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B Seal of Quality

This officisl seal is wour asserance
that HINTENDO® has reviewed this product
and that it has met owr standards for
axcellence in workmanship, reliability and
entertainment valee. Ahwvays ook for this seal
whan buying games and accessores o
ensura complate compatibility with your
NINTEMDO ENTERTAINMENT SYSTEM=

SAFETY PRECAUTIONS

1. This Game-Pak is a very fine instrument.
Keep it away from very high temperature and
mechanical shock at all times. Never dis-
assemble it for any reasan.

2. Mever getthe terminals wet or touch tham
with your bare hands. This could cause
damage.

3. Do not clean the case with solvents of any
kind, such as thinner, benzene, alcohol, ete.

4. If you play the game for a long period of
time, please take a short rest of 10 ta 15
minutes, about every 2 hours, for your health.

CONTENTS

LI ) DG OO Lt s s s T e 1
Operating Instructions/Controller Parts ............ 3
Starting the Game ... esnsenepeans &
Choosingthe Ble ...t o wsmseraimn
T BT S e, Sl Pl L LA e 4
Playing the BamME.....cceismmsmmsmsessssssmsesesressenssssnes 5
summary of Commands........omeecererersrssenenes 1
i1 ] ) et SR e s SR S
The SEIEHGY.. ..... .o i 13
The Save Command ..o 13
Resuming a Saved Game ..., 14
FCC Requlations ...........ommersrssmssassssmsssmmsassssrvons 15

LTy 1 e S S = P

LICEMSED HY HIKTERGD"
FORPLAY OR THE

ERTEATRINMENT
SYSETEM

NINTENDO® and MINTEMODO ENTER-
TAINMENT SYSTEM® are trademarks
of Nirtendo of America Ing, Game-Fak
[MES-GP); DMaja Vi, A Mightmare Comes
Trae™ 5 & trademark of 1IC0B Simulatans,
Inc. and is seed with permission. Licensed
in conjurctien with JPE 01905, ¥290 IC0M
Simulations, Inc.; 31980 KEMCO




T DERR Sy (L VAT,
ou emerge from a

groggy stupor and

find your right palm
covered with dried blood.
Hmmm...no wounds...
must be someone else’s

blood. The pain in your left

e ]
forearm grabs your atten-

tion and you notice a tiny
puncture. Is this from
some type of injection?
Your heart skips a beat as
you realize that you can't

remember who you are!




COMTROL Pa

NAMES OF CONTROLLER PARTS AND
OPERATING INSTRUCTIONS:

Only controller 1is used for this game.

Control Pad:
Used to move pointer on screem.

SELECT Button:
Mot used.

START Button:

Used to start the game.

A Button:
Used to make a selection with the pointer. Also used to
read the next part of a message

B Button:
Used to deselect commands.
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HOW TO PLAY:

Starting the Game:
Whenthe Déja Vu title screen appears, press START 1o
begin the game,

Choosing the File:

After pressing START 1o beqin the game, you will sea a list
of three possible FILES, The three files l6t you save the
status of three different games. Use the cantral pad to move
the bullet to the file you would like 1o use, When you first
ngin yaur quest, each of these files will be marked NEW
indicating that each is & new game. As vou advance
through the game, you may save your current pasition so
that you can resume your game at a later time.

The Ohjective:

You have awakened to realize that you can’t remember who
you are, Were you injected with something? I you have
amy hope of surviving, you've got to figure out who you are
and what is g-i~g Ja. if that blood on your hand isn't yours,
whose isjt? © by, if you are killed in your quest, you'll
have the opta. rsuming your game where you left off:
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Playing the Game:

Déja Vu is a graphic adventure game which you control us-
ing the various windows on sereen. When you first begin
the game, you will be given some important infermaton in
the Text window at the bottom of the screen. Press the A
button to wiew the next part of the message. You can also
press the & butten whila the message is being written 10
more quickly display the text. After viewing the last part of
the message, you will se the main game screen which is
divided into three parts or “windows.” Let's lnok at each of
these windows and then we'll show vou how to use them to
get started.

The Views windowr in the upger. laft of your screen gives you
a3 ook at your surroundin v Appears at
the bottom of your sore tinforma-
tign far you 1o read Rr >

manipulate objects and me i

When you first sweken you will find yoursell in a restrogm
stall. In front of you hangs a tan trench coat. Let's examing
the wench coat. Use the control pad to move the pointer to
the box next to the EXAM. command in the Command win-
dow. Press the A button to choose the EXAM. command.
The box will turn Mack to cenfirm your selection,

Mext, use the control pad 1o move the peinter up until it is
over the trench coat in the Viewr window, Press the A bitton
1o examine the rench coat. You will be given a description
of the trench coal. The EXAM. command i5 one af your best
tools for invastigating your siergundings.

You hav.

you are. Wr

amy hope of sury,
and what is g=ing
whose is it? =
hawe the opti

Ba SR LTEHT DE0ET TETEe
AT TEET PATEHE S V0
O R,




When you press the A button, the second part of the mes-
sage will be shown,

Looks like there may be somathing of use in the pocket of
the trench coat Let's take the trench coat and look inside
the packet. Press the A button to indicate that you are fin-
ished reading the message, The Command window: will
ONCE 30ain appear

Mave the pointer to the TAKE command and gress the A
button, Mext, move the pointer up to the View window until
itis over the trench coat and press the A button. You will
recaive a message confirming that the coat has been taken.
Press the A buttan to return to the Command windows.

You will now see a COAT listed in the GOODS page of your
notebook in the upper left part of the window.

Having taken the trench coat, you will now see a 38 re-
volverin a holster hanging in front of you. As the message
indicates, this will probably be handy! Press the & button to
return to the Command window,

The TAKE command will still be selectad. To take the gun,
move the pointer to the gun and press the A button. You will
receive & message canfirming that yeu have taken the gun
and it witl appaar in the GOODS page of your notebook.

Nowe let’s look inside the pocket of the trench coat, Move
thix pointer to the box next to the OPEN command in the
Command window and press the A& button. Mext, move the
paointar o the box next to the COAT in the GOODS page of
your notebook and press the A button. You will receive a
message confirming the opening of the packet. Fress the
A button again to clear the message.

Yaur motebook will now show a page listiag the contents of
the coat pocket.

Some of these items will probably be useful, but only if we
et out of this restroom stalll

The OPEM command should still be selected. Move the
gointer to the door of the stall straight in front of you and
prass the A button. You will receive a message confirming
thie opening of the door and you will now be able to see into
the other part of the restroom. O, let's get out of here!
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Press the & butan to return to the Command window. Move
the padnter to the MOVE command and prass the A bution
The box just below the MOVE command gives you an aver-
head view of any aveilable exits from your current position.
Move the pointer down 1o the blue bax in the area just be-
lows the MIOVE command and press the A button. You wall
then move out of the stall and find yourself in the middie of
the restroom. Befare you is another door. Perhaps you
should open it and see what lies beyond. Or maybe you
should examine the other items in this room more carefully.
The restis up to you! Good kuck!

The other commands work similarly w the ones you have
already used. The lollowing section conatams a summary of
all the commands. .

Summary of Commands:

EXAM.  This command allews you to examine abjects in
thee View wandow, This is the best way to get in-
formation on the objects you see. it will help you
determing which objects are important,

SPEAK  Use this command to talk to the ather characters
yOu May encounter.

HIT Use this command to strike a forceful blow
against someone or somathing.

CLOSE  Used to close objects that have been openad.

OPEN Used to open doors, pockets, boxes, and other
containers. You can also use this to open items
thiat appear inthe GADDS page of your notabaok.

TAKE Use this command to pick up an object. After
taking an object, it will appear on the GODDS
page of your notebook

10
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LEAVE

USE

This command lets you try 1 drop an ohjgct at
your current location. You can do this to lightan
your load or to discard an item that iz no longer
of use.

This command lets you use an object that you are
carrying. The objects you are carrying are listed
an the GOODS page of your notebook. To use an
object, first chowse the USE command. Mext,
move the pointer 19 the object you want to use on
the GOODS page of your notebook and press the
A button. If this object is to be used on another
pbject, you can then move the pointer inta the
View window ta choose the object that should b
acted upon. ln this way you can use a gun
against an assailant for example. This command
15 also useful for consuming tood or drink.

MOVE

This command permits you to move through your
environment. To use the MOVE command, first
move the pointer to the MOVE command amd
press the A butten, You can then specify where
you would ke to move by positioning the ponter
over one of he available axits. Available exits
ara shown in the box below the MOVE com-
mand. This is a top down view af your present
lacation. You may also specify where to move by
mioving the painter to the desired exit in the View
window and prassing the A button. Each time
¥Ou move to a new lecation, you will be given a
description of your surreundings

12
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The Motebook:

The Notebaok windows shows you an inverntory of the tems
or notes you are carrying. Only one page of the notebook is
visible at a time. You can use the Left and Right arrow baxes
in the Command window to turn the pages of your notebook.

The Self Box:

The SELF box lets you use an object on yourself, For ex-
ample, to drink & glass of selzer, you would first TAKE it so
that it shows up in the GODDS page of your notebook. Mext,
you would chaoze the USE command, select the seltzer
from the GOODS page, and fastly choose the SELF box to
use the seftzer on yourself.

The Save Command:

You can save your current statug by selecting the SAVE
command. This wall allaw you ta resume your game at an-
other time,

Resuming a Saved Game:

After pressing the START button to begin your game,
thoose the FILE to which you had previoushy saved your
game. You will then be given three choices:

COMTINUE  lets you resume your previously saved game,
EXIT lets you cancel your choice.

MEW GAME  lets you start the game from the very begin-
ning. However, this will grase your prawvi-
ously saved gamel!

14




COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency anergy andif notinstalled and vsed properly, that
is, in strict accordance with the manufacturer's instructions, may cawse interference to radic and
television reception. ithas been type tested and found to comply with the limits for & Class 8 computing
device v accordance with the specifications in Subpart J of Part 15 of FCC Rules, which are designed
to provide reasanable protecton against such interference in & residential installation. However,
there is no guaranter that interferen ce will not eccur in a particular instaflation. If this equipment does
cause interference to radio or television receptien, which can be detarmined by turning the equipment
off and on, the user is encouraged to try to correct the interference by one or more of the following
mEasuras:

- Regrient the receiving antenna

— Palocate the NES witl respect 10 the receiver

- Move the NES away from the receiver
Plug the NES into a different outlet so that Control Deck and
receiver are on different circus.

It necessary, the uger showld consult the dealer or an experienced radigftelevision technician for
additignal suggestions. The user may find the following bookidt prepared by the Federal Commasnica-
tion Commission helphul;

How to (dentify and Resofve Radia-TV interference Probloms

This booklet iz available from the U_S. Govermment Printing Office, Washington, 0.C. 20402, Stock No.
(H04-D00-003495-4
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20000 BMarnner Avenue
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1-BUA-46.2- 5040

In CA 213-373-B137

1930 Kemco

A\ WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Do not use a front or rear projection television with your
Nintendo Entertainment System® (“*NES'') and MES games.
Your projection television screen may be permanently
damaged if video games with stationary scenes or patterns
are played on your projection television. Similar damage may
occur if you place a video game on hold or pause. If you use
your projection television with NES games, Nintendo will not
be liable for any damage. This situation is not caused by a
defect in the NES or NES games; other fixed or repetitive
images may cause similar damage to a projection television.
Please contact your TV manufacturer for further information.

Printed in Japan
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