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LICENSED BY
THIS OFFICIAL SEAL IS YOUR

s . ASSURANGE THAT NINTENDO HAS
Nintfendo APPROVED THE QUALITY OF THIS
PRODUCT. ALWAYS LOOK FOR
THIS SEAL WHEN BUYING GAMES

NINTENDO, GAME BOY AND ACCESSORIES TO ENSURE
AND THE OFFICIAL SEALS COMPLETE COMPATIBILITY WITH
ARE TRADEMARKS OF YOUR GAME BOY SYSTEM. ALL
NINTENDO OF AMERICA INC. NINTENDO PRODUCTS ARE

LICENSED BY SALE FOR USE
ONLY WITH OTHER AUTHORIZED
PRODUCTS BEARING THE
OFFICIAL NINTENDO SEAL

OF QUALITY.

ADVISORY
READ BEFORE USING YOUR GAME BOY SYSTEM

A VERY SMALL PORTION OF THE POPULATION MAY EXPERIENCE EPILEPTIC SEIZURES WHEN
VIEWING CERTAIN KINDS OF FLASHING LIGHTS OR PATTERNS THAT ARE COMMONLY
PRESENT IN OUR DAILY ENVIRONMENT. THESE PERSONS MAY EXPERIENCE SEIZURES
WHILE WATCHING SOME KINDS OF TELEVISION PICTURES OR PLAYING CERTAIN VIDEO
GAMES INCLUDING GAMES PLAYED ON THE GAME BOY COMPACT VIDEO GAME SYSTEM.
PLAYERS WHO HAVE NOT HAD ANY PREVIOUS SEIZURES MAY NONETHELESS HAVE AN
UNDETECTED EPILEPTIC CONDITION. CONSULT YOUR PHYSICIAN BEFORE PLAYING VIDEO
GAMES IF YOU HAVE ANY EPILEPTIC CONDITION. CONSULT YOUR PHYSICIAN IF YOU
EXPERIENCE ANY OF THE FOLLOWING SYMPTOMS WHILE PLAYING VIDEO GAMES: ALTERED
VISION, MUSCLE TWITCHING, OTHER INVOLUNTARY MOVEMENTS, LOSS OF AWARENESS OF
YOUR SURROUNDINGS, MENTAL CONFUSION, AND/OR CONVULSIONS.
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Thank you for selecting the Nintendo Game Boy Game Pak "4 In 1 Fun Pak." We recom-
mend that you read through this booklet thoroughly before beginning to play to maxi-
mize your enjoyment of the game and then keep this booklet around for later reference.
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CARE OF YOUR MACHINE

1. If you are going to be playing for a
long time, try to take a break for several
minutes each hour.

2. Your equipment is precision-built.
Do not store in extreme temperatures
or expose it to rough handling or shock.
Do not take your Game Boy or Game
Pak apart.

3. Do not touch the terminals or let
them get wet.

4. Do not try to clean your equipment
with volatile solvents such as thinner,
benzene, or alcohol.

5. When not using your Game Pak,
store it in its protective case.

STARTING THE GAME

1. Properly insert your 4 IN 1 Fun Pak
into the Game Boy.

2. If you wish to play using two Game
Boys, please attach the Game Boy
Game Link to both Game Boys.

3. Turn on your Game Boy. If you are
using two Game Boys, turn them on at
about the same time. Once on, only one
person should make selections until you
are into one of the individual games.

4. After the Nintendo logo drops
from the top of the screen and the title
screens appear, press the START and
the Player Selection Screen will appear.
By using the CONTROL PAD you may
choose either a 1 player game, 2 player
game, or a 2 Game Boys match. Press
START after making your decision.



5. After making your player selection,
you get to choose from among four dif-
ferent games to play. Use the CON-
TROL PAD to indicate whether you

want to play Chess, Checkers, Backgam-

mon, or Reversi. Press START after
your choice has been made.

6. Press the A BUTTON to get past

each game'’s title screen. Your next op-
tion is to choose either white or black

pieces. Use the CONTROL PAD to
choose. Then press the A BUTTON to

start the game.

7. Each game has different skill levels.

Chess has six different levels to choose
from, while the remaining games have
three levels. The higher the skill num-
ber, the more difficult your opponent
will be.

SPECIAL OPTIONS

4 IN 1 contains many special options
that you may choose from. ‘Io get to
the list of special options you must
press the SELECT BUTTON during
the game in progress. Each of the four
games has the options of TAKEBACK
(one move or many moves, with the ex-
ception of Backgammon, which will not
let you or your opponent roll over),
SWAP SIDES (if you want to take over
your opponent’s position), RESET
GAME (if you want to quit the game
you are playing), DIFFICULTY (if you
want to change the skill level of the
present game), and MUSIC (if you are
in need of a musical alternative).

4 IN 1 also has additional special op-
tions for a particular game. Chess has



the added features of HINT and

SETUP and Backgammon has

DOUBLE and AUTO ROLL options. CHES S

These exclusive options will be dis-

cussed further under the rules of each How to Use the Controls
particular game. *A BUTTON or B BUTTON--must

be pressed every time you or your op-
ponent has finished a turn.

*SELECT BUTTON--allows you to
select from the special options list. Spe-
cial options that are exclusive to Chess

are HINT and SETUP. Use the HINT
option if you are struggling on a move
and want some help. The SETUP op-
tion allows you to create any chess con-
figuration you want and then play the
game from there.

* The CONTROL PAD is needed in
order to move your pieces. The cursor



always starts in the bottom right corner
of the square in front of your queen’s
pawn. The CONTROL PAD can move
the cursor to where you want. After
you decide which of your pieces to
move, move the cursor to the ap-
propriate piece and then press the A
BUTTON. Then move your piece to its
destination. Press the A BUTTON
when you want to end your turn.

How to Play Chess

Chess is a game for two players, one
having the white pieces and the other
having the black pieces. There are 64
alternating white and black squares on

which you can move. The object of the
game is to checkmate your opponent’s
King (see "Checkmate.")

* The white player moves first and
then the two players alternate turns.

* You must move when it 1s your turn.

* Only one piece can occupy a given
square.

* You may only move one piece per

turn, with the exception of castling (see
"Castling.")

* No piece, except the Knight, can
move through other pieces.

* Any piece may capture any of the
opponent’s by landing on the same
square as it. The captured piece 1s
removed from the board and is out of
the game.

* You may not capture or remove any
of your own pieces.



This is how the various pieces are rep-

resented and how many of each piece
you start out with:

1 King, 1 Queen, 2 Bishops, 2
Knights, 2 Rooks, and 8 Pawns.

I KING | QUEEN 2 BISHOPS
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Movement of the Pieces

The King can move one square in any
direction.



The Queen can move any number of The Bishop moves diagonally any
squares horizontally, vertically, or number of squares in either direction if
diagonally if path is unobstructed. path is unobstructed.



The Knight always moves in the same
pattern--one square forward or back-
ward and then two squares to either
side, or one square to either side and
then two squares forward or backward.
The three squares form an "L" shape.
The knight is the only piece which may
jump over other pieces.

Note that the knight can jump over
pieces which occupy spaces along
the arrows’ paths.



The Rook can move any number of The Pawn moves straight ahead
squares vertically or horizontally if path (never backward), but it captures
IS unobstructed. diagonally. The Pawn’s movement is in-

dicated by the "X", while its capture is



illustrated by the arrow. When a Pawn En Passant
is in its starting position, it has the op-
tion to advance one or two squares the
first time it moves. After that, it may
advance only one square per move. If a
Pawn advances all the way to the op-
posite end of the board it must be
"promoted"” to a Queen. You can
promote as many pawns as possible.

To capture "en passant” (in passing):
when your opponent moves a Pawn two
squares on its initial move and your
Pawn is on the fifth square up on an ad-
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joining column, you may capture your Castling
opponent’s Pawn by moving to the
square over which it has moved, just as
if it had moved only one square on its
first move. This option must be exer-
cised immediately or the option is lost.
This is illustrated above. Note that if
the black pawn moved to the square
with the "X," white on the very next turn
could capture the Pawn diagonally on
the square which was passed by the
black Pawn. The black Pawn is removed
from the board and the white Pawn is
placed on the square with the arrow.

Once during a game each player has
the option of castling, that is, moving
the King two squares either to the right
or left, and placing the Rook on the
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other side of the King. In order to Checkmate
castle, the pieces between the King and
Rook must have been moved, giving a
clear pathway, and the King must not
be in check, that is, must not be under
attack by an enemy piece, or pass
through a square under attack. If either
the King or the Rook on the castling
side have previously moved, you may
not castle.

The black king has been put into
checkmate here.
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The object of the game is to attack
the opponent’s King in such a way that
no matter where the King moves, the
King will still be under attack. This is
called "checkmate" and wins the game.
Any move that directly threatens a
King is called "check." If the King can
escape, the King must escape check
right away to continue the game. If
there is no way of getting out of check,
by either moving away from the attack-
ing piece, by placing a piece to block
the check, or by capturing the attacking
piece, then the King is checkmated and
the game 1s over.

If the King is not in check but the only
possible move on the board would place
the King in check, then the game is not
won by either player and is considered a
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draw or "stalemate" because a King may
not move into check.

Helpful Hints

1. Some pieces are more powerful
than others because they are able to
control more squares on the board.

The question of value of each piece
arises every time there is a possibility of
capturing or exchanging pieces. The fol-
lowing table shows the approximate
value of all the pieces except the King,
because this piece is never captured.



2. The player who gains control of the
center squares of the board has an ad-
vantage because his pieces have greater
mobility. To gain control quickly, move
only your center pawns and develop
your minor pieces (Bishops and
Knights) early in the game.

3. Castle your King into safety early.

4. Capture enemy pieces and Pawns
when it will strengthen your position on
the board. Remember the value of the
pieces: if you exchange a Knight for a
Bishop it 1s an even trade. If you get a
Rook for a Bishop, you will be ahead in
matenal. The player with a material ad-
vantage usually wins the game.

5. Every time your opponent moves,
stop and look carefully. Is your op-
ponent plotting to capture an important
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piece? Can you defend against it? Did
your opponent make a move which al-
lows you to make a capture? Did your
opponent get in a position vulnerable to
a checkmate?



CHECKERS

How to Use the Controls

* The CONTROL PAD is needed to
maneuver the cursor which lets you
pick up your pieces and move them.
Once you have decided where to go,
move the cursor to the bottom right
corner of the piece you want to move;
then press the A BUTTON. This will
pick up your piece. Then continue using
the CONTROL PAD until you move
the piece to its desired location.
Remember that if you can jump one or
more of your opponent’s pieces that
you must jump all possible pieces, even
if you would rather go elsewhere. If you
have more than one jump, you must
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move your piece one jump at a time,
until it reaches its final destination.

*A BUTTON--must be pressed every
time you finish a turn.

*SELECT BUTTON--brings up the
special options screen.

How to Play Checkers

* The object of the game is to capture
all of your opponent’s pieces.

* No matter which color pieces you
choose, BLACK always moves first and
then you alternate turns with your op-
ponent.

* You must move when it is your turn.

* You can only move one piece per
turn.



* Pieces can only move diagonally
along black squares. You may never
use the white squares. (Note that tradi-
tional Checkers is played on a black and

jump the white piece diagonally night,
removing the white piece.
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red board, but the red squares are white
for the Game Boy.)

* You can only move your pieces for-
ward, until you have a King (see "King.")

The black piece with the arrow can
jump both white pieces diagonally to
the left.



* Only one piece is allowed on a
square.

* You capture an opponent’s piece by
jumping it diagonally. In order to jump
a piece, you must have one of your

TN O= OrrE

Here, the black piece with the arrow
is blocked from making a jump.
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pieces on a diagonal with one of your
opponent’s pieces and there can be no
other piece directly behind your
opponent’s initial piece.

* After you jump an opponent’s
piece, that piece is removed from the
board.

* You must jump as many of your
opponent’s pieces as possible if you are
given the opportunity, even if you
would rather move someplace else.

* You cannot jump or capture any
of your own pieces.

Kings

When one of your pieces reaches
your opponent’s back row, you receive a
King. A King is a very powerful piece
because it can move forwards as well as



backwards. A King follows all the stand- Helpful Hints
ard moving and jumping rules as the
regular pieces. There is no limit to the
amount of Kings a player can receive.

1. Try not to move the pieces in your
back row until it is absolutely necessary.
If you do not move these pieces, it is im-
possible for your opponent to get a
King.

2. It is usually a good strategy to
sacrifice a couple of pieces in order to
clear an area, so that you can get a
King. Usually the first person to get a
King wins the game.

3. Try to maneuver your pieces so as
to force your opponent into a jump that
will weaken his defenses.

B
L
E.
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Y

The black king here is forced into a
jump where he will in turn be jumped
on white’s move.
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REVERSI

How to Use the Controls

* The CONTROL PAD is needed to
move the cursor to the appropriate
square that you would like to put your
next piece on.

* ABUTTON--must be pressed in
order to end your turn.

* SELECT BUTTON:--allows you to
select from the special options list.

How to Play Reversi

* The object of the game is to occupy
the majority of the 64 spaces on the
board by placing pieces on the board
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and "reversing" your opponent’s pieces.
(See REVERSING below.)

* White always goes first.

* The game starts with two white

pieces and two black pieces in the cen-
ter of the board.

* You can only put down one piece
per turn.

* If you cannot reverse any of your
opponent’s pieces, the other player gets
to make continuous moves until you are
able to reverse a piece.

* You play until all squares on the
board are filled.

Reversing

The way that you reverse your
opponent’s pieces is by placing one of



your pieces in either a horizontal, verti-
cal, or diagonal line with another one of
your pieces in which your opponent’s
pieces occupy all the squares in be-

tween.
These diagrams show a Reversi game

in progress before and after white

places a piece.

After your piece is placed, all of your
opponent’s pieces that lie between the
piece you just placed and your next
piece in a given horizontal, vertical, or
diagonal row becomes your piece.

e mige O'-l ol glevhn
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Note that it is possible to reverse
pieces in all directions with the place-
ment of one piece if your opponent has
pieces in position.

Helpful Hints

1. The corners of the board generally
are the most important squares because
there 1s no way to reverse them. Once
you have a corner, any adjacent square
along the side also becomes impossible
Lo reverse.

2. In the beginning of the game, it 1s
not important to have a lot of squares
In your possession. Early advantages
are often times very misleading. Let-
ting your opponent have long columns
in the beginning will often times leave
them vulnerable later in the game.

BACKGAMMON

How to Use the Controls

* The CONTROL PAD allows you to
move the cursor around the board, so
that you can pick up your pieces. You
can only move one die at a time. In
other words, you can not use the roll of

both dice to move a piece until you
drop the piece, indicating that you
moved for one die.

* ABUTTON--is used to pick up a
piece and to release it.

* B BUTTON--is used to roll the dice
and during your turn it is needed to
release the cursor if you are in the
process of making an undesirable move.



* SELECT BUTTON--allows you to
choose from the special options list.
Backgammon has the exclusive option

of DOUBLE. Doubling is used as a
point system.

The doubling cube remains in the
top left corner of the screen and will
start off the game with the number 64.
The 64 does not represent anything
other than a starting point for the cube.
You can only double at the beginning of
your turn. You double if you think that
you have an advantage over your op-

ponent. Your opponent then has the op-

tion of either accepting the cube or
denying it. If your opponent denies the
cube, the game is over and you have
won. If your opponent accepts the cube
then he takes possession of it and the
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die will be changed from reading 64 to
reading 2. Having possession of the
cube means that the next choice to
double can only be made by you. From
there, cube possession alternates be-
tween the two players and the cube
number will double from 2 to 4, from 4
to 8, and so on.

It is advised to double when your ad-
vantage is noticeable, but before it is
severe. If the odds are slightly in your
favor, your opponent will probably ac-
cept, but if the odds are heavily in your
favor your opponent will most likely call
it quits. Under such a scenario, you
would win the game, but your points for
winning would be greatly limited.



How to Play Backgammon

* The object of the game is to get all
of your pieces off the board before your
opponent does.

* Your pieces move in a counter-
clockwise direction when you play
black, clockwise when white.

* Movement is made by moving the
amount of spaces indicated by the num-
bers on the two dice you roll. Each die
works separately. In other words, if you
roll a 4 and a 5 you do not move nine
spaces whereever you want. You must
move a piece 4 spaces and then a piece
5 spaces. This does not mean you must
move two different pieces. You may
move one piece four spaces and then
continue to move it five more spaces.
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* You must move the total number of placed on the bar in the center of the

spaces indicated by the two dice if you board.
are able to move. * Once a singleton of yours is placed
on the bar, you can not move again

* If you roll two dice of the same num- . _
until that piece can enter your

ber (two 1’s, two 2’s, and so on), you get
to move that number of spaces four
times, instead of the usual two times.

* If your opponent has two or more
pieces in a column, that column has the
potential to block one of your rolls. See
the figure to the right.

* If your opponent has one piece that
is by itself in a space (a singleton), that
piece is open to attack. It is usually ad-
visable to try to hit as many singletons
as possible. You can hit a singleton if

one of your die rolls can land on that White is unable to move his piece 4
space. Once you hit the singleton, it i1s spaces because the column is block-
removed from the playing field and is ed by two black pieces.
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opponent’s home court. For example, if
you were to roll a 3 and a 6 in the
diagram below, you could not enter
your opponent’s home court because
his 3 and 6 columns are blocked. If you
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were to roll a 2 and a 6, you would be
forced to enter on the two slot and then
move one of your pieces siX spaces.

* You may not remove your pieces
from the board until all 15 pieces are in
your home court.

* To remove your pieces from the
board you move your pieces in the
usual fashion, but this time they go off
the board. So if you were to roll a 5 and
a 3, you could take off a piece from the
five and three slots if you have such; if
you do not have pieces in those
columns then move over pieces from
your six column the appropriate num-
ber of spaces. Pieces do not have to be
removed by an exact die count.



Helpful Hints

1. Always keep the odds of a par-
ticular roll in mind. With two dice
there are 36 different combinations you
can roll. For example, there are only
two ways you can roll an eleven with
two dice; thus the chances are 2/36 to
roll an eleven. However, rolling a com-
bination that adds up to seven is much
easier. There are six ways of doing that,
thus your chances of rolling a seven are
6/36. Playing the odds is usually the
best idea when playing Backgammon.
However, for those of you with lots of
luck and intuition--Go Wild!

2. 'Try to avoid singletons on places
that it would be easy for your opponent
to hit.

3. Everyone has his own style of play,
but it is generally a good idea to play
very offensively or defensively. In other
words, depending on your rolls, it may
be a good 1dea to get your two pieces
out of your opponent’s home court as
soon as possible or create columns in
and around your own home court, so as
to make it very difficult for your op-
ponent to escape.
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INTERPLAY PRODUCTIONS
LIMITED 90-DAY
WARRANTY

Interplay Productions warrants to the original con-
sumer purchaser of this computer software product
that the recording medium on which the software
programs are recorded will be free from defects in
material and workmanship for 90 days from the date
of purchase. If the recording medium is found defec-
tive within 90 days of original purchase, Interplay
Productions agrees to replace, free fo charge, any
product discovered to be defective within such period
upon receipt at its Factory Service Center of the
product, postage paid, with proof of date of purchase.
This warranty is limited to the recording medium con-
taining the software program originally provided by
Interplay Productions and is not applicable to normal
wear and tear. This warranty shall not be applicable
and shall be void if the defect has ansen through
abuse, mistreatment, or neglect. Any implied warran-
ties applicable to this product are limited to the 9%0-
day period described above. If the recording medium
should fail after the original 9%0-day warranty period
has expired, you may return the software program to
Interplay Productions at the address noted below

with a check or money order for $7.50 (U.S. curren-
cy), which includes postage and handling, and Inter-
play will mail a replacement to you. To receive a
replacement, you should enclose the defective
medium (including the original product label) in
protective packaging accompanied by: (1) a $7.50
check, (2) a brief statement describing the defect, and
(3) your return address.

EXCEPT AS SET FORTH ABOVE, THIS WAR-
RANTY IS IN LIEU OF ALL OTHER WARRAN-
TIES, WHETHER ORAL OR WRITTEN,
EXPRESSED OR IMPLIED, INCLUDING ANY
WARRANTY OF MERCHANTABILITY OR FIT-
NESS FOR A PARTICULAR PURPOSE, AND NO
OTHER REPRESENTATION OR CLAIMS OF
ANY NATURE SHALL BE BINDING ON OR
OBLIGATE INTERPLAY PRODUCTIONS. IN NO
EVENT WILL INTERPLAY PRODUCTIONS BE
LIABLE FOR SPECIAL INCIDENTAL, OR CON-
SEQUENTIAL DAMAGE RESULTING FROM
POSSESSION, USE, OR MALFUNCTION OF
THIS PRODUCT, INCLUDING DAMAGE TO
PROPERTY AND, TO THE EXTENT PER-
MITTED BY LAW, DAMAGES FOR PERSONAL
INJURY, EVEN IF INTERPLAY PRODUCTIONS



HAS BEEN ADVISED OF THE POSSIBILITY OF
SUCH DAMAGES.

SOME STATES DO NOT ALLOW LIMITA-
TIONS ON HOW LONG AN IMPLIED WARRAN-
TY LASTS AND/OR THE EXLUSION OR
LIMITATION OF INCIDENTAL OR CONSE-
QUENTIAL DAMAGES, SO THE ABOVE
LIMITATIONS AND/OR EXCLUSION OR
LIMITATION OF LIABILITY MAY NOT APPLY
TO YOU. THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU MAY
HAVE OTHER RIGHTS WHICH VARY FROM
STATE TO STATE.

If you have a problem with your software, you may
wish to call us first at (714) 549-2411. If your media is
defective and a replacement is necessary, U.P.S. or
registered mail is recommended for returns. Please
send the defective disk(s) only (not the box) with a
description of the problem to:

WARRANTY REPLACEMENTS
Interplay Productions

3710 South Susan

Suite 100

Santa Ana, CA 92704

29








