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

Based on a motion picture screenplay written by
John Hughes and directed by Nick Castle.
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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
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NINTENDO ENTERTAINMENT SYSTEM. ALL NINTENDO
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It's hard to see why Mr. Wilson doesn’t appreciate
having an aspirin shot down his throat with a sling-
shot. After ?D IS the overalled, over-curious kid

~ from next d ly trying to help. He's crazy about
ving crazy), and he says
sto

Mr. Wilson
. Wilson'is "t e Id gal in the neighborhood.”

ves t hem an elp out, only one thing
alw YTHING.
putting mouthwash in
Mr. Wi spray, bathroom cleaner in his

uthwash and gum in his false teeth, it's not hard

e why Mr. Wilson’s worried about what might

N h pen to ruin the most important moment of his life.
front of F entire Garden Society, his rare orchid
will bloom for just

a few seconds and
then die, after a
40-year wait.

But the whole
town is unaware of the
slimy thieving maniac
who's lurking about.




Naturally, when Dennis finds Mr. Wilson'’s safe open and his
valuable gold coin collection missing, he has to run to the garden
and shout out the news. Too bad every eye is on Dennis
when Mr. Wilson’s rare orchid opens, shows its magnificence
and withers. Needless to say, Mr. Wilson is furious, and he lets
Dennis know in no uncertain terms that he doesn’t want him
around.

So Dennis decides to run away — but as he’s leaving, he
learns that his buddy Joey and his playmate-by-force, Margaret,
are both missing! Can Dennis find and rescue his long-time loyal
friend along with the doll-toting priss who calls him “the only
man | ever loved”? Can he find Mr. Wilson'’s coins and return
them? If he can do all that, everything will be great for every-
body (except Switchblade Sam), and that’s just how he wants it!
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. Then press START to go to the

‘ On the Options Screen, use the Control Pad to

n\e the selection arrow up and down. You may

hen alter the options by pressing the Control Pad left
ght. When you have your desired setting, select

Ito return to the Title Screen, where you can
sta ame.

e avaldole OpTons are as Sollovws

LEVEL:

Easy and Hard. Easy has 17 levels of play and
Dennis can take more hits before his courage runs
out and he loses a life. Hard contains six additional
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levels for Dennis to explore, but is not as generous
with his courage.

REST:

You can set the number of lives that Dennis will
have at the start of the game from one to nine.

KEY OPTION:

You may select the Control Pad layout that you
prefer to control Dennis.

AUTORUN:

If set to ON, Dennis will run rather than walk
when Left or Right is pressed. If set to OFF, controls
are normal.

SOUND:
Toggles between Stereo and Mono sc%nd.

BGM:

Plays tunes from the game.

Select EXIT to take you back to the
where you can start the game. \

'I‘tle Screen
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b ‘Control Pad Up: Enter Door/Climb Rope.
ontrc’ Pad Down: Duck.

| Pad Left: Walk Left.

Control Pad Right: Walk Right.

Button B: Jump.

Button Y: Run (while walking left or right).

Button A : Fire current weapon.
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Button X: Change weapon (once Dennis has
collected more than one).

Button L: Scroll screen left.

Button R: Scroll screen right.

Buttons L or R + Down: Scroll screen down.
Buttons L or R + Up: Scroll screen up.

The last four buttons can be used to check
out what hazards lie ahead or beneath Dennis’
current position.



Status Display

(S

_ Current
Score Lives Time  Weapon Courage

The following are displayed at the top of the
screen: Score, Lives, Time, Current Weapon and
Dennis’ Courage.

At the bottom is the number of Large Coins
collected and number of Small Coins collected.

NOTE: All end of level guardians have a blue energy
meter which is displayed at the bottom of the screen.
Dennis also has a red energy meter displayed opposite
the enemy meter.
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Dennis has to get the heck out of Mr. Wilson’s
house before he’s caught and sent to bed. Mr. Wilson
is madder than a hornet, and if he sees Dennis he’'ll
chase him down. If he gets sent to bed, he'll have to
start all over again. Before Dennis sneaks out, he has
to find where Mr. Wilson hid his slingshot and
peashooter. He’s gonna need them real bad.

Oh, and Dennis had better pick up all the coins
that Switchblade Sam dropped on his way out. He'll
need those large coins to get to the next level. And
there’s one small coin, surrounded by spinning coins,
which absolutely has to be picked up last — it's a
marker for the end of the level.




Levell 22 The Park
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gt Sections 1, 3, 4
| and 6

s

Hark, | thought |
S heard a lark in the
s Dark in the dark! Al
o the night creatures
are out in force:

g frogs and pesky bunnies.

ind all“five of the large coins while avoid-
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~ screeching birds, sho
ki

I'Here Ruff! Dennis finds his dog Ruff

ready to pull him in his little red wagon. He can reach
», th&lend of this section by avoiding more scary and
crazy crea::ﬁs, then using the wagon to reach
platforms which are too high to jump to.

Be Dubrovski

L

Something super scary is lurking in the playground!
It’s big, mean Betty Sue Dubrovski. Dennis will have to
dodge her as she swoops back and forth on her swing.
At the same time, he’ll have to shoot at her with one his
trusty weapons. Watch out — when she swings herself
into trees, she’ll pummel Dennis with acorns.
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Of all places, a trail of coins leads Dennis into the
cavernous and toasty Boiler Room, where he can’t
leave until he finds all the large coins. There are .
scenes from a year’s worth of nightmares. Ick! Look™
out for fireballs, hot coals, dripping hot water and
those nasty little fire goblins.

The Gym

Finally, a shortcut through the school gym —and
there’s Coach Beeferman, doing some late night exer-
cising. But yipes, this psycho phys-edfreak wants to
catch Dennis and make him do pushups! He's throw-
ing medicine balls and rolling baseballs at Dennis all {
around the gym. Maybe a pea‘shot just right will put
Coach out long enough for Dennis tg'escape.’ He!ll
have to use at least one of his weapuns just rrght
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Level 4 The Sewer

-----------------------------------------------------------
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il of coins leads Dennis down into
sewer beneath the streets, where there are globs
udge just waiting to plop on him. But as for those

Iarg coins, well, he can’t leave here without ‘em.

the end of the sewer there’s a large and

| fish blocking Dennis” only way out. He'll
1ave to use the rotating platforms to hop around and
dodge the fishy fish as it leaps out of the water. If
Dennis can just stun the fish with one of his weapons,
his way will be cleared for the final chapter of his
adventure.
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Dennis has got almost all of Mr. Wilson's coins, but
his greatest challenge lies within the woods, where he
must rescue Margaret and Joey from Switchblade Sam.

@ IR
Switchblade Sam

The vile and deplorable, not to mention smelly,
Sam has got Joey and Margaret tied to a tree. He:
holding them hostage in case anyone tries to s
from jumping the next train out of town with hi
of stolen goodies.

Sam is not about to be foilediby axki
pounds Dennis with a relentless barra

id, so he
of hard red
apples. Dennis’ only chance to stun Sam in

submission depends on using,his faithful w

If Dennis can defeat Sam, Mr. Wilson'y
eternally grateful — and Dennis will be th
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Throughout the game, Dennis can pick up several
items which will be helpful to him.

Extra Lives

These are obtained by collecting the “1-Up” icons
found around the levels.

Water Pis

_Dennis has t'a e
ies withinthe

rt of the game. It can stun
game - but not all of them.

some enem

Slﬂgsho

This can Mr. Wilson’s house and is an
excel rt-r weapon. It's very useful for
hittin w Dennis’ current position.

Pea-Shooter

This is also hidden in Mr. Wilson’s house, and no small
4 bxwoufd be complete without one! It has a longer
range than ghe slingshot, as it fires in a straight line.

Dennis can collect the wrapped pieces of candy to
eplé his courage meter.
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Points are awarded as follows:

Removing Enemies: 250 points
Big Coin Collected: 5000 points

Small Coin Collected: 500 points
Level Complete: 10,000 points

Nnts and T;Ps
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e Dennis should look before he leaps! Scrolling the ‘
screen can reveal the obstacles around his curre

7
position. e

®

e Study the movement of Dennis’ opponents a
avoid them accordingly. Haste can be cost

* |f Dennis makes contact with any opponent, he
can use his momentary inv e&; hen he
flashes) to gain ground or to'reach'a s

r position.
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* Different opponents are erable rent '
weapons, while some are invuln
attacks. Be careful!
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Ocean of America, Inc. warrants to the original purchaser only that the game pak
provided with this manual and the software program coded on it will perform in
accordance with the descriptions in this manual when used with the specified equip-
ment, for a period of 90 days from the date of purchase. If this program is found to
be defective within 90 days of purchase, it will be replaced. Simply return the game
pak to Ocean of America, Inc. or its authorized dealer along with a dated proof of
purchase. Replacement of the game pak, free of charge to the original purchaser
(except for the cost of returning the game pak) is the full extent of our liability.

THIS WARRANTY 1S INGLIEU O OTHER WARRANTIES, WHERE ORAL OR WRIT-
TEN, EXPRESS OR | ED. IMPLIED WARRANTIES, INCLUDING THOSE OF
FITNESS

- MERCHANTABIL D A PARTICULAR PURPOSE, IF APPLICABLE,
ARE LIMITED IN DURATION TO 90/ DAYS FROM THE DATE OF PURCHASE OF THIS
PRODUCT.

Il not be liab incidental and/or consequential dam-
ages for the br orﬂw_:i warranty including damage to proper-
law, damages for personal injury, even if Ocean
of the possibility of such damages. Some states
imitation of any incidental or consequential damages

arranty shall not be applicable to the extent that any provision of this warran-
ohibited by any federal, state or municipal law which cannot be pre-empted.
4 This'warranty gives you specific legal rights and you may also have other rights

to state.

which vary from :r
an of America, Inc. 1855 O'Toole Ave., Suite D-102, San |ose, CA 95131.
408 0201.
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HERE’S YOUR

SPECIAL SAVINGS OFFER

ON THE DENNIS THE MENACE
SUPER NES AND GAME BOY VIDEO
GAME AND THE WARNER HOME VIDEO




WATCH THE MOVIE...
PLAY THE GAME...

AND SAVE $5.00!

SEE CERTIFICATE FOR DETAILS.

OFFICIAL $5.00 MAIL-IN REBATE FORM

To Receive Your $5.00 Rebate By Mail:

1) Send your dated cash register receipt (original or photcopy) with store

2)

name and purchase price circled for one (1) Warner Home Video
“Dennis the Menace” videocassette with the UPC (barcode) number
written on the back of the register receipt, plus,

Your dated cash register receipt with store name and purchase price
circled for the “"Dennis the Menace” video game, plus

3) This original completed mail-in certificate to:

DENNIS Rebate Offer
c/0 Ocean of America, Inc.
1855 O’'toole Avenue, Suite D102
San Jose, CA 95131
NAME (PRINT)

ADDRESS

CITY

STATE ZIP

Rebate offer expires April 30, 1994. Offer c%md only in the U.S.A. Proofs of purchase submitted
with this request cannot be used in conjunction with any other Ocean of America offer. Offer
limited to one per family. Heguests._ from clubs, groups or organizations will not be honored,
acknowledged or returned and the right is reserved to confirm identity. Duplicate or invalid
requests will be rejected and will not be returned. P.0. Boxes willnot be honored. Allow 4-6
weeks for receipt of your check in the mail. Void where prohibited, taxed or restricted. This
certificate mayr not be mechanically reproduced, assigned or transferred and must accompany
your request. This offer may not be published in any refunding magazine or bulletin. Sponsor not
responsible for late, or misdirected mail. All requests must be received by April 30, 1994,
Requests received after that date will not be honored.

The UPC number on the back of the videocassette is located in the upper left-hand comer.

© 1993 Ocean of America, Inc. © 1993 Wamer Bros. :
Dennis the Menace is a trademark of Hank Ketcham Enterprises, Inc. All rights reserved.



OCEAN OF AMERICA, INC.
1855 O'Toole Avenue, Suite D-102
San Jose, CA 95131

© 1993 Warner Bros., DENNIS THE MENACE is a trademark of Hank Ketcham Enterprises, Inc. All rights
reserved. Ocean Software authorized user. Ocean is a registered trademark of Ocean Software Limited.
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