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ABOUT MANIAC MANSION

There are weird people living in Maniac
Mansion: Dr. Fred, a “retired™ physician
turned mad scientist; Nurse Edna, a former
health care professional who's as strange

as the good doctor; Weird Ed, a teenage
commando with a hamster fetish; and then
there's Dead Cousin Ted, and the Tentacle,
and somebody—or something—else...And
whal's a nice young cheerleader named
Sandy doing in Dr. Fred's basement?

Your goal is to direct a team of three local teenagers (including
Sandy's boyiriend, Dave) through the mansion to rescue Sandy.
As you explore, you'll meet all the strange inhabitants of the
mansion, and you'll discover Dy, Fred's ambition fo control the
world—one teenager at a time,

/A WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Do nod use & frant af rear prejection television with pour
Mintende Entertainmen System® [“NES") and NES games.
Your projection tebevigion screen may be permanenily
dlmupl:d H videa games wills alaticnary scengs or patlenns
are played an your prajeciian ielaviaion, Similar damage may
accur if you place a video game on hild or phuss, IT you use
your prajection television with NES games, Nintende will nei
b Rable for any damage. This siuaticn I8 nal caused by a
defect in the NES or MES games; other fixed or repeiitive
images may cause simdlar domnoge to a projection belevision,
Pladse conkael your TV manufacturer for further infarmation.




You'll find that each of the seven teenagers you can choose from
has special skills, talents, and weaknesses. And each of the crazy
occupants of the mansion has goals and desires that can help or
hinder your team, depending on how you handle them, The story—
and your approach to rescuing Sandy—will be different depending
an which kids you choosa and how you interact with the people
and things inside the mansion itself,

Each of the possible stories in Maniac Mansion is really a large,
complex puzzle made up of scores of smaller puzzles. From lime
to time, movie-like “cut-scenes™ reveal clues about the story and
what's going on elsewhere. As you discover the smaller puzdes
that make up each story ling, you'll find that most will have to

be sobved in a certain order. There can be several ways to get
something done—but of course, there is always a best way.

Goad luck!
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STARTING THE GAME CHODSING YOUR TEAM

Prass “B" to move from tifle screens to the character selection screen, Move the arrow with your directional controller over the kid's
portraits and press the A bution when the armow is over a kid that

interasts you. You will see a short biography of that kid on the top

of the screen, Dave (Sandy's boyfriend) will always be on your team,
] a0 you can sekect two ather kids. The first two portraits you click
R on will be highlighted with a white border, like Dave's. The white
e border means that the character in the portrait is selected for your
| i team. If you'd like to change your selection, just click again on the
| o oo | |O| |G}| picture of the kid you don't want. The border will disappear and you
i 1 can select another one. You can win the game with amy team, but
— the story line and many of the puzzles you need to sobve will be
Correl Seect  Stan BButons A Puttony different for each combination. When you have completed your
PadMowe  Buflons  Buttoe  Fasl  Click selection, move the arrow to the “start” icon and press the A button,
Arnirw G S Forward
Ltz
Opsn




PLAYING THE GAME

After the title sequence, you will see your faam standing in
the driveway next to the mansion, When they all twrn and
face you, wou will be directing the actions of Dave (you can
switch control to a “new kid" if you'd like—see page 15).

1. The Message Line is the ling at tha very top of the
screen. Words spoken by amy of the characters appear on
this line, as well as game related messages (for example,
“PLEASE SELECT TWO KID'S BESIDES DAVE").

2. The Animation Window i5 the largest part of the
screen where the animated warld of the mansion is
displayed. It shows the “"camera’s eye view™ of the room
that the currently active character is in.
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3. The Sentence Line is directly below the Animation
Window. You use this line to construct sentences that tell
the characlers what to do.

4, Verbs must be selected from the groups of words in the
columns below the Sentence Line. You will always be
able to sae all the verbs used in the game=they will not
change as the game prograsses. To select a verb, position
the cursor over the word and press A. In the case of the
most commonly usad verbs (i.e. Get, Open and Use),
you may setect one of these verbs automatically by
pressing the select key. Each time you press Select you
will activate one of the three verbs.

5. The Inventory is the area below the Verhs, Each
character on your team has his ar her own Inventory.

It i5 empty at ihe beginning of the game (except for aach
character's CD Player—see page 18); the name of an object
15 added 10 a character's Inventory when the character
picks the object up during game play. There is no limit to
the number of objects a character can carry. When there
are more than four items in an Inventory, an arrow ican
appears in the middle of the list, Use it to scroll the list
down or up.
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Nouns (objects) can be selected in two ways. You may select

a noun by placing the arrow over an object in the Animation
Window and pressing A. Most objects in the mansion, and all
objects that are usable in the game, have names, It an object
has a name, it will appear on the Sentence Ling when you move
the arrow over it and press A, You may also select nouns by
clicking on words in the Inventory.

To move a character around, move your armow 10 a place in
the Animation Window that you want your characler to go. Press
the A button when your armow is in the nght place. Your characler
will automatically move to that location, assuming he or she

i5 able.

To tell a kid to carry out the directions you've put on the
Sentence Line, press the A button when the armow is over the last
object that will be in the sentence, Example: You wish 1o have Dave
use a key in a door. Press the A button when the arrow is over he
wverb “use’” Then move the arrow to the kay in Dave’s Inventary
and press the A button. Finally, move the armow to the door in the
Animation Window. Make sure the Sentence Line reads “Use key
in door” and press the A button.

Using the verbs: USE, OPEN or BET. A quicker way to form a
sentence wsing the most commaonly used verbs in Maniac Mansion:
USE, OPEN or GET. Simply mave your arrow over an object 10 be
included in the sentence (such as “radio™), Press the "SELECT"
button to cycle through the verbs: USE, OPEN and GET. Prass the

A Button when the proper verb has been inserted into the sentence.
Example: USE Doorbell.

This special use of the SELECT button allows you to quickly open
doors, pick up items, or use items that don't need to be “lurmed on™
first (Or items that have already been turned on).
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“CUT-SCENES”

Cul-scenes are short, animated sequences—like scenes Trom

a movie=which can provide clues and information abut the
characters. When you are viewing a cut-scene, you do not direct
the action so the text below the Animation Window disappears.

You may “fast-forward” through & cut-scene by pressing your
B buttan,

]
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THINGS TO TRY

Read the sign on the fence. Point to the verb “read.”
Click A. Paint to the sign. Click A. Dave will walk over to the
sign and will tell you what it says via the Message Line,

Direct Dave to walk to the mansion by moving the amow to
the beft edge of the screen and pressing the A button. Have him
continue walking to the left until he's in front of the mansion.

To get into the mansion, try the sentence, “Pull door mat”

First, select “Pull” by maving your arrow over the ward in the
Verb List and pressing the A button once, "Full” now appears
on the Sentence Line,

Second, select the mat by moving your arrow over the mat
and pressing the A button. “Pull door mat” now appears on
the Sentence Line and pressing the A button will complete
the task.

Third, pulling the mat will reveal the key needed to get into
the mansion.
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SPECIAL VERBS AND FUNCTION KEYS

New Kid—Select “New Kid" from the menw 1o bring up the
list of kids in your party. Move the arrow 0 the kid you wish to
activate and press the A button.

Don't forget that you have 1o have two other team members
in order to try to rescue Sandy. Each kid is a vital part of
your team. Your task is to find out how they can help.

Start Button—By pressing the “START" button at any point
during the game, you will go to the save game screen.

There are four choices on the save screen;

Back to the Mansion—Will put yvou right back where you left
off in your current gama.

Same Game—5aves your prograss in your current game.,

Restore Saved Game-Will put yvou back where you last saved
yaOur game.

New Game-Hestarts the gama,

—_—

Keys, Keys, Keys—There are several keys to be found inside
the mansion—all of which serve some purpose.

What do the kids do?-All the kids have a talent, and it's
important when you'ne selecting your team to choose wisehy,
Here's a quick rendown of what these kids can dac




Bernard can fix things with
the proper tools,

Razor has plenty of
musical talent.

Syd's a musicizn, too!

Wendy aspires 1o be
a novelist,

Jeft can fix the telephone.

Michael is a photographer,
and can develop film.
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HINTS AND ASSORTED NOTES

CD Players—Each kid is equipped with his or her own compact
disc player. When the CO player is on, a background “theme”
song plays. Turn it off and the character will not have any
background music. NOTE: Every kid has a CD player. To eliminate
all theme music, all 3 CD players must be twrned off,

The Package—During the game, a package will be leit at the
railbox outside the mansion. You'll know it's there because the
maifman will ring the doorbell. Get that package!!! At the very
least, prevent Weird Ed from getting it You'll need something on
the box. The package: itself comes in handy too!

Bulletin Board—The enclosed poster will give you many hints,
Refier to it often. Here are a few other hints;
—Being sent to the dungeon isn't bad. it can even be good.
—There is a loose brick in the dungeon.
—S0metimes you can get past someone by having a kid
get captured, creating a diversion,
—The flashlight is useful in dark places.
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