O
g
LL)

S —— i al— - =
TR TN T T

# da
- &

r g > :
! . -
ealt i

'T“Tl_}*’:'i{ﬂ;t’;;;n g 23 EYY . L-
. ﬁ
ESCAPE FROM CAMP DEADLY &

_.,-r*-' g
,n
ﬁ
ﬁ! ——
b“' “‘0"‘ fﬂ;ﬂ?" Qr

":' # 6 Q""’F‘T ‘\

oL r* {

: " " - *‘
&“ w

*‘3’# t J;%

;*"1“’
‘:.""" e Th : ;g g.

n."~




LICENSED BY

Official
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Seal of Quality

THIS OFFICIAL SEAL IS YOUR
ASSURANCE THAT NINTENDO
HAS APPROVED THE QUALITY OF
THIS PRODUCT. ALWAYS LOOK
FOR THIS SEAL WHEN BUYING
GAMES AND ACCESSORIES TO
ENSURE COMPLETE COMPATIBILI-
TY WITH YOUR GAME BOY SYS-
TEM. NINTENDO, GAME BOY
AND THE OFFICIAL SEALS ARE
TRADEMARKS OF NINTENDO OF
AMERICA.
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School’s out and Bart’s ready for
some summer fun in the sun! Until he
got the news — Homer and Marge were
sending him and Lisa off to summer
camp. Not just any camp, but the
infamous Camp Deadly!!! How bad
could it be? Well, with Ironfist Burns as
head counselor and Nelson and his
oband of bullies as bunkmates, i1t's not
exactly paradise. Bart and Lisa are
determined to get out — but first they 've
got to survive the food fights, killer
bees and a life threatening game of
capture the flag.

Help Bart and Lisa escape, at least In
time for SCHOOL!!




Orientation

1. Make sure the Nintendo® Game Boy ®
power switch is OFF.

Q. Insert the BART SIMPSON'’S ESCAPE
FROM CAMP DEADLY™ cartridge as
described in your GAME BOY instruction
manual.

3. Turn the power switch ON.

When you see Bart and Lisa on the title
screen, press START. To move past the
INntro screen, press START again.




Camp Conhrol

You control Bart’s every move...which is
certainly more than his parents can say.

TO MOVE — Press the CONTROL PAD
ARROWS RIGHT, LEFT, UP, or DOWN.

TO JUMP — Press the A BUTTON.
TO DUCK — Press the CONTROL PAD CONTROL

ARROW DOWN. PAD

TO THROW WEAPONS — Press the B

BUTTON. UpP A BUTTON
TO CLIMB — Press the CONTROL PAD

ARROW UP. LEFT B BUTTON
TO LET GO WHILE CLIMBING —

Press the A BUTTON. DOWN START

TO PAUSE — Press START.

TO CONTINUE — Press START a second
time.

RIGHT




The Day’s Aclivilies

Ironfist Burns runs Camp Deadly with, The message will disappear in a few sec-
well, you know...an iron fist. It's in his onds. If you need more time to read it,
genes. After all, his uncle is Springfield’s walk Bart back to the board if it’s still in
nuclear power plant owner, Monty Burns,  sight, or press the START BUTTON to

and we all know what a sweet, sensitive pause. If you're in a hurry to get started,
guy he is...right? lronfist says there’s press the A BUTTON or the RIGHT CON-
never been a kid he couldn’t whip into TROL PAD ARROW to move Bart directly
shape—including Bart Simpson, his great-  into the activity.

est challenge. That's why he’s organized a
schedule of dangerous activities and has
mobilized the entire camp against our guy
Bart, to force him to get with the program.

Before he begins an activity, Bart will
come up to a bulletin board. As he walks
by it, a screen appears with a close-up of
what’s in store for him. There'll be some
useful information here, a few warnings,
and, of course, rules that are possibly
meant to be broken—at your own risk.

e 2 LIVES O 2 LIVES

IRMING ACTIVITYE

F1LAG CAP TURE
TEAM A
BART S I1MPSON
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Where the Achivilies Are

THE WOODS

It's Bart vs. every bully in camp in a race to
collect the flags scattered throughout the
woods. Thanks to Ironfist’s strategic
course-plotting, Bart will learn some valu-
able nature lessons here. For example,
he’ll find out that swarms of buzzing bees

don’t particularly like their hives disturbed:

that man-eating piranhas also have an
appetite for kids; and that giant killer hor-
nets have very short tempers.

On the plus side, the trees In these woods
make for some real fine climbing and Bart
should take full advantage of them. There
are three enemy tree houses up there
somewnhere that Bart can enter. If he man-
ages to defeat the major creeps that
occupy these treehouses, Lisa will be on

hand to reward him with something very

special.

When roaming through the woods, be on

the lookout for the underground toxic
waste tunnels. lronfist is fiercely loyal to

his uncle Monty and has leased him some
campground dump sites. After all, atomic

particles, radioactive goop and mutant
spiders deserve a home too.

FLAG



THE MESS TENT

Every young camper needs his three
squares a day and Bart is no exception.
Too bad the bullies won't let him enjoy
Camp Deadly’s four-star menu in peace
(not that he’d touch the repulsive stuff,
anyway). Bart will have to avoid hand-to-
hand combat here, as well as all-out
assaults with deadly silverware. Food is
his weapon of choice, but remember to
play it cool when there’s a counselor near-
by (see “Weapons” on page 9 for more
detalils).

4
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MT. DEADLY AND BEYOND

Scaling the legendary Mt. Deadly is strictly 1 %% 3o R sl AVES

forbidden and has claimed many a
disgruntled camper as its victim. But it’s
also the only way out of Camp Deadly. Try
to get Bart to keep his grip on the rocks— | S5 |
it’s a long way down. Also, watch out for B Y e e Ao e
bullies and high-flying eagles. AT OF e Y

You'll come across several cave openings
on Mt. Deadly and no one’s really sure
what lurks inside, although there are
stories...something about those missing
campers seeking revenge. For Bart to enter
a cave, push the CONTROL PAD ARROW
UP. After that, you're on your own.

If Bart makes it over the mountain, there’s no turning back. His most dangerous encoun-
ters are yet to come. No camper has ever escaped Camp Deadly and lived to tell the
tale. lIronfist prides himself on a perfect record.



The Slalus Area

No camper should leave his or her bunk without this vital information.

F WEAPONS NUMBER OF HITS LEFT
deapicpanben IN CURRENT LIFE
REMAINING SCORE
(BOOMERANGS OR FOOD) L
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Weapons

Spitwads — Gross, but effective. They'll Boomerangs — The “Wonder from Down
stun most bullies and will even destroy Under” comes to camp, courtesy of Lisa.
certain enemies. You'll have to do some She’s got a good supply, so try to get to
experimenting to see how effective they her when she’s around. Boomerangs are
are, but you're in luck—Bart’s got an as powerful on the rebound as they are on
unlimited supply! the initial toss, but remember to catch ‘'em

on the return trip.  Bart can’t throw anoth-
Note: Standards of good taste pre- er boomerang while the first is still in play.
vent Bart from using spitwads in the
Mess Tent. _ |

10307 2 L IvEYSs
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Food — Deadly in the hands of a master (and sometimes deadly in the hands of the
cooks). Collect as much of it in the Mess Tent as you can, but don't let the counselors
see Bart throw it or he'll pay the price. Also, Bart can’t carry food past the counter at
which he picked it up. The good news is there’s a reward for having some food left at
the end of one of those counters (see “To Live and Die in Camp Deadly” on page 12).

24940 3 LIVES
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Hriends

Well, there’s really only one friend Bart can count on and that’s his
sister Lisa. She’ll be there for him as much as she can, either with
boomerangs or surprise packages.

Foes

This is @ much larger category. Most notable are Nelson, bully ringleader and Bart’s old
schoolyard nemesis; Nelson’s henchmen; Camp Deadly security guards; and Ironfist
Burns himself. He may not be as smart as his uncle, but he did inherit his good l00ks.
Stay away from that metal hand and keep in mind the rumor that he’s afraid of the dark.

Anyone kise?

Madman Mort. Some say he’s a madman. Others say he’s an axe murderer. Still others say
he’s @ madman and an axe murderer. Who knows? Maybe he’s just misunderstood. He's
on the loose out there in the woods somewhere. Why don’t you find out for yourself?




10 Live and Die ar Camp Deadly

Bart starts out with three lives. Each of 2080 . D YE S
those lives consists of two hits, represent- - e

ed In the status area by chocolate candy.
(Now that’'s food.) Bart can get extra hits
either by collecting the candy some of the
beaten bullies leave behind (they’ll flash if
they have them), or by picking up candy
that has been dropped.

Bart’s also awarded an extra hit for every
five pieces of food he winds up with at
the end of a Mess Hall encounter.
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Most enemies wear Bart down gradually
by taking away his hits. One or two can
defeat him instantly, as can certain falls.

Bart can gain extra lives when he finds the
Krusty the Clown faces.

MATF GROENING



Hreside Advice

e \When Bart is waiting for his boomerang
to return, use the spitwads to stun oncom-
INng bullies. They only stun once, howev-
er. After that, the element of surprise
wears off.

e \Watch out for weak tree branches and
mountain ledges: they won't support
Bart's weight for long.

e |f Bart Is flanked by buullies, try having
him jump over the boomerang as it returns
to him after clobbering the first bully.

¢ To hit some giant hormnets with the
boomerang, Bart will need to jump and
throw on an angle.

¢ The treehouse bullies are especially
tough to beat. See if you can figure out
how from their nicknames.



vierilt Poinls

TREEHOUSEBULLIES 5000
SURPRISE PACKAGES 1000
GIANT HORNETS 999
P e — . 666
BULLIES D S R B R I e |
KRUSTY THE CLOWN FACES (Extralives) 500
pUlYypoNnblV (e e 5D
REMAINING FOODINMESSTENT 500
DROPPEDDONUT 900










ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY

Acclaim Entertainment, Inc. (Acclaim) warrants to the original purchaser only of this Acclaim software product
that the medium on which this computer program is recorded is free from defects in materials and workman-
ship for a period of ninety (90) days from the date of purchase. This Acclaim software program is sold "as is,"
without express or implied warranty of any kind, and Acclaim is not liable for any losses or damages of any kind
resulting from use of this program. Acclaim agrees for a period of ninety (90) days to either repair or replace,
at its option, free of charge, any Acclaim software product, postage paid with proof of date of purchase, at its
Factory Service Center. Replacement of the cartridge, free of charge to the original purchaser (except for the
cost of returning the cartridge) is full extent of our liability.

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be
void If defect in the Acclaim software product has arisen through abuse, unreasonable use, mistreatment or
neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF
ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES APPLICABLE TO THIS
SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PUR-
POSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE IN NO EVENT WILL ACCLAIM BE
LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE
OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limita-
tions of incidental or consequential damages so the above limitations and/or exclusions of liability may not

apply to you. This warranty gives you specific rights, and you may also have other rights which vary from state
{O state.

This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any
federal, state or municipal law which cannot be pre-empted.

Acclaim Hotline (516) 624-9300

Distributed and marketed by Acclaim Entertainment, Inc. 71 Audrey Avenue, Oyster Bay, N.Y. 11771
The Simpsons™ & © 1990 Twentieth Century Fox Film Corporation. All nghts reserved.

Acclam™ and Masters of the Game are trademarks of Acclaim Entertainment, Inc.

onteriainment inc ©1991 Acclaim Entertainment, Inc. All nghts reserved. Printed in Japan.

Masters of the Game™  Concept, Program and Audiovisuals by Imagineering Inc., Glen Rock, N.J. 11213
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