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WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE 
USING YOUR NINTENDOPJ HARDWARE SYSTEM OR GAME PAK. 

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RA TING BOARD. FOR INFORMATION ABOUT THE ESRB 
RA TING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF 
THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. 

SAFETY FIRST ... 
• This is a high precision game. It should not be stored or used in 

places that are very hot or cold. Never hit or drop it. Never attempt 
to open it or take it apart. 

• Don't touch the connectors or get them wet or dirty; this will dam­
age the game circuitry. Keep them clean by storing the Game Pak 
in its protective case. 

• Don't clean with benzene, paint thinner, alcohol or similar solvents. 
• If you play for long periods of time, take a 10 to 15 minute break 

every hour or so. 

Official 

(Nintendo), 
Seal of Quality 

THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO HAS 

.___ __________________ ____, APPROVED THE QUALITY OF THIS 

Nintendo 
NINTENDO, GAME BOY 
AND THE OFFICIAL SEALS 
ARE REGISTERED TRADEMARKS 
OF NINTENDO OF AMERICA INC. 
© 1991 NINTENDO OF AMERICA, INC. 

PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
ALL NINTENDO PRODUCTS ARE 
LICENSED BY SALE FOR USE ONLY 
WITH OTHER AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL NINTENDO 
SEAL OF QUALITY. 
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he year is 1688. Britain is at war ,vith Spain,whose 

rieh holdings in the Americas fill the l1olds of Spanish 

galleons with untold treasur()s. Privateers in the employ 

e Britisl1 crown prey on these treasure ships with tl1e full support 

o~e governrnent, while Pirates wl10 sail und()r no flag save the Jolly 

Roger prey on Spanish a11d Britisl1 merchant ships alike. If captured, 

th ws is their fate. I.-Iaples8 ci tize11s are waylaid by roving press 

gangs and t111willingly t,h1~trst i11to ser,rice in His Majesty's Navy. 

Many perish. Some choose to escape this fate by bocomi11g Buccanrers. 
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In the f~nglish island colony of Jamaica, convicted petty criminals are 

sold a.<, slaves lo tl1e hig·hcsl bidd(lr. [t. is a brutal time, when even stout 

hm1~L~ tren1bl<~ at. tl1t) thought of· ... })ir·at(~~! 

1111619, the Spa.nish cargo ship Santa S11sanna was taken by a pirate 

· cutter, the Sell. l)evil. Sl1e headrd for Tortu 1-:1 with lhr richest cargo 

e,ye1· to lmv tl1e An1rri(4as. Ca11 ·lit in ,1. g·alr~ tl1e Sea Devil was wree,ktrl -
• 

• 

01111ncharted Ct1tthr(K1l, f ~lc1nd™~ a.11 isla.nd only one man eve1· left alive. 

The treacherous survivor, a mercilt1ss pirate named FingPrs Adams, 
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-~ e behind. On his deathboo he made a map and tore it into 

thrre pieces. postir1g one to each of his legitimat h }irs. His illegitimate 

son Dawg f,rot tl(>lhing. One of tl1e pirea~ sh()Wed t,he latitude, another 

... ........ ongitud ~ a11d the remaining piece of the map shqwed the location 

o · tthe tre11~ure il~)1t·. o~w y(>U will j)in i11 the ({uest for that treasure, a 

qI:IrBt that will take Yt)ll from t.l1e hig·l1 sea~ of th.e Carib~n to the 

d ngles of the reef-1·i11ge(} atol] of Cutthroat Isla11d™J 
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fore you wei\?h anchor ... 
LOADING: 
1. Make s1_1re the power switch is OFF. 
2. Insert the Cutthroat IslandTM Ganie Pak as 

described in your ......... NOO® Game Boy® 
instruction :manual. 

3. T111·n the power switch ON. An introduction 
will tell you the story of Cutthroat Island™. 
When the Cutthroat Island 1

M tltle screen 
appears press STARf. You will go 
straight to the opening adventure 
of Cutthroat Island1 

.. ! 

.. 

~ --- --

Nin14tndo GAME 80~. 

• 
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ures 
Th:e Cutthroat Island™ Screen 

Energy Meter -------- ••_... ___ Lives 

• ggress1on 
n.dicator 

E Meter 
Y 011r energy is displayed in a bar at the top left of the SCFeen next 
to a hea1·t. As Morgan is hi!, her energy is depleted, and the bar, 
progressively em.pties. Whe.ti it becoines com.pletely em.pty, you 
lose a life. Picking up various icons \Vill pai·tia11y or cotnpletely 
restore energy. 
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Aggression fudicator 
This tneter appea 11, at the top center of the screen. WhL>-. 
indicator is full, bonus n1oves n1ay be performed! If you lose a 
life or 25% of your health within 3 seconds, the inaicator will 
Lives Remaining 
You begin Cutthroat Island™ with 3 lives. The nuinber of lives 
you have left is displayed next to Morgan's icon at the tap right 
of the screen . 
Boss Energy 
When batfling a boss, ihat foe's energy will be displayed on the 
screen on an energy nieter at the top of the screen . 
Scoring 

Your score is displayed upon successful com.pletion of each 
area and at the end of the ga1ne. Points in Cutth.roat Island TM 

are awarded for defeating enenties, accuracy (hits vs. ntisses), 
health, ntap pieces collected, and successful hits. 

8 



Players can earn continues, which. allow for continued ga1ne play 
after all lives have been lost. A continue is automatically awarded 
every 30,000 points. 

While the sword is your default weapon, niany different weapons 
(Sh be collected throughout the gan1e. When you collect a weapon, 
it will appear in your hand. To use a throwing weapon, press the 
CO OLP AD in the desired direction of the throw while press-

B N. Below is a guide to the weapons you niay 
. ..-r on your search for the el11sive treas11re. 
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Sword 
The Illajor weapon i:ri Cutthroat Island™ is the sword. 
Maste11T of this conspicuous cutlery will be needed in 
order to defeat the foes that stand between you and the 
treas11re of Cutthroat Island™! This cutlass is yo11r 
default weapo,n. Use it to slash, jab, thrust and. pa1·1y 
the attacks of your foes. Y 011r sword can never be used up. 

OTlll:R Wf:APONS 
At various levels and locations in Cutthroat IslandJN, weapons 
which are featuted below Inay be used to thwa •·t your ene111ies. 

• Be resourcefill and ever-alert to the potential for pistols, bo111bs 
and other useful item.s to appear. Som.e weapons in Cutthroat 
J.sland• are tempora•'Y, and will break or be discarded after one or 
inore hits. 
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Collecting this lrnife is very useful, as you can either 
throw it at an eneniy or jab him. with it. 

mb 
If a hard way to go, blown to glory by a fiery ball 9f 
death! Collect this bo1nb and throw it before it explodes! 

'.lfottle 
Grabb!ng a bottle can save your skin in close 

A ball and cap will blast your niany enen1ies to 
kingdom. con1e. The pistol pn be fired once, after 
which it will be discarded. 
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Pick Ups 
Food 
Throughout the ga1ne, food which will restore a player's 
energypai·tially or con1pletely (depending on the a111ount 
of food) can be found and consun1ed. 

Key 
, Som.eti111es, the characters lllust find keys which will 

allow thetn to escape pursuers by o ~,~ .... locked doors. 

Medicine 
1 Collecting a t11edicine icon instantly restores a character 

to full str~:~ .... 

Extra Life 
Gain one ntore chance to outwit (and outlive!) the pirates 
and p111i,ueIS who covet the Cutthroat Island™ treasure 
QY picking up the extra life icon. 

12 



fl- Block_= press D 
PAD 1n opposite 
direction that you 
are ing 

ock = DOWN 
+ in opposite 

N,ni.ldo GAME BOY .• 

direction that you are 
facing to low blt1ck 

Move Player 
ln Direction Pushed 
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Crouching Attack = 
DOWN + A BUTTON 

Pause Game 

Enter a Cave/Door 
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Scissor Kick = 
UP+ B BUTTON 

Throwing Weapon = B 
BU1TON + DIRECTION 

Flying Stab = UP 
Diagonal + A Button 

Sword Slash = A BUTTON 

~ .. ,:;;,!. \\\ 
.... .., ... · \ \ Kick :: B BUlTON 

There are m.oves which aren't given away here. 
Can yon discover thein? 

us moves 
Aft.er successtitJJy geUing through some areas, yo1.1 are awarded a 
"bomis move''which you couldn't do before. This move will be 
de1•1011st:rated, alo11g with the button controls, on screen. Bonus 
meres can only be perfor,oed when yOlll aggression meter is fti11. 



e ~ ..... ~ ...... y find and win the precious treas11re hidden on 
..,"6& ........ oat Island™, you niust first niaster the a I t of swordplay. 

Practice these n1oves until they are second nature. Coinbining 
n1oves is often the most effective way to dispatch a foe. Keep in 
111ind that there are tnany item.s which can. be picked up and used as 

pons in Cutthroat IsJaud™. Use yo11r wiles to find them. and be as 
111 ess as the ma1,y enemies you face. Reniem.ber, you're up against 
the m.ost ruthless of pirates, and ntlstakes are costly, if not fatal! 

irate Action! 
C oat Island™ features niany exciting areas of play. To coniplete 

e and earn the highest score, you tnust m.eet the goals of 
eac 

PRISON 
The action begins in the rank prison overseen 
by a cruel Warden. Looking for soineone who 
can translate the Latin inscribed on her trea-

15 

••• 
• 



• 

• 

sure tnap, Morgan is de-~..,, .... ~· ed to find hini. Morgan goes to the 
prison, where she gains the unwanted attention of a cle ~ 8')n 

guard who recogr1izes her frotn a wanted posting. With the alert 
sounded, Morgan feverishly tries to escape the prison. To do eo, 
you m.ust find the key which will open the gate. But you xnust act- h­

quickly, as swarm.s of Redcoats deploy on the double to capture _,::·:s':Z;:£• 

you. You will have to overconie a fair nu1nber of guards before 
you face the final foe who stands between you and freedoni: the 
Warden! Va11q11ished enetnies ntay drop useful itenis which you 
can collect. 

SPITIALFIELD 

l F I 

The lively town of Spittalfleld is full of shops, 
and townspeople who don't Inuch care for law­
less pirates! Morgan can expect less than open 
a1n1s when she a1-rives looking for Dawg, who 
has the rem.aining treasure tnap. Morgan finds 
all n1anner of m.ayheni in the various 
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an shops she visits, but she must stop at the Blacksnrlth's 
in order to teniper her sword, and so defeat the pirates ~ding 
the entry to Spittalfield Taven1, where Dawg and his crew await 
with pistols prim.ed and sabers drawn! 

SPITTALFIELD TAVERN 
Morgan falls into the filthy fingers of Dawg 
Bro'\Vll's band ofbrigands, who have taken over 
the Spittalfield Taven1! The taven1 empts in a 
furious donnybrook as pirates and patrons alike 
fight Mth au-~~~--- handy against anyone stand­
ing! Dawg's ~rrst Mate, Snelgrave 

(a f p11re evil who loves a good ftght) Illust be thoroughly 
beaten if you are to retrieve the 1nap froDl its hid.ing p]ace. Look 
out for the trap door that offers escape back into the t.own, but 
don't forget the 1nap! 

I 7. 
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ECHASE 

•• 
The town is in an uproar, with a horn t of 
British Redcoats 011t in force to subdue the rau­
cous pirate outrages! Morgan, having na , .. rawly 
escaped death at the hands of Dawg and cr-ew, 
now tnust flee the town and return to the 
Mon1ing Star with both pirates and Redcoats 
fast on her heels. In a typically bold m.anner, 

Morgan leaps to the roof of a passing caniage and attenipts to ride 
it along the harborside to the docks. When there's a price on your 
head, even timid souls seeni to gain the courage to dare to bring 
you down! From. windows and rooftops, the way to the harbor is a 
gauntlet of ferocious would-be warders! 
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N THE MORNING STAR 
Morgan manages to return to the supposed safe 
haven of the Morning Star with a coniplete m.ap 
in hand giving the l~tion of the treas11re. She 
sets sail for Cutthroat IslandTM, only to find that 
the sit111nering hatred of First Mate Scully has 
finally exploded .into Opell; defiance: Mutiny! 
Morgan .must battle for conunand of the 

or11ing Star. The fight rages on the deck with all hands slashing 
and slicing for their very lives! 

E 
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•• Da\Vll finds the weary, water-logged survivor 
n1iraculously washed up on the beach of 
Cutthroat Island,.,._ Whe11 Dawg's ship The 
Reaper is spied anchored in a secluded inlet, it 
becom.es clear that Morgan will have m.ore than 
tnonkeys to deal with! From jtingle treetop to 



quicksand-filled swatnps, the hardy pirate sets off to explore 
Cutthroat Island TN. As you m.ake yo11r way, you must clitn viines 
and be mindfi1l as you cross rotting rope bridges. Thejungle island 
has many dangers! Beware of fierce jungle creatures as you search 
for Dawg and his tnen. 

THE CL.-..-.: 
Governor Ainslee has prontised Dawg a full par­
don if Dawg can deliver Morgan and half the 
treas11re to him.. This uneasy bargajn m.eans 
that Morgan tnust now contend not just with 
Dawg and the Reaper's crew, but with a 
com.pany of British Redcoats as well. You've got 

the tnap, but are you leading your enenties right to the treas11re? 
The inap indicates that the weas11re is-down a clifl? The intrepid 
searchers m.ust now confront a sheer cliff face in order to p1_1rsue 
the treasure that is so close! You'll have to rappel down the cliff on 
jungle vines, m.oving from ledge to ledge as you battle the 
enentles that now dog your every step. The odds are uneven 

2 
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at best, but who sa.i ~ ........ was fair? 



...-.....CAVERN 
In a vast cavern lies the treasure you've fought 
so hard to find. The cha1nbers of the cavern are 
full of dangers like bats, watched over by the 
bones of those wl10 never lived to tell of the 
treasure they now silently guard. The gloonty 
cavern is ftill of traps for the unsuspecting. If 

you can find a torch to light your way, you may have a dead man's 
cCance of finding the bounty that you seek! 

There are :fii,·ther adventures ahead- discover the111 lf you can! 
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Characters 
Morgan Adams 

That rarest of heroes, a pretty pirate, Morgan has 
been raised at sea atnong the lowest and nieanest ~ 
nien. A veteran of 1nany exploits, she is as · 
and fierce as any1nan. Following the death of her 
father Ha1~'Y, she must prove herself worthy of find­
ing the treas11re and leading his crew~fore Dawg 
can get his eager liands on her and the tnaps! 

DawgBrown 
~ Dawg Brown grew up with a deep ~preciation for 

;~ all · Aotiiiiii,,,.s crim.inal. Scon1ed by his fan1ily, he is the 
wickedest sibling of all. Lea.1~1ing of the three trea­
sure m.ap pieces, he became obsessed with finding 
the treas11re, no tnatter the cost. Dawg will be after 
Mordechai next, and then? Morgan better beware! 
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Dawg's terrible toady, Snelgrave is as vicious a 
rogue as you're likely to find, next to Dawg hi1n­
self. fu place of his missing left hand, Snelgrave 
has a I~:~ .... of sturdy chain, which he whips with 
deadly accuracy at his foes! 

-"Vernor Ainslee 
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Goven1or Ainslee is the corrupt Governor of 
His Majesty's Royal Island Colony of Ja111aica. 
A tyrant with an appetite for spoils, Ainslee 
proves a suitable, if untntstworthy, pat tner in 
critne to Dawg Brown. He has cast an appreciative 
eye towards Morgan before, but now his interest 
has turnecf to treasure! 

-



Warden 

Redcoats 

~ 

A en.tel caretaker of Jamaica's crin1inal o a,, 
the Warden is a tense nian whose career is about to 
take a turn for the worse. He'll me the day Wi11ian, 
Shaw and Morgan Adains crossed l1is path! 

The British ga1Tison at the crown port of Ja111aica is 
known for its disciplined fighting under the leader­
ship of Governor Ainslee. When a troop of Redcoats 
is on the quick Inarch after you, you'd best step 
lively and have your affairs in order. 



De§I>erate tnen who forsake crown and country in p11 •·suit 
of illusory riches, pirates live a dangerous and 11nfailingly 

harsh existence. A treas11re like that of Cutthroat 
Islaudna is the stuff of drea1ns! But a pirate's code 
of ho11or m.eans only that the last left alive enjoffi 
the spoils! 



ACCLAIM LIMITED WARRANlY 
Acclaim Entertaiment, Inc. (ACCLAIM) warrants to the original purchaser only of this ACCLAIM software produ that thlllnecium oo 
which this computer program is recorded is free from defects in materials and workmanship for a period of ni the 
date of ~ -This ACCLAIM software program is sold "~ is," without express or implied warranty of any Jond, and ACa.AIM 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 Pll'(:la8. atll 
Factory Service Center. Replacement of the game pak, free of charge to the original purchaser (except for the cost of rellllq 18 
game pak) is the full extent m our liability. 
This warranty is not applicahle to normal wear and tear. This warranty shall not be applicable and shall be void if the deftd in 
ACCLAIM software product tm arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN I.Bl OF 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR Cl.AIMS OF~ NATIJRE SHALL BE BINDING ON OR OBU&4TE ACClMl 
ANY IMPLIED WARRANTIES APPUCABlE TO THIS SOFlWARE PRODUCT, INCLUDING WARRANTIES OF MEROiANTABIUlY ANO ~ 
FOR A PARTICULAR PURPOSE, 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 MALRJNCTION OF 
THIS ACCLAIM SOFTWARE PRODUCT. 
Some states do not allow Hmitations m to how long an implied warranty lasts and/or exclusions of fiabilitY may not apply to you. This 
warranty gives you specific rights, and you may also have other rights which vary from s"' te to 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 can not be pre-empted. 
REP. _ AFTER EXPIRATION OF WARRANlY 
If your ga111e pak requires repair after expiration of the 90-day Limited Warranty Period, you may contact the Consumer Service 
Depab,1e11l at the number listed below. You will be advised of the estimated cost of repair and the shipping instructions. 
ACa.AIM CONSlNER...._SBMCES_.. HOTLINE (516) 759-7800 
ru & 0 1995 Cuttluoat Distribution Inc. AH Rights Reserved. Developed by Software Creations, Inc. The NFL Quarterback Club is 
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