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’Fu's official seal is your assurance that
Nintendo has reviewed this product and
that it has met our standards for excellence
in workmanship, reliability and
entertainment value. Always look for this
seal when buying games and
accessories to ensure complete
compatibility with your
Game Boy System.
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Seal of Quality




Thank you for selecting the QIX®* Game Pak for your Nintendo® GAME BOY™,

Please read this instruction booklet thoroughly to ensure maximum enjoyment
of your new game. Then save this booklet for future reference.
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Precautions

1) If you play for long periods of time, take a 10 to 15 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. Do not disassemble the unit.

3) Do not touch the connectors. Do not get them wet or dirty. Doing so may damage the
Game Pak and/or GAME BOY.

4) Do not clean with benzene, alcohol or other such solvents.

5) Always check the Game Pak edge connector for foreign material before inserting the
Game Pak into the GAME BOY.

6) Store the Game Pak in its protective sleeve when not in use.

©1990 Nintendo of America Inc. ™ and ® Treadmarks of Nintendo of America Inc.
©1981 TAITO/TAITO AMERICA ®* Trademark of TAITO/TAITO AMERICA




1. GAME OUTLINE

QIX first hit the video arcades in 1981. This exciting arcade classic is now ready
for you to challenge on your Nintendo GAME BOY. A new 2 PLAYER option
has been added to make this game even better!

In the 1 PLAYER game, you move the Marker to draw lines. Enclose as much
area as possible while being careful to avoid the QIX and Sparx- the lethal
enemies that move on and around the playing field. You must enclose a certain
portion of the screen in order to progress to the next round.

Using a Video Link™ cable, you can challenge a friend in the 2 PLAYER mode.
The first one to enclose a certain amount of area wins.
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2. CONTROLLER OPERATION
® Names and functions of parts

A Button
B Button

C}' Control Pad
SELECT Button

START Button

® Basic Button Operations

e ¢ » Control Pad
Moves the Marker along the boundary lines.
Selects settings when needed.
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e 2 Control Pad and A Button
The Marker draws a line at high speed. When you enclose an area, it turns
light gray. The bigger the area is, the more points you get.

e 7Control Pad and B Button
The Marker draws a line at low speed. When you enclose an area, it turns
dark gray. The score obtained is double what it would be if it were drawn at
high speed.

eSTART Button
Used to start the game.

®m Pause Function

To pause your game, push the START Button during play. To resume playing,
press START again.

eSELECT Button
Not used.

eOther Operations
If you press the A Button, B Button, START and SELECT all at the same time,
the game will return to the title screen. The top scores will remain in memory.
(In a 2 player game, both GAME BOY units need to be reset.)

*You can view the top 5 scores by pressing the B Button while the title screen
IS shown.



3. BEFORE STARTING THE GAME

1) Insert the QIX Game Pak into your GAME BOY and turn the power ON.

“Nintendo® ”’ will be displayed, followed by licensing information. The title
screen will then appear.

2) When the title screen is displayed, select either 1 PLAYER

or 2 PLAYER with the ¢ Control Pad and press the
START Button.

IFLAYER
dPLAYER
® 1990 Nisendo
1980 TALTO - TAITO ARERMCA

If the Video Link cable is not connected between two GAME BOY units, 2
PLAYER cannot be selected.

Turning the QIX sound off.

While you are playing this game, the QIX makes a noise as it moves around the
screen. If you wish to play the game without this sound, hold left on thec p
Control Pad when you press the START Button on the title screen.




4. PLAYING THE GAME
QIX can be played in 1 or 2 PLAYER mode. For information on the 2 PLAYER

game, see page 12.
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When the Sparx meter runs out, either the number of Sparx increases or the
Sparx get faster.



eCharacters
Marker: This is the character that you move with thec o
Control Pad.

QIX: An enemy character that moves around in an irregular
pattern in the play field.

Sparx: This character moves along boundary lines. If Sparx
touches your Marker, the Marker will be destroyed.




Fuse: When you are drawing a line, if you stop for a certain

amount of time, a Fuse appears at the start of the line

and will chase your Marker. If the Fuse touches your
Marker, your Marker will be destroyed.

Super Sparx: If you stay on a stage for too long, you will
hear a warning sound and the Sparx will
change form and will become more aggressive.




PLAYING THE GAME

eUse the Marker to draw lines that will completely enclose areas of the playing
field. When you close an area at the Marker’s faster speed, you get a normal
score. If you use the slow speed, you get double the normal score. Whenever
you enclose an area, the part of the playing field that the QIX is not in will
become gray.

*|n the top left of the screen, the clear percentage is shown. This is the amount
of the playing field that you must claim to advance to the next stage. When
you exceed this percentage, the amount over the required amount is multiplied
by 1000 and added to your score.

eYour Marker will be destroyed if the QIX touches a line
that you are in the process of drawing or if Sparx
touches your Marker. Your game is over when you have
no Markers left.
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*You get an extra Marker at 50,000, 100,000, 200,000 and 500,000 points.
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e|n the later stages of the game, sometimes two QIXs will QUK s® B

BNV

appear in the game field. If you can split the two QIXs into |
different areas, ‘‘SPLIT QIX’’ will be displayed. Though you i
will not get any bonus points for that round, the bonus E
points for the next round will be doubled. ‘f L

m TOP SCORE
If your score is in the top five, you can enter your initials by using thec
Control Pad and the A Button. Using the B Button will return you to the

previous character.
NOTE: The high scores will be reset when the power is turned OFF.
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5. HOW TO PLAY A 2 PLAYER GAME

The 2 PLAYER game is a new type of QIX. It’'s a game that takes a new set of
tactics.

Before starting you need:
o2 GAME BOY units

2 QIX Game Paks

1 Video Link cable

QIX Game Pak

Video Link cable

*Connect the Video Link cable as shown in the diagram. After checking that
both Game Paks are set properly, turn the power switch on both units ON.
eMake sure that both units display the title screen. Then have one of the

players select 2 PLAYER and press START. The person that starts the game
IS Mario, the other person is Luigi.
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Game mode select screen

On the game mode select screen, you can set the following options. (All
operations here are carried out on Mario’s GAME BOY.)

Move the cursor by using up and down on the ¢ Control Pad. To change any
of the values, use left and right on the c  Control Pad.

"GAME MODE SELECT

1Y SPEED 3

SFARY S5SPEED <

MARKER 5SFEED H
CSCLEAR 3% a0

END

QIX SPEED This changes the speed of
the QIX.
(1 =slow ~ 5=fast)

SPARX SPEED This changes the speed of
the Sparx.
(1 =slow ~ 5=fast)

MARKER SPEED This changes the
Markers’' speed.
(A =fast, B =slow)

CLEAR % This changes the clear percentage.
(35%, 40%, 50%, 60%)

When all options have been set, press the START Button or move the cursor to

END and press the A Button.
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How to play a 2 PLAYER game

Mario’s area % Number of Luigi’s markers left

Number of Mario’s markers left Luigi's area %

QX!

Luigi's area (light gray)

Luigi’'s marker

Mario’s marker

Mario’'s area (dark gray)

Standby limit meter

e|n the same field, the two players take turns and try to claim the greatest
percentage of area.
eThe player who first exceeds the preset clear % wins the round.
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*The first player to win three rounds wins the game.
*When the first round is completed, the win/lose screen is T vou wine

displayed. J
The player at Mario’s GAME BOY unit presses the A Button e =
to start the next round. m@]l:
e|n the first round, the player at Mario’'s GAME BOY goes
first. In the following rounds, the winner goes first.
*Your Marker is not destroyed if it comes in contact with an enemy before the
standby limit meter runs out.

® SURVIVAL MODE

In the 2 PLAYER game, if you set the clear % to 60%, you enter "‘survival
mode.”" In the survival mode, if one player has at least 40% or higher, the only
chance of that player losing is if his opponent’s Marker is destroyed three times.
This mode is extremely challenging!
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6. HINTS AND TIPS
Here are a few tips from the pros that can help you achieve a higher score.

* Clear the 99% barrier!
You get a special 50,000 point bonus if you can enclose 99% of the screen.
It's not easy, but well worth the effort!

* Enclose as much area as possible in low speed
If you enclose an area using the B Button, you get twice the points you would
get using the A Button. If you are after a higher score, enclose as many areas
as possible using the B Button.

*x Use SPLIT QIX
In some stages, two QIXs appear. Use the Marker to split the QIXs. If you
split them twice or three times in a row, then the bonus points for the next
stage will be tripled or quadrupled. If you can manage to use SPLIT QIX and
clear 99%, you can get a very high score!

* At the end of a 1 PLAYER game, Mario will give you a performance which
changes depending on your score. See how many different ones you can
achieve.
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

90-DAY LIMITED WARRANTY:

Nintendo warrants to the original consumer purchaser that this Nintendo 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 duning this 90-day warranty period, Nintendo will repair or replace
the PAK, at its option, free of charge.

To receive this warranty service:

1. DO NOT return your defective Game Pak to the retailer.

2. Notify the Nintendo Consumer Service Department of the problem

requiring warranty service by calling: 1-800-255-3700.
Our Consumer Service Department is in operation from 4:00 A.M. to
10:00 P.M. Pacific Time, Monday through Saturday (times subject to
change.) Please Do Not send your Pak to Nintendo before calling the
Consumer Service Department.

3. If the Nintendo Service Representative is unable to solve the problem
by phone, you will be provided with a Return Authorization number.
Simply record this number on the outside packaging of your defective
PAK (Be sure that your packaging is at least 4 inches by 6 inches as
many shipping companies will not ship anything smaller), and return
your PAK FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE,
together with your sales slip or similar proof-of-purchase within the 90-day
warranty period to:

In the United States:
Nintendo of America Inc.
Consumer Service Department 110-13480 Crestwood Place

4820-150th Avenue N.E. Richmond BC V6V2J9
Redmond, WA 98052 RA #
RA #

This warranty shall not apply if the PAK has been damaged by negligence,
accident, unreasonable use, modification, tampering, or by other causes
unrelated to defective materials or workmanship.

In Canada:
Nintendo of Canada Ltd.

REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY:

If the PAK develops a problem requiring service after the 90-day warranty
period, you may contact the Nintendo Consumer Service Department at the
phone number noted at left. If the Nintendo Service Representative is unable
to solve the problem by phone, you will be advised of the approximate cost
for Nintendo to repair or replace the PAK and will be given a Return
Authorization number.

You may then record this number on the outside packaging of the defective
PAK (Be sure that your packaging is at least 4 inches by 6 inches as many
shipping companies will not ship anything smaller) and return the defective
merchandise, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE,
to Nintendo, and enclose a money order payable to Nintendo. for the cost
quoted you. (Repairs may also be charged on a VISA or MASTERCARD credit
card.)

If after personal inspection, a Nintendo Service Representative determines
the PAK cannot be repaired, it will be returned and your 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 DATE OF PURCHASE AND
ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT
SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED
WARRANTIES.

The provisions of this warranty are valid in the United States and Canada
only. Some states/provinces do not allow limitations on how long an implied
warranty lasts or exclusion of consequential or incidental damages, so the
above limitations and exclusion may not apply to you. This warranty gives
you specific legal rights, and you may also

have other rights which vary between states/provinces.
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