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V- Official

b Seal of Quality ./

THIS OFFICIAL SEAL IS YOUR
ASSURAMCE THAT NINTENDO
HAS APPROVED THE QUALITY
OF THIS PRODUCT. ALWAYS
LOOK FOR THIS SEAL WHEN
BUYING  GAMES = AND
ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY
WITH YOUR GAME BOY
SYSTEM, ALL NINTENDO
PRODUCTS ARE LICENSED BY
SALE FOR USE ONLY WVITH
OTHER AUTHORIZED
PRODUCTS BEARING THE
OFFICIAL NINTENDO SEAL OF
QUALITY.

LICENSED BY

NINTENDO, GAME BOY AND
THE OFFICIAL SEALS ARE
TRADEMARKS OF NINTENDO
OF AMERICA INC.

TAKING CARE OF YOUR GAME

1) If you play for long periods, take a 10 to |5 minute break every hour or so.

2) This equipment is precision-built. Do not use or store it under conditions of
extreme temperature, or subject it to rough handling or shock. Also, do not
disassemble the unit.

3) Do not touch the terminals or let them come into contact with water, as this
can cause malfunction.

4) Do not wipe this equipment with volatile solvents such as thinner, benzene, or
aleohol.

5) Store the Game Pak in its protective case when not in use.

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 in¢luding games played on
the Game Boy Compact Yideo Game System. Players who have not had any previeus
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, musele twitching, other involuntary movements, loss of awareness of
your surroundings, mental confusion, andlor sl
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Prepare for some no-holds-barred, high
speed competition at its finest, In this
game you can slam, punch, and slash your
opponents. No fouls will be called, so do
not hesitate to use force--but don't be
surprised when it comes back at you!
Ready? Let's HIT THE ICE!

ONEPLAYER...‘..I.ll...........'.l

Turn off your Game Boy and insert the
Game Pak according to the directions in
the Game Boy Owner's Manual. Turn on
the Game Boy, and when the Title Screen
appears, push Start. The next screen to
appear allows you to choose one or two
player competition.
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BULTI PLAY

HE+BE

Two PLAYERS ..........O.......ll.‘

Each player must have a Game Boy and
a HIT THE ICE Game Pak. Connect the
two Game Boys with the Game Link
Cable. While the Game Boys are off,
insert the two Game Paks.” When the
Title Screen appears, both players must
push Start and select the Two Game
Boy symbol.

Two-Player Setup

You need two Game Boys, two
Game Paks, andthe Game Link
Cable. Connectthe Game Boys
and push Start to begin play.
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Ncame—serecrion-

The Game Select screen appears after the
one or two player select screen, allowing
you to choose one of three different modes.
Move the cursor next to the mode you want
and push Start.

CHAMPIONSHIP--ooooo.noon.oooooooo

You start out in this mode facing off against the lowest ranked
team, the Blues. Your team is the Reds. After defeating the Blues,
you will go on to challenge the Greens, Yellows, and then the
Blacks. Each match consists of three five-minute periods that
start out with a face-off. A screen appears after each period
displaying the current score. When you are ready to move on
from this screen to the next period, push Start. At the end of a
game, a Final Score screen ap%ears. If you are the winner, you
push Start and go on to play the next feam,
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VSPI.AY-H----u-u...............

In VS Play, you will only have one game of three five-minute
periods. Again, you are the Reds team. You will only compete
against the Blues team in VS Play. For this reason, VS Play is an
excellent way to try out the various Players you can select. Since
you will be playing against the same team, you can test the
individual talents of each of your Players,

SHOTRACE....'....COO..l......!.l

After selecting the Shot Race mode,

you will choose whether to play to JHITr#eCE—
3, 6,9, or 12 points, You will also TODAY' S GAME
choose a Player. Then, your Player > 9 SHOT enme

?nd yc;ur lﬁomputer-control ed
eammate will try to make a goal. You p
can only pass or shoot with the ,: ::I anne
computer-controlled Player. Once you v R R
miss, the opposing team tries to score, L

G SHOT GARE
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H PLAYERS 0000000000000 0000000000B0O0S

The Player Select screen displays the four Goalies and eight
- : e 2 Players available, Use the Control Pad to move the cursor. When
Choose flour Player with care. Each one has <3} 2Rk 3} 8 the Player you want is selected, push A or B. Pick one Goalie and
a special attack move that he can use on the & & one Player. After agame or play mode, a Stats Screen will appear.
opposing team members when you push A. e8 This screen displays the stats of your Goalie and Players, as well
The moves are illegal, but no fouls are called. D8 38 as the opponent’s, Keep notes to monitor your improvement.

GOALIESlccoooo.--otoaoc--ooooooo.l é L PH“_BUNGER

You choose one of four Goalies for your team. When the puck ? When Phil attacks, he swings two punches at an
nears your net, you can control the Goalie. To put him in the Save opponent, then hits him in the head with his stick.
stance, push A or B. To dive for the puck, push A and B together. IVAN YAKASHEV ‘

Although he is rather mild tempered, Ivan can get
wound up. Then he'll punch his opponent in the face.

4] e N 'BATTLESHIP' BOYD

The jump kick is an unusual and very difficult maneuver
to try in skates, but Battleship has mastered it.

= )

oy




JOHNNY NOVAK

Johnny is very quick withhis stick and will not hesitate
to smash an opponent in the shoulder if possible.

REGGIE MARSH

Reggie likes a little drama, so he goes into.a big spin
before landing his stick against an opponent's head.

AL GIGLIANO

With surprr:sing_ grace, Al leaps into the air and then
hammers his stick onto the opponent’s collar bone.

‘DICKY" FONTAINE

When youpush A, Dicky will deliver swift kicks, using
his skate blades, against an opponent’s shins.

g BO CLEVELAND

Bo doesn't like to waste time. He just slams his stick
into an opponent’s stomach,
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CONTROL PAD
Use the Control Pad to
move your Player in
any of eight different
directions. Alsopress the
Control Pad to move the
cursor around the many
options that appear on
the selection screens.

START BUTTON —

Tomakeaselectiononce
you have highlighted it
with the cursor, push
Start. Also use Start to
pause the game during
any play mode.

2

SELECT BUTTON

The Select Button
is not used.
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B BUTTON

Push B to hit the puck or
punch. B also puts the
Goalie in Save mode. To
watch a demo of the
game and learn how to
make wrist and slap
shots, do not push Start
at the Title Screen.

A BUTTON

Push A to pass the puck
to a teammate. If your
Player does not have the
puck, press A to launch a
special attack. Also use
A to put your Goalie in
the Save position.
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OBJECTIVEQQoot-oouoaooo.oooacn.l..

Hockey is not a pretty game--you need to be rough, ruthless,
totally committed to victory. You cannot let up once in your drive
to be the best. Don't hesitate to punch, slash, and otherwise

attack your Oé)ponents any way you can. In this game there are
no limits--and no fouls,

RED S ae———

GOALE —
e

3 | — SCOREBOARD/VITALS

SCOREBOARD/VlTALs. o000 OO OOPRNEEBRS

Check this area of the screen to see the score, inning, time

remaining in the period, and to monitor the fight meter.

INNING

This will display the current period.
Woatch this readout so you can pace
your game effectively.

SCORE

This section shows the current
number of goals earned by your team

and the opponent.

O ur ﬂ s 01

TEAM

Informationabout the
1P team, the Reds, will
appearon the leftside
of the scoreboard, so
you can see how
you're doing.

TIMER

Watch this Timer to
keep track of how
much time you have
left toplay.EachPeriod
lasts five minutes, as
counted by the game.
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FIGHT METER

As your Player gets
punched, this meter
will slowly begin to
turn black. When it is
completely black, a
fight breaks out.
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The screen display will change during play when a fight breaks
out or when you are trying the Super Shot Hat Trick.

FIGHTING..'....OI............Il..

When the Fight Meter turns completely |HSpRIhdN
black, a fight will begin between the two
teams. Your Player is on the left and the
opponent is on the right. Push A and B
rapidly until the fight is stopped.

SUPER SHOT: ¢ «ccs0e

You should try the Super Shot
whenever you can. Hold the B
Button down for about six
seconds. Once your player starts
flashing, release the button.
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TAITO AMERICA CORP. LIMITED WARRANTY

Taito America warrants to the original purchaser of this Taito product that this Game Pak is free from
defects in materials and workmanship for a period of ninety (90) days from the date of purchase. This
Taito product is sold “as is” without expressed or implied warranty of any kind, and Taito is not liable for
any losses or damages of any kind resulting from the use of this product. Taito agrees for a period of
ninety (90) days to either repair or replace, atits option, free of charge, this Taito product. Send product
postage paid, along with dated proof of purchase, to the address shown below.

This warranty shall not be applicable and shall be void if the defect in the Taito 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 TAITO. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED
ABOVE. [N NO EVENT WILL TAITO BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS TAITO SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions of
limitations of incidental or consequential d . 50 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 to state.

TAITO AMERICA CORPORATION
390 Holbrook Drive, Wheeling, IL 60090
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