oppronent stands wh, he might come at yvou
with a special attack,

Althowgh vou shendd be paving aftention at all the
times during e malch, be extra careful when tnstric-
tions ave called out from the opponent’s corier wmain.
The conments are different for each fughter. There are
wiainly two types of instructions, one is about how to
fight, the ather is abou! specific attacks. Some corner
men witl call out more than one instruction for their
fghter. (However, no move than one instruction 15 dis-
Plaved af a fome.}

Try to fight with purpose, not by chance. Wien your
afponent is knocked down in an unexpected way, or
whenr your puncih hits your opponent with unexpected
timing, try the same attack wmany times agam. You
might find a pattern that will severely damage your
opponent,
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SMALL CAFE

NEA

WAS A WAITER AT A

_ HOWEVER, ONE DAY
p TO BECOME A




|oN, BALD BULL HAS
HIS INFAMOUS BULL

MINOR CIRCUIT CHAMP
QUS CAREER.
ING, DON'T BLOW YOU
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BE DEVAST AT
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HAD A LONG
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AFTER BEING BANNED FROM
SPITTING AN UNKNOWN sus i
CAUSED THEM TO BECOM

EARN

rrRoM
MEXI1CO CITY

MEXIG

AGE

28

WEIGHT

240 Ibs.

RECORD

GO
ED THE DUBIOUS TITLES OF AMI

19-0

OR
PROFESSIONAL WRESTLING I;AT
STANCE AT HIS OPPONENTS T

E
ORIENTED, MASKED MUSCL
TO NONE AND CROWN

NEW YORK, NY

U.S.A.

AGE

30

WEIGHT

270 Ibs.

RECORD
28-4

TEMPER, MR.
OF THE WVBA
IN THE HABIT OF HOLDING BACK, HE
WAITS UNTIL HE’S IN DANGER OF LOSING A MATCH BEFORE
UNLEASHING HIS FULL ARSENAL OF puNC
THOUGH, IT JUST MAY BE “LIGHTS OUT".

WITH HIS POWERFUL PUNCHES AND EVEN

SANDMAN, CONFIDENTLY REIGNS AS CHAMPION
MAJOR CIRCUIT. OFTEN

HES. WHEN HE DOES

**************i*i*****
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AGE

WEIGHT

120 hs.

RECORD
14-8

IN NIHON BUYO (A FORM
LEARNED TO BOX TO

ERAID TO USE HIS QUICK SPEED

AFTER BEING TRAINED AS A YOUTH
OF JAPANESE BALLET), HF.IF.E KAGERO

DEFEND HIMSELF. HE 1S NOT A
AND DANCE MOVES WHILE BOXING.
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G WITH THE AID OF HIS
E ABILITIES OF THE OLD MAN
Y YEARS OF BOXING, HE HAS
T AFRAID TO USE THEM.

E MAY HOBBLE
T JUDGE LIGHTLY TH
NG HIS MAN

ICKS AND 1S NO

ALTHOUGH H

CANE, DO NO
FROM BEIJING. DURI

LEARNED ALL THE TR
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* NICK BRUISER *

*x *k & k k K k kKX

RICK, ONE OF T
3 HE BRUISER BRO
THERS, H
Bl e » HAS WON EVERY 5
B D:E HAS EVER BEEN KNOWN TO FIGHT IN SAVE E::
dalien i DEFEAT HE SECRETLY WISHES REVENGE ‘
N ANY FIGHTER FOOLISH TO CHALLENGE HIM i

NICK, THE OLDER OF THE BRUISER TWINS HAS NEVER BEEN
KNOWN TO LOSE A FIGHT. WHILE 1T IS TRUE THAT HE HAS
ONLY FOUGHT RICK THE ONE TIME, IT HAD TO TAKE PLACE.
ONLY ONE OF THEM COULD BE THE CHAMPION OF
CHAMPIONS. SINCE WINNING THAT FIGHT, HE HAS VOWED

NEVER TO LOSE HIS TITLE.
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CAUTION: This Nintendo game is not designed for use with any unautho-
rized copying device. Use of any such device will invalidate your Nintendo
product warranty. Mintendo {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, discon-
nect 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 distributor.

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

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 manual and other printed matter accompanying this game are also
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 distributor.
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3-MONTH LIMITED WARRANTY
{For Hardware, Goume Paks & Accessories) Nintendo of America Inc. ("Nintendo") warrants to
the originagl purchaser that the product (hardware, Game Paks and accessories) shall be free from
defacts in material and workmanship for a period of three (3) months from the date of purchase. If o
defect 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 hardwaore preduct shall be
free from defects in material and workmanship for an additional three (3) months beyond the original 3-
month warranty perioed described above. If a defect covered by this warremty occurs during this addi-
tional 3-month warranty period, Nintendo will repair the defective hardwore 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 Mintendo by the orlginal 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 problems with your product, Cull
the NINTENDO WORLD CLASS SERVICE® Consumer Assistunce Holline «at 1.800-255.
3700 rather than going fo your retailer. Hours of operation are 4 c.m. to Midnight, Pacific Time,
Monday - Saturday, ond 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If the prob-
lem connot be solved over the telephone, you will be referred to the nearest AUTHORIZED NINTENDO
WORLD CLASS SERVICEY Center ar you will be oifered express fuctory service through Nintendo. You
also may refer to vour yellow pages directory under the heading of Video Games - Service & Repair for
the nearest authorized service location. In some instances, it may be necessary for you to ship the com-
plete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service loca-
tion.

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 TQ, NON-LICENSED GAME ENHANCEMENT
DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (k) IS USED FOR COMMERCIAL PURPOSES
(INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCI-
DENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OH
WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMEER ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FIT-
NESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERI-
QDS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NG EVENT SHALL NINTENDO
BE LIABLE FOR COMNSEQUENTIAL 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 DAM-
AGES, 30 THE ABOVE LIMITATIONS MAY NOT APPLY TO YOLL

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

This warranty is valid only in the United States.
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