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bﬂk for this seal on all software and accessories
for your Nintendo Entertainment System. It repre-
sents Nintendo's commitment to bringing you only
the highest quality products. Items not carrying
this seal have not been approved by

Nintendo, and are not guaranteed

to meet our standards of

excellence in workmanship,

reliability and most of all,

entertainment value. |

Thank you for selecting the Nintendo Entertainment System® |ce
Hockey Pak.

OBJECT OF THE GAME/GAME DESCRIPTION
lee hockey is hard hitting, fast-action competition. Each team tries to put
the puck into its opponent’s goal. A game consists of three periods, and the
team with the most points at the end of the game wins. When the score is
tied at the end of the three periods, the game is decided with penalty shots.
If the score is still tied following the penalty shots, the game goes into over-
time without goalkeepers.

At the start of the game, and at the start of each period, one player from each
tearn goes to the center of the rink for a “face-off.”” From there on out, it's
non-stop mayhem on the ice, a battle to the end. Wull you be the champmn7

F‘Iease read this instruction booklet to ensure proper handling of your new game,
and then save the booklet for future reference,

) 1988 Nintando of America Inc.



1. PRECAUTIONS

1} This is a high precision game. [t should not be stored in places that are very
hot or cold. Mever hit or drop it. Do not take it apart.
2} Awvoid touching the connectors, do not get them wet or dirty. Doing so may
damage the game.
3} Do not clean with benzene, paint thinner, alcohol or other such solvents.
Mate: In the interast of product improvamant, Nintendo Entertainment Systern spacifications
and design are subject to change without prior notice.

2. NAMES OF CONTROLLER PARTS AND
OPERATING INSTRUCTIONS

3%
Controller 1/Controller 2 —4r Control pad
Controller 1 — for 1 Player Game ==
Controller 2 — for second plaver E{Bﬂ .

in 2 Player Game - :

3. GAME SELECTION SELECT Bations o= iR b tion
GAME MENU
Press the START button during the demonstration to display the game menu.

Then use the i control pad or the SELECT button 1o select a 1 player game

(you against the computer) or a_2 player game, and press the START button to
begin.

3

Game menu

SELECTIONS T

IIZE HI]I:I'{E’!' i

SELECTIONS

Use tha 5;':'3 contrel pad to choose from the following six countries
for your team and your opponent’s team! USA (United States), SWE
{Sweden),POL (Poland), CAN (Canada), URS {Scviet Union), TSH
TEAM {Crechoslovakial.
@1 Player Game {1}; Your team

{2}: Opponent’s team (computer’s tearm)

T 2 Player Game I:1:I 1st player
[2): 2nd player

SPEED Use the "‘_r‘ control pad to select the game speed, from 1 to 5, with
1 being the slowest and & the fastest,

-

TIME Use the "'_'J control pad to select the time for each period of play,
from 7, 10, or 15 minutes.

Aftar salecting the TEAM, SFEED, and TIME, press the START buttan,




LINE UP

Here, you pick your team’s formation by selecting
the physical features of your four players. Each time
you press the A button, the physical features change
for the player with the flashing number. Use the
control pad to mowe the cursor from player to player.
Thin players, ordinary players, and stocky players
gach have their own playing traits. Think carefully
about the team formation you want.

A button: Press to select
physical features.

&4 Control pad: Press to
shift flashing cursor position,

S .

Physical Features ;d@:ﬂ' k, il

oo g Qr-— ’:r

Playing Trait ﬁ BN

laying Traits !-E;“.q? 5
Sticking | Fast
Shaooting strength Wi k Ly namite L
Average ability
Body check Feable Strong

Faceoff Good Poor J

Once you've decided on your team’s formation, move the cursor to the END mark
and prass the A button. After vour opponent does the same and also presses the

A button at the lighted END mark, play begins.

4. HOW TO PLAY

FACE-OFF

Select the formation you want for each face-off.

Players 1 and (3 specialize mainly in defense, and

players @ and @ specialize in offense.

Player (1 moves to the center spot to take the

face-off.

You can exchange players @ and @ by pressing the
"“u control pad up or down, and players {1 and (3

tw pressing the fx a control pad left or right. When

play begins, the pla",rer: that are flashing can be con-

trolled directly.

PAUSE

If you wish to interrupt play in the middle of a game,
press the START hutton. Press the START button
again when you wish to continue the game.

{re—=(E: A button
I+ : B button
+—+F g7 Contral pad
2+ <5 Control pad




GAME SCREENS CONTROLLER OPERATION

[OFFENSE]
Mational flags for each team
T T
Score | R
Penalty box Player movemants and direction ey anir] B A

Remaining time of passes and shots

|E| r|_n_[_, Passes and puck battles

Refaree crease

Goal crease S ;
i ’%.; iy P = Blug center ling Shooting [shooting strength determined
Goal i @I 8 r'L: —Cepter face-off spot and circle 1 by length of time pressed)
. h MR DEFENSE]
Goal line - i") L Eate.off spot [
End face-off spot and circle ity et —Fed line T
| T T Player and goalkeeper movemeants i

Meutral 2one

and puck batthes

B A
El L?;L‘._'!' —= Attacking (body checking)
|

Attacking (defending) zore *CI';ang-ing e f'llashi.ng
players (switching to the playver
nearest the puck]

= Strengthening defense in
frant af the goal




B BUTTON PLAYING TECHNIQUES

Shoot by pressing and holding the B buttan for a period of

Shooting time, then releasing it. The shot speed varies according to
the length of time the button is held,

Fake Shot When the B button is quickly and lightly pressed, the plaver
takes a shooting pose but does not shoot.

Player This lets you change the flashing player (the movable player}

Changing to one nearest the puck.

Strengthening | When the B button is pressed continuously, the players

Defense gather in front of the goal to strengthen defense.

= RULES OF THE ICE
< leing the Puck =

When one team shoots the puck from a position behind the blue centerling past
the opposing team’s goal line and an opposing player other than the goalkeeper is

the first one to touch it, the play is interrupted and “lcing’ is called. The puck is
then returned to the defending zone of the team responsible for the lcing for a
face-off. lcing is not called when the puck goes straight across the goal crease
or when the opposing team has lost players due to penalties and thus has fewer

players than the other team.

= Moving from the Fight Mode to a Power Play

Players battle for the puck by repeatedly
pressing the A button. If the battle takes too
long, though, the surrounding players crowd in
and start fighting. When this happens, a player
from one of the teams is given a penalty and
put in the penalty box for a set period of time.
An attack by the team with more players is
then called a power play. Please note, though,
that whereas pressing the A button repeatedly
makes it easier to capture the puck and also
makes it more difficult to be penalized, the
team that starts the puck battle is more fre-

quently subject to unfavorable referee decisions.




= Selecting Your Opponent’s Team Formation
If you defeat all of the challenging countries at speed 5, you are given the ability
to change the members of your opponent's team on the LINE UP sgcreen,

= Perfect Your Flip-shooting!

When you've stored up enough power with the B button, you'll be ready to flip-
_shoot. This technique lets you “flip” pucks right through the sticks of approach-
Ing opponents,

it

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and wses radio frequency energy and if not installed and
used properly, that is, in strict accordance with the manufacturer’s instructions,
may cause interference to radio and television reception. It has been type tested
and found to comply with the limits for a Class B eomputing device in accordance
with the specifications in Subpart J of Part 18 of FCC Rules, which are designed
1o provide reasonable protection against such interference in a residential instal-
lation. However, there is no guarantee that interference will not occur in a parti-
cular installation. 1f this equipment does cause interference to radio or television
reception, which can be determined by turning the equipment off and on, the user
is encouraged to try to correct the interference by one or more of the following
meastires:

— Reaorient the receiving antenna

— Relocate the NES with respect to the receiver

= Move the NES away from the receiver

— Plug the MES into a different outlet so that Control Deck and receiver are

on different circuits.

If necessary, the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet
prepared by the Federal Communications Commission helpful:

How to ldentify and Resolve Radio—TY Interference Problems.
This booklet is available from the U5, Government Printing Office, Washington,
D.C. 20402, Stock No. 004-000-00345-4.,
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G0-DAY LIMITED WARRANTY MINTENDO GAME PAKS

90-DY LIMITED WARRANTY:

Mimterwhs ol Aumerica Ir, [ Mnlende”) waranss e this afiging con-
sajmer prrchases that fs Nintersdo G Pak [ PAK" | indol idctuding
Game Pak Acorssorks of Fobor Aooessones) shall be fros fiom
mﬂwa wrnpseral anc wikkmanshap for a peviod of 20 days from daie

ol pueciase ¥ o defecl coverad by Ihis warmansy acturs during this
ol chawy wareanty period . Mlendoadlirpai o eplacs tha PAR. alils
optan, o of change

T receive this warraniy servioe:
1. B30 MOT rebue wour delective Game Pak o the retader,

2. Matly dhe Mimerdo Consumern - Seodcs Depadment of e
Ei.u TECRITING WalTanty Sarica by caling. 1-800-42-2602.
1 Conesvse B Dpammsen m in OB Tree BAME

AP o500 P Pacibc Tere, Monday through Frickey:

30 ke ndendn Sapvics Fopeasontalivg @ unabie 0 ol 1he
poblam by phone, ha-wil peowids you wilh & Fsfucn: Agli.
:.-xnnnm'ﬁber Simply.tecii this nEmERT on the oulskde pack:

Ns b dﬁi&:lrﬁ PaE, - and J&km'l ot PAK. FREIGHT
B DMAGE. fogeres
wirwsﬂmsipmsmupmd‘d puTchass wthan b iy
RN ko

Hrtenco of Ameica Ine

FES Consaamer Senocs Dapanfmed
ABCOVI A0t Senue MLE
e, GEDE

Thits winmanty shal net apply i the PAK Fas boen damaged by negl
G, ARLEN], NNEREONATEG usE, Modklcalion, Iampoing, of by
oty casis wneplaled 1o Gebictive makeall or workimarhin

REPAIRSERVICE AFTER EXPIRATION OF WARRANTY:

1 s PAK ciaslops a problem reguir n?amnwn atior e S0 -cloy war-
ranty penod, you conlact tha Fntanoo Consames Sandos
Deparimend Al T phraones furésas noded 8 ows, I ks Kintendo Serv
o5 Rapmsirbalne w urabis 1; sobee the poblom by phone, o may
ahﬁazw ol The sppnecrmate cos! ko Mirkenda %o ropair of replacs
the Pasand may peowidn ywou with & Rish e Ahof Gason nunthal

Vi Mgy T recoind ik nurmber oo Hs culside paciaging of e
celpctive PAK and eptum e defecive. meschandise. FREIGHT

R LRSS i iE. 0 Mreerdo,
AN e e A STy CICHE Daneaiia 10 Mintencka of Arericalng, forthe
COSE cpadag v

Haor personad inspeiion, the Nintendd Saniace Repressrialg
aetnnmings (his PAR canns bevenaned, 1 wil be ceturresd aod your
eyl ndd e

WARRANTY LIMITATIONS:

ANY APFLICABLE IMPLIED WARFIANTIES, IMCLLADING WARRAN.
TIES OF MERCHANTABILITY AND FITNESS FOR A PARTIIULAR
PURPOSE. ARE HEREEY LIMITED TO MIMETY [WYS FROM THE
DATE OF PURZHASE AN ARE SLBJECT TO THE COMDITIONS
SETFOATH HEREIN. IN MO EVEHWT SHALL MINTENDD BE LInELE
FOR CONSECUERTIAL Of INCIDERTAL DAMOGES HESULTING
FACA THE BREACH OF AHY EXPRESS OF IMPLIED WAR:
RANTIES.

T priosisiones of this wae rarty ang vadic inehn Linded Stakes ondy, Some

abanes ol Sl Brrdataore Cn hips bang an knpled waranty lasts or
enahussony of evmegquenial o el camages, so the ahove bria
tions and meclusian may not apply fooyod, This wamanty' Givs you
spaciic legal nghls, ang you may alas haes |}lh¢'.| s iy
Traw ELRDG b £1ATR






