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Lﬂﬂk 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 aas840

Nintendo, and are not guaranteed
to meet our standards of '
excellence in workmanship, 8\ Nintend
reliability and most of all, Wi crndl
entertainment value. . rggie: 4[

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

OBJECT OF THE GAME}GAME DESCRIPTION

Enjoy two player wrestling action, or play one player against the computer. Choose your
wrastler from a list of six tough characters. Each opponent has his own strengths, weak-
nesses, and special trick moves. Whether climbing the ropes for a crushing kneedrop, or
flying over the ropes for some out-of-ring trickery, the challenge of Pro Wrestling action
naver stops.

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

1. PRECAUTIONS

1) This iz a high precision game, 11 should not be stored in places that are very hot
or cold. Never hit it or drop it. Do not take it apart.

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

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

MOTE: In the interest of product improvement, Nintendo Entertainment System
specifications and design are subject to change without prior notice.

Mintendo of America Inc.
© 1987 Mintendo



2. NAMES OF CONTROLLER PARTS AND OPERATING

Controller 1/Controller 2

Controller 1 — for 1 player game
Controller 2 — for second player in 2 player game

{-' Control Pad —
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SELECT button
START button

A hutton
B button

INSTRUCTIONS

A button
B button
o 1 Control Pad

SELECT button
START button

Used to select throws and other technigues.
Used to select throws and other technigues.

Used to select your wrestler.

to move your wrastler.

to select throws and other technigques.
{Please refer to “CONTROLLING WRESTLERS".)

Used to select 1 plaver or 2 player game.

Press thiz button to begin, and to interrupt play in the
middie of a match.

Pause:

If you wish to interrupt play in the middle of a match,

press the START button. The wrestlers and referee will

disappear. Press the START button again when you wish

to continue the match,

*The SELECT and START buttons are not used on
Controller 2.



3. HOW TO PLAY

Press the START button during the title display or the demonstration match and
the game selection display will appear,

Title Display

Game Saelaction Display

Usa the SELECT button to select the 1 player or 2 player game. Mext, choose
wrestlers with the o2 Control Pad. In the 1 player game the wrestlers are con-
trolled with Controller 1, and in the 2 player game they are controlled with
Controllers 1 and 2. Press the START button to start the match.

——

= 1 Player Game

Tirne remaining _ _——HRanking or

Defending match

" - Match time
HINNER T3 YOU T
s Tatal
FEME - KiWT Ma, of matches
kL ToTAL ;

Ranking {R) o -y Mo, of matches

T J jj : Defanding match won
ﬂ B 1| (o} Mo, of matghes

Count lost

Rules

1. The 1 player game is a S-minute single match play against the computer.

2. The player starts with a 5th place ranking. Your ranking goes up each time
you win a match and down each time you lose. If you drop to 6th place, the
game is over.

3. When you reach 1st place ranking, you'll fight a title match with a Video

Wrestling Association (VWA) champion. If you win, you become VWA champi-

on. If you lose, your ranking drops to 2nd place.

King Slender is wsually WWA champion at the start of each game, but if the

player selects King Slender as their wrestler, Giant Panther bacomes the VWA

champion.
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4, Onee you becoma VWWA champion, you have o defend your title. |f you
defend it seccessfully 10 times in & row, you have te fight a tide mateh with
the Widea Wriestling Federation (WWF) charmpion, Great Poma,

b If you loge the WA title match, you're allowed ane return match, £ gou win,

you regain VNS, championship, But if you lose the return match, your ranking

goes down o 2nd plece and the game is over.

If baoth wrestlers are downad outside the ring ar the game ends inoa drine, you

Iaze.

= 2 Player Gama

The: 3 player qame is a twa-out-ofthrea fall match with no time limit. The first
wrastler to pin his oppenent twice wins.

WA WIWF Rules
® [f wou're cutside the ring lor & count of 20, vou lose,
B wow stand an the top rope for a cownt of 5, vou lose by peral oy,

4. CONTROLLING WRESTLERS

= Basic Movements
. Muoving

n

o

The wfx Contral Pad maoves the wrestier in 8 directions,
Running
% 1 k
Quickly tap the &9 Control Pad twice in the direction you want to run. To
stop, pross the opposite dircction on the e Control Pad.
Climhbing onta the top rope
When your wrestler i in the upper left or upper right corner of the ring,
press the top o= of the Control Pad te make him climb up on the rope, Press

the bottom =25 "ol the Contral Pad to make hirm climb down,

. Climbing in and out of the ring

Prass the top %> of the Contral Pad when your wrestler is at the edie of the
fru:-m_ repns to make him climb into the ring, When PO OpPonEnt 15 outsids
the: ring, vou ean send vour wrestler down after him by positioning him at the
edne of the front ropes and pressing the botiom el of the Control Pad.
Attempting to pin your opponent

stard near vour fallen opponent and press the A button,

Ezcaping a pin attempt

Prass the & or B button,

Pulling yeur epponent up from a fall

Stand near your eppoenent and prass the B huston,



m Basic Throws and Technigues 1. Rolling Sole Butt 2. Fanel: 3. Body Slom A Hammer Throes
Thraw ar Techrioue Cantiol atho:s iI__.-l'\-_T __H_____. | —
1, Holling Sole Buit L aem apoasent and proes 5% I'f:-:'il_ L
2, Punesh Jet |.-|.uur Epﬁ-ur-eﬂt and pross B xﬁ = ﬂ i
3. By Slam Grab caponent and prag B, : #I"I K.".
o P 5 L ;
1, s T S ) 1
5, Brain Bugles Grab CpPEaRnt ang press :};_- + = — 5. Brain Dusiar G, Pile Drivar 1. Back Dirog i
. Pile Driver LI EAT CRPCARnL o g S AT ] SNSRI i o ' Al LT
Tx Hack Grop Grat spponeet ard gress oo+ T |l
g Lanat Lisz o Hammar Thices, then progs W A and run A" b
preseng A% [ To defend sgainet o Lariot, pross A or B, '| "'% ; ]
_9-_J_":“P‘ g _K"‘:"-‘ Burr LUse = Hommer Thrawe, then press B oand run pressing B, ' e
10, Flengar l_.".'hl.-n CAPEARNT i3 onT3iEe thi g, M Tar avay Taam ﬁ/
s thie rapes, Thon fur wahile |:;|-E55|r.lf_|..!":_. oY
12. Flying Drop L“_-!Imh onta top rapn and press B, Te delend againet 5 'I?-_, b it
Frying Dvos, press A or 0. 5 g

o

Nute 11.The throws ar technesguns with asterisks {0 charge depending o the wrestler using
them, (They beecma the faveritg ahniguas 1 that particular wrestler.)

Hone 3 Same thicees or fechsigues caanot b ussd auzcide the ring. Also, the Back Drops ard
Jumping Soee Bott sometimes cannot be wsed near the rogaes,

i
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@ Special Throws and Technigues

e

Throws ar Techaigue

Wirestlur

Lonteal Methed

1. Back Brain Kick

Fighter Hayalwgs

Stard slose 10 appaneet o an angle
ard press A

2. Soeparssait Bick Sarman Geaf Qppoannl and prei r_:.IE'-; + oo
.-
s
1, Flying Crass Cheg Eipper Lz n Hamear 'I.'hrn-.-.-, than press Bed +
& nindl Fan peessing &,
4. Earne Kick ki Curn Karn Get near the paponent and press &,
3. Mongalian Chop Kin Cara Kan Ged near the poponent and press B

Giraby appanenl avd gress EEII Iy,

Girah appaniel and g {-. + i,

G v Gl Glant Panthier
7. Hread Buti Giant Panzher
. Piranha Ritz Tl fpmaean
8. Dutlaw Choke The fSazon

Grab apoanent and gress u-'_-II-: + 4,

Grab opgarnsnt and press L-lé: + A,

10, Gack Dresker

King Slnnddar

Giraly appoeant and pross S

1

1, Rack Braln Kick .

i

7. Hiengd Buint

. Pirariha Bils

2. Bomerspult Kick

3, Fiving Tross Chia

12



5. MEET THE WRESTLERS

Wrestler Mo. 1T The invincible warrior
FIGHTER HAYABUSA
Height: &2 Born: September 18, 1951
Weight: 230 lbs Birthplace: Okinawa, Japan
Judo expert, Special technique: Back Brain Kick
Wrestler Mo. 2 Super space-traveller
STARMARN

Height: 63" Born: Unknown

Wrestler No. 3 A living karate tool
KIN CORN KARN
Height: 61" Born: August 4, 1942
Weight: 280 lbs Birthplace: Pusan, Korea

Wrestler No. 4  The ultimate human weapon
GIANT PANTHER

Height: B'6" Born: November 5, 1952
Weight: 320 Ibs Birthplace: Taxas, USA

Weight: 220 lbs Birthplace: Mazatian, Mexico (assumed)
Special technigues: Somersault Kick, Flying Cross Chop

K.arate expert, Special techniques: Mongolian Chop, Karate Kick

Formar football star, Special techniques: |ron Claw, Head Butt

Wrestler No. 5  Half-piranha, half-man
THE AMAZON
Height: 61" Born: Unknown
Weight: 230 Ibs Birthplace: Unknown
Special techniques: Piranha Bite, Qutlaw Choke

Wrestler No. 6 Cold-blooded warrior, Jr.
KING SLENDER :
Height: 65 Born: February 9, 1961

Waight: 280 Ibs Birthplace: Georgia, USA
WWA champion, Special technique: Back Breaker

Wrestler No, 7 The perfect wrastler
GREAT PUMA

Height: 64" Born: Unknown

Waeight: 250 |bs Birthplace: Caracas, Venezuela (assumed)
WWNF champion

6. ALARMS

Timer Alarm:

Rings both a 1 minute warning, and a 30 second warning.

Stamina Alarm: Rings when a wrestler starts to weaken, then again when he is

about to go down from exhaustion. Each ring has a different
sound,
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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. It 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 15 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. |f this equipment does cause interference to radio or television

reception, which can be determined by turning the equipment off and on, the user

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

frIEasures:

— Reorient the receiving antenna

— Relocate the NES with respect to the receiver

— Move the NES away from the recaiver

— 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 to Identify and Resolve Radio—TV Interference Problems.

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

D.C. 20402, Stock MNo. 004-000-00345-4,
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MEMO

20-DAY LIMITED WARRANTY NINTENDO GAME PAKS

S0-0AY LIMITED WARRANTY:

Mintende of fmerica inc (T Mintende” b warrants 1o e ariganal
cansuar gureneaer 1has thia Nintenda Game Pak ("FAK Y] {not
including Garma Pak Accessories or Aobon Avcescries) shadl b
free from deficid in Malioisl asd warkmandhin far s period of
50 dyys from date of purchase.  1F 3 detert cosverod by Chis wear
rily oeeurs Guring Uhn D0-clay warcsnty pacdd, Rintemdo will
repair ar replace tha PAK, at its oprion, free of charge.

Tio recEive Thes wWarranly service:
1. DO MOT reourn your detecthe Gams Pak 1o 19 cetdilic,

2. Notify the Mimendo Comumer Servies  Degarsesed
od the problem requicing wenmanty ssrvice by calling:
Ourside Washingron Stete (8000 472-B02, or Indede
Washirgtan State [308) G83-2040. Our Consuwmer Service
Oeparcment is wn operation from B:00 ACM. wa 5:00 PM,
Pacific Time, Monday throwgh Friday,

T, I she Miriando service technlcan is unsble 1o sobee the
problim by ghese, he will peovide yau with o Raturn
FAuthorizstion number, Simpdy record this aember oo the
Autide peekaging af your difective PAK, and rafurn yous
FAK freight premaid, a1 wour risk of damage, Togernes witk
your i ilip oo dimilar prgol-af-parchaps within the 80
ey waranty period ta:

Mintendo ol Amerios Ine.
NES Conppmir Service Deperimant
4830 = 150th Avenue NLE.
Redmand, WA JA052

This wareanty shall not sopty if the PAK het basn demaged by
nagligenca, Joredent, unriasonablo uee, modificaron, TamDrsng,
of by etbar cousis unralabed 1o defective matarish or warkman-
ship,

REPAIRS AFTER EXPIRATION OF WARRANTY:

M thi FAK divifaps § probiam ateer ha Bl-diy warmanty Qe
wou may comact the Nintendo Consumer Service Deperimant
@t the phone number neted aboie. H che Nicdends service bech-
niglsn is wrable to sabwm the problem by phonse, he may proede
wOud wilh @ Faruin SUThodization suimbse, ¥ou sy Ehisn ficerd
thiz numiber on the cutside packaging of 1he dedective PAK and
renurn the detestive PAK Traight prepaid 18 Mintende, enslsing
a check or money orger for 51000 payeble o Mirtendo of
Amirica Ing. Mirtenss will, #1 ity apticn, whiect 1o the condi-
teans sbave, repair the PAK or replact (1 with a rneve o7 repained
PAK. I raplacamant PAKS sra nit svailable, the defectue PAK
well b returned and the 510,00 payment relunded.

WARRANTY LIMITATIONS:

ANY AFPLICABLE IMPLIED WARRANTIES, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR
A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO
NINETY DAYS FROM THE DATE OF PURCHASE AND ARE
SUBFECT TO THE CONDITIONS SET FORTH HEREIN. IN
HO EVENT SHALL NINTENDO BE LIABLE FOR COMSE-
QUENTIAL OFR INCIDENTAL DAMAGES RESULTING
;ﬂ?mg;i BREACH OF ANY EXPRESS OA IMPLIED WAR-

The prosnsigra af this warranty are valid in che Linited Staser
onfy. Some stanes do mor allow limiteticn on how long an
imglisd waraniy feks or exclusicon of conssquential ar inci-
dentsd damages, w0 the sbove lamitations and exckision may not
apply 18 you. Thip weeranty gives wou fpecitic legel rights, and
Yol Ay 2o hawve other rights which vary fram Sta1e 1o #1R0E.








