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INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY
BEFORE USIHG YOUR NINTENDO® | HhRDWﬁFIE SYSTEM OR
GAME PAK.

] 3 71-1."5 official seal is your assurance that Nintendo has
Official approved the quality of this product. Always look for
— this seal when buying games and accessories to ensure
(Nintendo) complete compatibility with your Super Nintendo
Seal of Quality Entertainment System. All Nintendo products are
licensed by sale for use only with other authorized
products bearing the official Nintendo Seal of Quality.

LICENSED BY

MADE IN JAPAN. NINTENDO, SUPER NINTENDO ENTERTAINMENT
( N i nien d O) SYSTEM AND THE OFFICIAL SEALS ARE REGISTERED TRADEMARKS OF
- NINTENDO OF AMERICA INC. © 1991 NINTENDO OF AMERICA INC.

Thank you for purchasing Electro Brain Corporation'’s original
Tony Meola's Sidekicks Soccer! The excitement kicks off!

Introducton ......iis:.:
Starting the Game
How to Play

World / City Mode..
Coaching Mode
Season Play Mode.......
The Tournament .....
Team Ratings ...........
Helpful Hints ............




The roar of the crowd after an incredible bicycle-
kicked godal, the thrill of shouldering your way past
an opponent, or the sheer fear of your hard-driving
competition’s feet is your motivation. It's you against
the rest of the world, choosing from 32 City or 32
World soccer Teams. Are you up to the challenge”?

You might be if you use your head (but not your
hands).

Do you have the strength, speed and the skill to rise
to World Champion? Let's find out.




Insert your "Tony Meola's Sidekicks Soccer'™ game
pak into your Super Nintendo Entertainment System.
Mcake sure the power is on. After the title screen
appears a demonstration mode of a soccer game will
begin. If you are ready to begin, press the Staut-
button. The screen before you now is the Game
Selection screen.
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This screen allows you to decide whether you want to
play in the Exhibition, Season or Tourncament modes
of play. Passwords for continuing play may be
entered here as well.
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If you have chosen the Exhibition or Season mode,
you will enter the Player Selection screen. If you cre
in the Tournament mode, you will see the Title
Selection screen (to be described later).

You will now select either head-to-head, player vs.
computer, or computer vs. computer play. Note the
flashing ring cround the box. When you have
decided which mode you want to play use the
control pad to move the ring to the desired mode and
press the A-button. You will now enter the Level
Selection screen. Note: if you wish to return to a
previous menu screen press the B-button.




This screen allows you to decide whether you want to
play World or City competition. Both the World and
City modes have 32 teams to select from but World
Competition is the most challenging. When you have
made your decision, press the A-button. You will now

enter the Regional Selection screen and select from
four regions ranging from Eastern and Western U.S. to
European City Clubs.




! WORLD/CITY MODE [PS¥

You will now decide on the city you wish to control.
Use the control pad to scroll your selections up or
down. Once you have decided, press the A-button.,
You must now do the same for either your human or
computer opponent.

In the World Mode you will select the country your
player will represent. As with the City Club Mode,
you must use the control pad to scroll through the
countries and press the A-button when you decide.

Once the cities or countries of the teams have been
decided, you move to the Match Parameters Screen.

B
¥,
N
S

i o
i
i q.lx et
e

.y

Difficulty
Selection

Speed
Selection

Boston

This screen allows you to decide upon the Match
length, speed and difficulty. Using the control pad,
move the flashing ring to the parameter you wish to
change. On the bottom level is your speed selection.
This feature determines how fast the ball and the
players move on the field, the turtle being the slowest




cnd the cheetah, the fastest mode of play. Above the
speed selection is the match-length selection
represented by an hour-glass with a number on it.
The numbers are the minutes that each match will
last. Above the match-length selection icon is the
difficulty selection icon. This mode, represented by
varying sizes (and strengths) of legs, allows you to
handicap either yourself or your opponent by
wedakening the strength, skill and speed of either
team. Once you have made all your decisions, press
the A-button. You will now enter the Coaching
Screen.

The Coaching Screen allows you to decide the types
of corner and direct kicks a player will use, your field
formation, as well as the stcrting line-up. You may
enter the Coaching Screen and change any of these
at any time during play by pressing the Select
button.




CORNER KICKS

Corner kicks are given : mlm"‘ L —
when a team kicks the E . ™ *
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line. There care three types
of corner kicks. The nec-
post, the far-post and the
short corner kicks. The
near-post corner will shoot the ball toward the necr
corner of the goal, the far-post comer will shoot the
ball harder, toward the far corner and the short
corner will shoot the ball toward a team-mate in front
of the goal.

DIRECT KICKS

Direct kicks are penalty

kicks given for fouls (such

as tripping). There are

three types of direct kicks

to choose from: the

bcnana kick, the loft and

the pass. The banana kick

lobs the ball in a curving crc over your opponents,
the loft lobs the ball directly over your opponents cnd
the pass directs the ball toward a team mate.
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TEAM FORMATION
The different layouts are:

determine the
players on the field.




The first number represents the number of defenders in
your formation, the second the number of midfielders
and the third, the attackers (you always have one
godlie). For example, the 3-5-2 formation would give
you a field formation with three defenders, five
midfielders and two attackers. Each formation has its
advantages, the 4-4-2 gives the player a crack defense
in critical scoring

situations while the 4-3-3

1s a juggerncaut offense.

TEAM PLAYERS

This mode presents a

roster of all 16 players

on your team, their

position (defender,

midfielder, goalie or attacker, indicated by a D, M, A,
or G), as well as a list of which players are on the field
(those listed in the top box) and which players are on
the bench (those listed in the bottom box). Each player
has his own personal strength, speed and skill ratings.
To check the ability of each of your players move the
flashing ring left with the control pad. Note the icons
that appear in the top right corner.

The top icon represents the player's speed, the middle
icon his strength and the bottom icon represents his
skill. The player's speed is rated at turtle, horse, and
cheetah speed. Turtle speed is the slowest.




Note: Although turtle speed is the slowest cnd cheetah
speed is the highest, some players in the turtle speed
are worse than others and some in the cheetah speed
are better. This applies to the strength and the skill of
players as well. Test some of the players and find out
who is best.

The middle icons represent the player's strength. The
player’s strength is rated as a handgun, arifle, or a
cannon (in which case the player’s legs can lcunch
the ball to Mars).

The bottom icons, represented by graph bars and a
picture of the athlete performing a maneuver, indicate

a player's skill When the high graph bar is
highlighted, the player is skillful and when the short
graph bar is highlighted, the player is less so. These
icons represent how accurately he passes and how
effectively he can perform the devastating bicycle
kicks. Only ihe most skilled players are capable of this
mameuver,

To move a player from the bench onto the field, press
the A-button on the player you wish to remove from
the field. You may now move your catow selector into
the bottom box. When you have found the player you
want on the field, press the A-button again and the
players will be switched.




In the Season Play mode, the selection process is the
same as the Exhibition mode except that, in the one-
player mode, you do not need to select teams for
both players. Once you have exited the Player
Selection Screen you will see a ratings chart.
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This chart shows you League’s standings: games
played, wins, losses, draws, and points ecarned. You
will play 14 weeks (14 games) against each team,
both home and away, and at the end of the season
the top two teams play for the League Championship.
If you are good enough to win the League
Championship you move on to play the top teams (in
3 rounds) for the Club Championship.




At the end of the Season, you are given the option to
save your game (indiccted by the password icon
shown here:

e
DDODOD 0000 DoDoo00
Y

Record your password if you wish to stop now. When
you wish to return to your game choose the password
icon at the beginning of the game and enter your
code.
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The tournament may be played at three levels, the
World level (Gold Cup), Club Champions level (Silver
Cup), or the City Club level (Bronze Cup).

Teams are once again

divided into regions with

each team playing the

other teams in the region

and the top two teams

advancing into a series

of single elimination

matches against the

other world or city

teams. Between each match in the tournament you
care given the option to save your game. If you wish
to do so, follow the procedure described in the Season
mode.

Tournament competition is fierce. Each team wants
the title as much as the other. Still, a player’s skill tells
all and, in the end, your point score is the true
measure of how good you really cre. There are two
ways to increase your point score. The first is to play a
more difficult level (World level as opposed to City
Club level). The second is to take control of a lower
ranked tearn. Almost anyone can win with the
number one ranked team. Do you think you can ever

be good enough to take the last ranked team to the
top? Who knows?
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The controls have different functions for both offense
and defense.

The control pad moves the white highlighted player
for offense and defense. The rest of the buttons
function as follows:

OFFENSIVE CONTROLS (used when your team has
possession of the ball):
— Pass to a highlighted player
shoot
Field kick
Centering kick
L & R — Curves all shots but the pass either to the

left or the right.

LEFT OR “L” BUTTON

CONTROL PAD




A
TR

¥4 THE TOURNAMENT PSSk

THE PASS—pressing the A-button when your team
has possession of the ball will pass the ball to a team
mate marked by a colored diamond above his head.
A green diamond indicates likely success, yellow
indicates risk and red indicates extreme risk. The
computer cutomatically chooses the closest
teammate in “front” of the direction your (white
highlighted) player is facing. The diamond'’s color will
change as the danger in the passing lane changes.

THE FIELD KICK—pressing the X-button activates the
field kick. The field kick is a hard, high and less
accurate kick used to move the ball long distances
and take the ball quickly down field.

CENTERING KICK—pressing the Y-button activates
the centering kick. The centering kick is used to
position the ball in front of the goal and to set the ball
up for headers or bicycle-kicks into the goal.

SHOOTING—pressing the B-button will shoot the ball
toward the goal. The control pad controls the
direction that the ball will head towcard the goal
(straight, high, low, left or right).

DEFENSIVE CONTROLS (used when your opponent
has possession of the ball):

A—Switch to closest defensive player

B—Attempt a tackle




TOURNAMENT

SWITCHING PLAYERS—Pressing the A button
switches the defender that the player controls to the
player in the closest defensive position against the
opposition.

TACKLING—Tackling is usually a last resort for
defenders to stop the offensive movement of the ball,
and is activated by pressing the B-button. The
possible results of the tackle are: no effect, ball
knocked loose, ball knocked loose and offensive
player knocked down, ball not knocked loose and
offensive player knocked down (a foul); and ball not
knocked loose and offensive player injured (bad
foul). Once again, tackling is risky, if you miss, it is

hard to regain your defensive position. Even if you
succeed the chance of fouling your opponent and
giving him a penalty (direct) kick is high.




The team ratings are divided into World Champion
and City Club ratings and are determined by the
total skill of an entire team (team with players of the
highest skill, strength and speed is the best while the
team with the least skilled team is last). Keep in mind
that choosing to control a less skilled team increases
your point scores at the end of seasons and
tournaments.

WORLD TEAMS:
(From most to least skilled)

. Brazil 17. Poland

. Germany 18. Peru

. USA 1¢. Sweden
Jtaly 20. Australia

. Argentina 21 Norway

. Switzerland 22. Nicaragua
. England 23. Cameroon
24. Netherlands
25, Canada
26. Russia

. Mexico 27. Romania

. Belgium 28. Finlend

. Ireland 29. Japan

. Pakiston 30. China

. Greece 31. Nigeria
. Austria . France

1
2
3
4
5
6
7
8.
9.




CITY CLUB TEAMS:
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. Milan

. Salt Lake

. Boston

. Marseille

. Los Angeles

Atlanta
Miami

. Chicago

. Mexico City
. New York

. Liverpool

. Manchester
. Pittsburgh

. Glasgow

. Havana

. Frankfurt

. secrttle

. Toronto

. St. Louis

. Orlando

. Dallas

. Veracruz

. Madrid

. Rome

. Houston

. Cincinnati

. New Orleans
. Washington
. Minneapolis
. Detroit

. Phoenix

. San Francisco




While, ultimately, it is up to you to become good
enough to take your team to the World
Championship, here are a few pointers:

Pass the ball (when it is safe) from one side of
the field to the other, since defenders on the
other team often move toward the side of the
field with the ball.

Avoid tackling, except as a last resort.

Play with less skilled teams to increase your
point score.

Experiment with some of your more skilled
players (Those with a cheetah for speed, a
cannon for strength and a high graph bar for
accuracy) to find out who is actually the best.

When you get in trouble try to pass the ball to
the sidelines. The sidelines care safer than the
middle of the field beccause you can only be
attacked from three directions instead of four.




Electro Brain Corp. warrants to the original purchaser of this Electro Brain
Corp. software product that the medium on which this computer program
is recorded is free from defects in materials cnd workmanship for a period
of ninety (90) days from the date of purchase. This Electro Brain Corp.
software program is sold "as is,” without express or implied warranty of
any kind, and Electro Brain Corp. is not liable for any losses or damages of
any kind resulting from use of this program.

Electro Brain Corp. agrees for a period of ninety (90) days to either repair
or replace, at its option, free of charge, any Electro Brain Corp. software
product, postage paid, with proof of date of purchase, at its Factory
Service Center.
To receive this warranty:
1. DO NOT return your defective Game Pak to the retailer.
2. Notify the Electro Brain Corp. Factory Service Center at 573 East
300 South, Salt Lake City, Utah 84102 (801-531-1867). When you
write to us, please provide us with your phone number and a

brief explanation of what appears to be wrong.

This warranty is not applicable to normal wear and tecr. This warranty
shall not be applicable and shall be void if the defect in the Electro Brain
Corp. 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 ELECTRC BRAIN CORP. 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. IN NO EVENT WILL ELECTRO BRAIN CORP. BE LIABLE
FOR ANY SPECIAL INCIDENTAL, OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS ELECTRO
BRAIN CORP. SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty
lasts and /or exclusions or limitations of incidental or consequential
damages so the abowve limitations and /or exclusions of liability may not
apply to you. This warranty gives you specific rights, and you may also
have cother rights which vary from state to state.




Electro Brain Corp. proudly announces the coming attractions.

BEST OF THE BEST CHAMPIONSHIP KARA

For the Super Nintendo Entertainment System, Nintendo Entertainment
System, and Game Boy! Finally, the ultimate marticl arts simulations
utilizing all styles of Karate and actual digitized graphics of true would-be
world champions. Study your opponents and jump into the Training
Mode. In the Select Hits Mode, choose from over 55 moves and program
them into your “style”. Take 'em all on, maybe you'll be invited to the no
holds barred Kumate where much can be both gained and lest. The
challenge awciits!




ASTERIX THE GAUL™

In the yecr 50 B.C. Gaul was entirely occupied by the Romamns. Well, not
exactly . . . One small village of indomitable Ganls still held out against
the invaders. These courageous, tough, stubbom, gregarious, rowdy. and
merry Gauls cre led by the mighty Vitalstatistix end protected by the
legendary heroes Asterix and Obelix. Then, one day, shocking news
came . . . Obelix had been taken by the Romans and was being led to
Rome to be thrown to the lions . . . poor things! Asterix must search the
wide expanses of the soon to be Roman Empire and find his friend. Travel
Gaul, the Swiss Alps, Greece, Egypt. Rome, and more! Fight against
pirates, pharaohs and barbarians and ect wild boar. The future of Gaul
lies in your hands. Save Obelisk, free Gaul, defeat the forces of Gaius
Julius Caesar and rewrite history! Available for the Super Nintendo
Entertainment Systern, Nintendo Entertainment System, and Game Boy!




BOXING LEGENDS OF THE RING™

For the first time ever, eight of the world's most legendary middleweight
boxers, Sugar Ray Leoncrd, Roberto Duran, Thomas Hearns, James Toney,
Marvelous Marvin Hagler, Jake LaMotta, Sugar Ray Robinson, and Rocky
Grazicmo collide in gigantic proportions, in Boxing Legends of the Ring!
This is the decisive boxing simulation, featuring a revolutionary in-ring
perspective and knockout graphics!

Each fighter uses his own authentic style with seven power-packed
punches and three pulverizing super-punches in their arsenals. The time to
wage war has arrived! Throw uppercuts, right or left crosses and
devastating body blows! Bob and weave, clinch and block. Analyze the
end of the round stats to enhance your performance.

Select from any of these eight legendary fighters or create your own
legend. Home your fighting skills to ecnnihilate your opponents in any of
three modes of game play. Select the Exhibition or Career Modes to master
the art of boxing. If you ecrn legendary status you will enter the Battle of
the Legends Mode, allowing up to eight-person simultcneous play ageinst
aquthentic or custom designed Boxing Legends of the Ring!

Do you have what it takes to become a Boxing Legend of the Ring?
Accept the challenge, in the end you'll be more than a champion, you'll
be a legend Special Password feature included! Available for the Super
Nintendo Entertainment System.
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foot Locker

As an added bonus for purchasing this Foot Locker-
sponsored video game, we are pleased to offer this
$5.00 discount. You may redeem this coupon at any
Foot Locker, Lady Foot Locker, Kids Foot Locker or
Athletic X-Press store from now until April 30, 1994
for $5.00 off any purchase of $35.00 or more on
regularly-priced merchandise. This coupon may not
be used with any other discount or sale and is valid
for one visit only.

MAMNAGER KEY CODE 20




() YES, I'd like to subscribe to
Sidekicks, America’s premier
soccer magazine! I'll get 6
action-packed issues for just
$15.94.

O Plus, enter me in Tony
Meola’s “Dream of a Lifetime”
Soccer Sweepstakes.

SIGN UP FOR A MULTI-
YEAR SUBSCRIPTION
AND GET A FREE GIFT!

Expires 12/31/94

() Sign me up for a two-year
subscription for only $29 and
send me a men'’s, women's or
child’s (circle one) sports quartz
digital watch as my free gift.

O Sign me up for a three-year
subscription for only $41 and
send me a Sidekicks ‘squeeze-it’
bottle as my free gift.

FOR EASY TOLL-FREE SUBSCRIPTIONS
CALL 9 - 9:00 PM. M-F EST
TO ORDER CALL
1-800-938-5588
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