


























Sea of Coral 

Grumpy fish and creepy crawlies 
are on the prowl! You can't catch 
the starfish, but you can stop 
them with a swish. Dig in the 
sand for magic things, and 
watch out for sharks! 
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Sunken Ship 

Boo! Spooky ghosts flit through the portholes. Find out what's under their 
sheets. You'll have to wait for the her1nit crab to come out from hiding 
before you can catch them. An unfriendly octopus - and his brothers! - try 
to stop you with blue ink blobs.When eerie eels snarl and shock you, it's 
hard to escape! -- ;; 
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Brr! The ice is cold and hard. You c\ 
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can slip right off the ice floes, and lose 
your shells on the slick edges. But 
sometimes slipping across the ice is 
the fas test way to go, if you don't get __ . """~ _ .,,.__'--....::::---=-

bumped by mean blowfish spitting fish '- --- -· ------ -- - - - ~-<"'--- .... S'c:.>-

bones. Frozen fish and icy caverns will shiver your timbers! Near the 
end, the walruses come out to play, but it won't be any fun for you! 15 
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Undersea Volcano 

Try to keep your cool in this burning, bubbling, underwater fumance. 
Search the sandy pockets, but watch out for what's hiding there. Lobsters 
have a surprise attack method - it's backwards! At the Spanish galleon, 
you'll need to catch the fishy cannonballs to bump off the Soldierfish. 

Ursula's Castle 

Warp from maze to maze to get 
through this gloomy haunted 
palace. Swim in front of a dragon 
tunnel and press button A to 
escape - or get caught in a trap! 
There are many ways into the sea 
witch's secret den, but only one 
way out. 
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~ Shells protect you, so hold onto them for as long as you can. If you toss 
one, try to catch it again. 

~ Swish your tail at schools of fish to catch more than one in your bubbles. 

~ Sometimes you might have to swim past a treasure chest to find a shell. 
. Pick up the shell, and then go back to open the chest. 

~ Roll out the barrels, stones and rocks to smash creatures and pop 
open chests. 

· ~ Find extra hearts, pipes and forks by tossing shells or bubbles into 
undersea cracks and crannies. 

~ Try to get all the pearls from sunken chests. The more pearls you have at 
the end of a maze, the sooner you can catch a small fry to throw at 
Ursula's guards, and the farther your bubbles will go. 

~ In Ursula's Castle, the dragon's eyes will shine when you're in front of 
the right tunnel. 17 



90-DA Y LIMITED WARRANTY 

CAPCOM U.S.A., Inc. ("Capcom") warrants to the original con­
sumer that this Capcom Game Pak ("PAK") shall be free from 
defects in material and workmanship for a period of 90 days from 
date of purchase. If a defect covered by this warranty occurs during 
this 90-day warranty period, Capcom will repair or replace the PAK, 
at its option, free of charge. 

To receive this warranty service: 
I . DO NOT return your defective Game Pak to the retailer. 

2. Notify the Capcom Consumer Service Department of the problem 
requiring warranty ervice by calling ( 408)727-0400. Our Con umer 
Service Department is in operation from 8:00 A.M. to 5:00 P.M. 
Pacific Time. Monday through Friday . 

3. If the Capcom service technician is unable to solve the problem 
by phone, he will provide you with a return Authorization number. 
Simply record this number on the outside packaging of your defective 
PAK, and return your PAK freight prepaid, at your risk of damage, 
together with your sales slip or s imiliar proof-of-purchase within 
the 90-day warranty period to: 

CAPCOM U.S.A., Inc. 
Consumer Service Department 

3303 Scott Boulevard 
Santa Clara, CA 95054 

This warranty shall not apply if the Pak has been damaged by 
negligence, accident, unreasonable use, modification, tampering, or 
by other causes unrelated to the defective materials or workmanship. 
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REPAIRS AFTER EXPIRATION OF WARRANTY: 

If the PAK develops a problem after the 90-day warranty period, 
you may contact the Capcom Consumer Service Department at the 
phone number noted previously. If the Capcom service technician 
is unable to solve the problem by phone, he may provide you with 
a Return Authorization number. You may then record this number 
on the outside packaging of the Defective PAK and return the 
defective PAK freight prepaid to Capcom, enc losing a check or 
money order for$ I 0 .00 payable to CAPCOM U.S.A., Inc. Capcom 
will at its option, subject to the conditions above, repair the PAK 
or replace it with a new or repaired PAK. If replacement PAKS are 
not available, the defective PAK will be returned and the $10.00 
payment refunded . 

WARRANTY LIMITATIONS: 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR 
A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO 
NINETY DAYS FROM THE DA TE OF PURCHASE AND ARE 
SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN 
NO EVENT SHALL CAPCOM BE LIABLE FOR CONSEQUEN­
T IAL OR INC IDENT AL DAMAGES RES UL TING FROM THE 
BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States only. 
Some states do not allow limitations on how long an implied 
warranty lasts or exc lusions of consequential or inc idental damages, 
so the above limitations and exclusions may not apply to you. This 
warranty gives you pecific legal rights, and you may have other 
rights which vary from state to state. 
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3303 Scott Blvd. 
Santa Clara, CA 95054 

Game counselors available 8 a.m. to 5 p.m. ( 408) 727- 1665 Printed in Japan 


