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9.

Himtendo recommends against using a rear projeciion television with your NES as image
retention on the screen may occur.




Press the start batton. Select “Continue” with the select button and press the start button, and the

game can be resumed with the data saved,

If vou select “On”, both music and sound effects operate. If you select “O8°, only the sound
¥ ¥

effects operate

Move the cursor with the + key, select On/Off, and make decisions with the “A™ bautbon.
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TO SAVE AND END THE
GAME

If you select the “Save” command, the
ongoing game data 15 saved. Once i i saved,
all previous data is lost, so please be careful

If you select the “Save” command, you can
start the game again from the point you saved
by pressing “Continue™.

When you make a command, it means one
month has pagsed in the game (this 15 called a
“turn”, but a turn is not used when making
the “Save” command, so another commansd
can he selected after saving).

In a month in which SHINGEN moves to
another territory, saving cannot be done.
When you have Dnished a game, be sure to
hold in the "RESET"” Button while ¥ou furn
the power off.

3. HOW TO USE CONTROLLER

S s

For domestic
administration to help a
territory prosper.

4k Key .oooooo... Select 2 command

Select Button .. Chanpe parameters that in-
dicate the condition of the

termitory
A Button ... Decde a command
B Button ........ Cancel




Special operation when a

command is selected.

When selecting with a cursor:

qr Key Mowve cursor keft or right
Make a decision.

d Maowe cursor up or down

When selecting a number:

dh Kew .eve... Up — Inerease the number,
Down — Decrease tee num
ber.

4 Key e Select the figure by moving
the cursor left or nghd.

When deciding the
strength of the troops

dispatched.
Decide the troop strength
for each unit.
Cancel

Start Bulton ... Decede the troop strempeth
and proceed Lo the next.
Up'Down —  Input number
1 e B,

Mumber that can be dispatched.

Mumber that s dispatched.

LeftRight — Move figure

CUFEAT.
Dhecide with start and proceed o the next.

When fighting an enemy
on a battlefield

A Button ... Make a decision,

I Button Cancel.

Start Button .... The cursor  autoakalically
movies to the umit that can
still move,

Select Button .. Imdicate  the total  troop
strength of both armies.
Miove Cursor,

Press the A Button while the cursor is on a
urit, and you can give a command or see the
condition of the unit.

By pressing the A Button while vou have the

CUPSOr OVCT &N enemy umb, you can see the
condition of the enemy.

Command Window

Status Window




Concerning the status window, if you press
the A Button amd set the cursor on the undl,
the status window is opened and vou can see
the: informatson of the umt:

The army you belong to. -
The name of the unit.
The RANK of the unit.

The movement strength of the unat.-

How to attack:

S BRI Tl R R S Make a decision
B Button woee Cancel

0 KBY . oiinvrinrs e rmnmren s ivn cnaenn anns. LASCHIE The divection to attack.

To attack the enemy, move the cursor to
yvour unit that vou wish to do the attackmg
and press the A Batton. Then, alter putting
that unit mto abtacking position, select
“RUSH". Thereupon push the <& Key toward
the ememy unit you want to infict damage
upon.

The rusmber of the umt.

4. HOW TO PLAY THE GAME

[ Orders to the territories |
I .
f Consolidate your termbones |

|
[ Build up your military |
e

[_. Statecraft policy _]

DOMESTIC ADMINISTEATION MODE,

= T

| Field fight ] ;
1 T i

]

L fkcup}' Hrmm],frp LE‘JTiI‘.m'_',r i 4

Can L rence,
| War t ?%::d. tl'm-

BATTLE MODE

] The swege of enemy’s caﬁ =

This game & divided into a domestic adminisir-
tion mode and 2 battle mode. First, enhance the
terntory’s power with the domestic adninmstration
trwche, then expand the tertiory by conguering
an enemy territory usaeg the hatthe mode.

Domestic administraftion mode

Strengthen the domestic admmstration wsng 12

types of commands. The condition of the term-

tory & mdicated by 19 types of parameters. You

can rube, at most, three ooouped temtones m a
mionth (except home lermtory)!

Bottle mode

Lead six types of sokBers, destroy the enemwy's
headquarters (12 unite maximum). There are teo
types: normnal batthe and automatic battke.  If you
win an open-ar hattle and 2 siege battle, vou can
controd a territory.




5. INDICATORS OF A
TERRITORY’S CONDITION

(PARAMETERS)

Abways be aware of the prospenty of each tern-
toryt

YLD (yeld)

Ieicates the amount of products harvested n the
termitory. As the vield becomes higher, the Octo-

i1}

ber harvest moreases and more infantry can be
enbsted. Use Fa {fam policy) - DEVELOP-
MENT to increase YLD,

DT idisaster)

Unfiker the other parameters, the kwaer this mm-
ber the better the pregarations for disaster. Use
Fe (food control) to decrease DST.

CLT {culture)

Indbctes the kevel of avilization. The higher the
level, the better the anmeal harvest, the lower
the price of medicine, the less Bkely epidemic
%ﬂ&;ﬁhmm—l}%ﬂa{cﬁﬂe}lom

LOY (lnalty)

Incicates how Eithil the people of the termitory
are. A lagher number means a brger  nfantry
and. a lower likelhood of domestic ricting, Use Fa

{Erm policy) — AID to mwcrease LOY.

WEL (wealth)

Indicstes how prosperous the people of the tem-
tory are, The higher the number the: more stable
the fife of the people, and it affects the prices of
the things sekcted by the “merchant™ command.
Use Fa (fam pobicy) to morease wealth

25 (money)

Indicates the amomt of money the termitory pos-
sesses. It moremses every month acconding fo
the mmmber of pold mmes (G-M) Mooy
oblzined fom collecting ansiel tibates sl bat-
thefiele] victories. (rophies of war),

PRD {product)

Indicates the amount of nce owned. Rice 15 the
main fod of Japem and very vahable, thus # can
be chemped o money by selling it o merchants
and can be moreased through events Bke the ool
lection of anmsl triutes m October and  hattle-
fiekd victories (trophies of war). Minamum 5 PRD
are nweded to enter batthe.

G-M {gold mine)

Indicates the number of gold mines. discovenad.
2% increases 5 units every month per G-M. The

decreases due W mine cive-ing, Use Gm - DIG
ey TTease gokd mines.

PRI (princess)

Indicates the total narmber of prmcesses. Princes-
ses are able to help make allnces with other
terTitmes.

EP] (epidermic)

Indicates if a bed epiderme disease s prevalent in
the termtory. When an epidemac ocors, the m-
fantry size and wealth is reduced, but will netur-
ally dsappear in December. Use Dr (doctor) to
resolve eppdemic.

ACTUAL STRENGTH OF SHINGENS UNIT
(255 UNITS MAXIMUM PER EACH CATEG-
ORY)

11




HE (hew)

Indicsatess the educational level of the heir. The
educational kevel affects the sibuation after mhen-
tance, and the higher thes level the better. Ths
level is classified m 5T (strength), 1) (intelipence
quotient), and MO (momality) and its nfsence af-
ter mhentance varees accordmg to the halance
among the three, The level may be kwered by a
dishurbance due to an enemy's noling of negi-
pence N education. B0 units mecamum in this
Gategory.

ENK (rank)

Indicates the actual strength of the army of the
temitory. The higher the number, the stronger
and mure expersenced the amy is.

| A

EXP (experience)

Indicates the degree of battle experience of the
sobdiers. Expenience is obtained by defeating an
enemy in battle, and the RNK advances a5 mose
expenence is accurmiated.

HIW) (headquarters)

Indcates: the mumber of amed units with a Field
General They have the strongest attacking and
defenting power, vel with only average power to
advance far forward  Withowt HIN) vou canmot
enter battles. If HDG) is destroved, the batthe has
been lost even though other units may be surviv-
ing elsewhere,

CAY {cavakry)

Cavalry armies have high attacking power and
mioving forward power. As their movement range
5 wide, they are optimial for attacking an enenv's
HIK} or for attacking the enemy from behind by
flark movements. Buying CAV from Mr (mer-
chant) will change INF to CAV,

EM (nflemen)

Can be used to attack an enemy from Er away,
up o 7 boxes. As shooting gves only one-sided
damage to an enermy, § used well & can cause an
enemy great damape, But be carehdl, as BM is

LMNC (lancers)

Abdity & average, with a range of up to 6 boxes.
Thetr cost 1 low and are very useful when many
sobcdiers are neaded. Buymng LNC from Mr (mer-
chant) will chenge INF to LNC.

INF (infantry)

These units do not require money since they are
collected  through  enlistents.  Though  the:
weakest unit, without INF the fghting foree cn-
not be increased by just buying weapons, regard-
less of how much money a territory may have,
therefore INF is a very important unit. They are
the basc force to morease the other wnits.




6. HOW TO USE DOMESTIC
ADMINISTRATION COMMANDS

You can progress in this game skilliully, by using 12 kinds of commands, as follows.
To make territory ample?

{arm poboy)
DEVELOPMENT

e o

B eok nene)

A command that activates agriculiure.

Enhances: YLD

A command that provides 8 to famers and improves their ving stan-
dard.

Enhances: LOY, WEL.

A command to enbarge and strengthen the wstle,
Enhances: CLT.

- Cmdlgg&iﬂﬁ.%mmﬂmbemm4mmaﬁw

3 Cave-L
Enhances: The member of G-M.

A command to dig out more gold by emploving many winers onby dur-
ing the month. This command cannot be wsed during a cave-in,
Enhances: Special gold income and relates b0 $% which increases 5 un
its every month per G-M,

TO PREPARE AGAINST A NATURAL DISASTER

m {dhoctor)

Bl Flood conal ... ...

Can prevent an epidemac from ocoerng.
Event affected: EFI

Can cure an epaetmic,

Event affected: EPI

wee A comimand to stop damage due to a typhoon o heavy ran. Use Fe

to decrease ST,
Event affected: Typhoon or heavy tain

TO MAKE ALLIANCES AND DEPLOY NINJAS

m ey o

e

SPYING . oo ;

A command to neke an alliance. An enemy does ot
albance period, but after half of auch a period Tos passed, the
can be canocled and the enemy can be attacked,

Can see the strength of other termitones.
A oommand to send in nnjas o damage an enemny terrtory through
Event affected: Reduces an enemy's power,




B8 moerchant)

. Moves soldiers, $35, and PRD within your side.

You can sell PRD and weapons. The selling price & lower than the
biving price.
You can buy PRI and weapons.

Make Shingen's unit stronger by buying them weapons, An INF wst becomes an BM ort by buying rifles
for it. If the rifles are sold, the RM wnit metums o bemg an INF unit. Buy binces and archery equipment
respectively for LNC units and AR urats.

TO EDUCATE SHINGEN'S HEIR KATSUYORI

i g
ST (strengthlee v siesecen. The command to train KATSUYORL The “enlist” of the “military™
comerand and the “emisis” of “roga” become more effective after his
traming and inheritance.
. The command to educate KATSUYORI After inheritance, the com-
mands of “flood control” and “casthe” become more effective,
This command cultivates his haman qualities and after inheritance the
commands of Fa (ATD) AND “aliance™ become more effective,

OTHER COMMANDS

Bl Gaveleeeccnsieireen.. Rioonds the data of the game. Tt s 4 command wsed oaly in the nain
termibory  where SHINGEN is. Seving & not possible m o a month in
which SHINGEN moves.

1 T R A command to spend a month domg nothing,



7. BASIC TACTICS - HERE IS THE
BATTLEFIELD OF SHINGEN!

L. Attack the enemy’s headquarters.

2. Rush at once, beyond the enemy’s range.

3. Shoot distant enemies by gun.

4. Make use of the terrain to dodge arrows and bullets.
5. Cross the shallow part of a stream.

6. Utilize the range of the CAV.

7. Cautiously use the more valuable troops. (AR, RM, CAV).




8. BATTLE MODE RULES

Battle mode means taking vour country ito & battle with your enemies. Before you fight, remember the
nies of baitle,

®To occupy the other countries:
& To conquer an enemy territory, you must win twice:
1) at a field fight.
2) at the enemy’s castle.
& Win or lose:
Win: by capluring an enemy’s headguarters, or an eneémy retreats,
Lase: by losing your headguarters, or retreating.
#There is also a draw.
® Length of one haitle: One batile can last up to 20 turmp.
® Terrain: various types of terrain on the battlefield, more information later in this mameal.
® Gains: You might increase upon your army's rank and experience. Also gain some of the
helongings and troops of your enemy.

9. TO DECIDE HOW MANY

CORPS TO ATTACK THE ENEMY

® You need 5 PRD for GOING.

® Afler deciding on GOING, a map screen
appears indicating all territories. Howey-
er, only those territories adjacent to you
are atiackable, Use this screen to decide
on corps leaving.,

® o't forget to leave some troops behind
to defend your castle.

® You can't use GOING in the following

CHEPS

*Territories being attacked by the enemy.

*No enemies in your neighboring
territories.

*No headguarters,

“Bnowlalls and storms.

® When GOING, you can decide whsther
or not o include SHINGEN with the
leaving troops. IF you defeat a territory
with troops led by SHINGEN, then that
territory will become his new home.

i

H Sir. st il e akwm

L L ]

SR inm. 5




10. AUTOMATIC AND MANUAL
BATTLES

Aubommetic;
fios fight withoist moving troope. of either yours o
the computers. A way of naking battles short
This 15 not recommended in cases of fghts be
tween simbr troops, Use “Automatic” onby m
CETLEl Win.

Menniak:

enables wou to foht mdrichally on the batthefiekd
by oo troops. By winmng the batthe, vou can
gain EXP, 88, ad PRD, I the enemy'’s troops
are still afive, wou can take them prsoncr, except
eneny's HDGL

The name of the wnit.

The: nurnber of the: umit.

11. DIVIDE THE TROOPS

After chovsing “Manual”, nestt is the division of
the troops. When you divide the troops, each
ful m artacking two enemies al the same tme.

The 5 types of amwes can be' divided mto 2
troops. (nly the mfantry can be divided mto 3,

At first, you can fight efiectively withou dividing
WO LS.

You have to 6l the ranks of your advancing
troops 5o that thene won't be any left.

After dividng. push “START" Buttonto go to the




12. MOVING AND RUSHING ON THE
BATTLEFIELD

The moving distance is decded by the kind of troop. This i called *“Moving ability”. The higher it is the
farther you can move,

The effect of the Terrain on the Soldiers

SoMIETS CAITE CTOBE 1o viiins o sensemes s esmmsician b besmass b vinmean s wveen OEER TIVETS, Moaks, and rocks.

Soldicts can't move QK. ... o ereraas s eeaseneeness TIVERE, hemches, forests, mountams,  and
ditches.
Places safe from passmy bullets

and arrows From the SIS ... veoeee i cceeis i s mesnis s naas forests, mountaing, ditches, rocks,  and
stone fences.

Phces where bullets and amows
Places 1o tahie ffective QERIBE .oivvsmsceses eovesiseassssecessronns [0FESLS, Mountaing, and ditches.
Places tnstilable for QEfense........................ccccoowrieriroursrnn. TVETS,

4

The name of the units

v rvingE ability i 6 blocks,
* You must be next o vour enemy to rush (attack).

moving ahility i 6 bocks.
You must be next to your enemy to rush (attack).

.. moving ability s 9 blocks.

You must be next to your enemy Lo Tush (abtack).

- moving ashility is 6 blocks,

You muest be next to your enemy to msh (attack).

. moving and shooling range &5 5 biocks.
... moving shility is 5 bocks. Shoofing range i 7 blocks.



13. OTHER ACTION ON THE 14. LUCKY OR UNLUCKY?
BATTLEFIELD VARJOUS EVENTS

to remam. You can use this action before and after

Conditions have an influerce on the events of the
COUMTY I vanious ways. Acoording to the power
of the nation, wiucky events (especally disas-
ters) will decrease, and hicky events will in-

|

Jme- e A Heavy rain
Pl S e Epidemac
T s R estivals (stops many Hmes because fighting contines)
12 CANIREAAN it you retreat from a feld batte, the enemy may s lens{
deade to attack vour castle, If you retreat from a
castle, the enemy will oocupy that territory. Oetober iy Collect anmnual tribue
Do March ..o Srwwlall
Mogthly... ....oocovwnmsnzess Money from gold mines



Sl you cn't wse GOING or Move. No Mr (merchant) can come.
*mcreases DST (disaster).

v Thocddng.
*mereases 6T, decreases WEL (wealthy and YLD {vield).

Epidesmie. .. ....ooonempnanenr Tty throwugh Nowemnber
*deoreases [INF (nfantry) because: they become sack.
decreases WEL (wealth),

related to CLT (oulture).
o 1| R T N Mr (merchant) and Memlitary) cannot use GOING or MOVE.
*mcreases DET
decresses YLD and CLT.
BAD EVENTS
15, 5 SR S When the pold mine caves in, vou can’t use the coremedd G-M (eold mme)
fior 1 month, this month nchesive. Makes half revense during those: months.
Father Nobutora. . ........... Tanes he comes to take money or eat food,

Sigral We.....ocoreornepenas The country about to be attacked puts up a sigmal fire. This can be seen on
the strategy map.

Break Alnce................ After half the term passes, you may be attacked, breaking the alance.
SHINGEN can do the same.,

The birth of 2 princess. LOY (oyalty) rises,
The birth of the heir KATSUYORL LOY (oyalty) rises.

*There are meany olher varkus events eIV,



15. MAIN LORDS WHO APPEAR
IN THIS GAME

Kyoto, the capital of ancent Japan, = n Yamashiro, 400 years apn, Kyoto was a specal pisce jor all
Japanese Lords because #t represented the finest i culture and socety. Ao, after subugatmg all ene-
mies, it was the plhce where the londs would go to meet the Emperor and be prockimed the Shomm of
Japan,

SHINGEN TAKEDA He iz the hero in this
game, After he removed his hostle father,
NOBUTORA, he became the bord {damyn) of
Kai, SHINGEN was brave and prodent, and not
oaly good st batthe, but wise = politics and eco-
nomics. SHINGEN  then conguered  termitories
one by one with his army. Unforbmately, m
1573, at the age of 52, he died on an expedition
to the capital, Kyoto, with s deeam of unifying
Japan unfulfilled. He was praised as  the
“eironpest and wisest peneral i the age of

WRLE .
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KATSUYORI TAKEDA He 5 one of
other heroes m this game. He was the foaerth
of SHINGEN and inherited his father's position
after iz desth. He was umvieking and pood
hatthe, but didn’t have as much political skill s hi
father. In 1575 he bost the bartde with the great
rillernen of the undied army of NOBUMAGA
DDA and IEYASU TOKUGAWA. After that, his
amny Jost power, Seven years bier, NOBUNA-
GA ODA attacked again, fnally beingng down
the dynasty of the TAKEDA famiy,

URYASY HOMD He defeated BO000 enemy
troops with 8,000 men of his anny. He was a
brave general i many Dattles, cool and control-
led People i his temitory contributed to the
“Golden Ape” of the HOJO family. He & also
famous for mmldng the mpregneble Odswara
Castle. His son was umable to cary on i his
fotsteps.

SE

P



KENSHIN UESUGE He was the strongest fiv-
al of SHINGEN. The “Battle of Kawanaka [s-
bnd”, which be fought wath SHINGEN five times
for Shirano tertitory (Morth Shinano in this
gamel, iz one of the most bBmous battes o
Japamese history, He attracted many people be-
cause of his cheerful and charitable natre ad
went b war manly a5 3 religows cusader. His
SUCCERanr Was an adopled oo

MOTO IMAGAWA He & one of the most
famous lords in the age of wars, In 1560, on the
way o takmgr 26,000 solders to Kyoto, he was
killed by a surprise attack of 4,000 members of
the NOBUNAGA army. He had a high abity as
A general, but was dishked for his undorgvng,
auel nature by other people. His son had no
military falent to mainian his Bther's empre.

IEYASL TOKUGAWA He was the son of
HIRO (HIROTADA) MATSUDAIRA i the
Mikawa regione He spent his childhood a5 a hos-
tape of the IMAGAWA fmdy. In 1600, he won
the big batte of Sekigahara which divided Jagan
in two. His sef-controfled and pabient abtinede
lead to his success. He was the founder of the
Tdma:wa Shopmate, the longest m Japanose

i3 --v--rwwﬂi
T ALY AN
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NOBUNAGA ODA  His aim was to unfy Japan
with his inteligent and aggressive nature. His
success was due to his foresight to use the rille
which was not widely used at that time. On the
bettlefield, his eruel but briliant tactics made him
amang the most popular generals of Japanese his-
tory.

THE IKKO SECT A Buddist sect that aimed
to contribute to the country through religon, and
had a strong nfluence on each regon, - inchading
Kaga. The Ddoo sect sometimes collided with the
lords, NOBUNAGA ODA especally had severa
clashes with the Ikko sect.

General LI and WONG  Ming is the People's
Republic of China today. It is not a historical Bct
that the MING army attacked MNoto in Japan. It is
only for this pame, to make a fictions sheation.



@ List for Daimyo (lords) who appear this game. @

lsfltﬁmgiﬁ&xgi -;ill c]hange 1 znldII generation lords as the game progresses. | 1 st Endliﬁrd}
" 3 h % - Y T e e———
e e o S | NOBUNAGA ODA NOBUO ODA
The numbecoftheLonds = : '
s z i i MIKAWA HIRD MATSUDAIRA IEVASU TOKUGAWA
MINO DOSAN SAITO YOSHITATSU SAITO
SHINGEN TAKED! TS IT e
s i i SR HIDA YORI ANEKOJL KORETSU ANEKOJI
p | ETCHU TSUNA HATAKEYAMA NORI HATAKEYAMA
HIHASL HEle UIMESA S NOTO GENERAL LI GENERAL WANG
e | KAGA THE IKKO SECT THE IKKO SECT
s K | - - - : T -
KENSHIN UESUGI AGEKATSU UESUG A T E
YOSHIMASA KISO YOSHITOSHI KISO OUMI i e A s s ciiisings
| KIYO MURAKAMI KUNI MURAKAMI ISE HARA KITABATAKE TONO KITABATAKE
—— i - e e e | TR ASHIGACR
; | YAMASHIRO YOSHITERU ASHIKAGA e
| MOTO IMAGAWA UJIZANE IMAGAWA




16. Hints

1) The CAV. who is 2nd only to HDO in dose combat, 15 a very effectrve weapon agamst the
enemies BM and AR, because of the latter's weakness in dose combat, which 15 due to weak
AT

2) Some castles have BLIND SPOTS, which are areas m which the defenders of the casthe are un-
able to inflict damages upon the attackers. These BLIND SPOTS are located adiacent to the
comers of the castle, It will be to your advantage to use these BLIND SPOTS, when laying
siege upon 3 casthe,

3) Stay away from territories with a more powerful rank, especially il their HDG) i considerably
stronger than yours.

4) Use your temritory or territories that the enemy is unable to attack (for example, a territory
that iz surrounded by other terrtones you control) 23 a base for the supplying of troops and
maney to your endangered ones.

5) The Meuntain Ranges (thick white lines) are impossible to cross, therefore the bordering tern-
tories are of great strategic value,

6) Make alliances with the strongest newhboring terribories. This will enable you bt concentrate

O YOUF Wwedker enemies




LIMITED WARRANTY

HOT.B USA warrants to the oviginal purchaser of this HOT. B USA software product that the mediom on
wiich this compiter program is recopded free from defects n materals and workmarshap for 3 period of
nimetyid) days from the date of purchase. This HOT.B USA software program is sold “as 5" without
express or imphed warmanty of any kind and HOT.B USA is not Eable for any losses or damage of any
Yo resulting from wse of this program. HOT. B USA agrees for a period of ninty(®0) days to cither re-
pair or replace, a5 its option, free of charge, any HOT.H USA software product, postage paid, with prood
of date of purchase, at its Factory Service Center. This warranty & not apphcable o normal wear and
tear. This warranty shall not be applicible and shall be void i the defiect in the HOT.B USA softeare pro-
disct has ansen through sbese, wreasoiable use, mstreatment or negect. THIS WARRANTY IS IN
LIEL OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF
ANY NATURE SHALL BE BINDIMNG ON OF OBLIGATE HOTBE USA ANY IMPLIED WARKAN-
TIES AFPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHAN-
TABILTY AND FINESS FOR & PARTICULAR FURPOSE, ARE LIMITED TO THE NINTY{N) DAY
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL HOT.E UsSA BE LIABLE FOR ANY SPE-
CIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES REESULTING FROM POSSESSION, USE
OR MALFUNCTION OF THIS HOT.E USA SOFTWARE PRODUCT, Some states do not allow Timita-
tions as to how long an impled warmanty lasts andéor exchisions o Emitatons of modental or consequential

damapes so the above Bmitations andior exchusions of Bability may not apply to you. This warmnty gves

you specific rights, and you may also have other rights which vary from state Lo state.
HOT.B USA INC

1255 POST 5T. SUITE 1040 SAN FRANCISCO CA. 94100
Telephone 415-567-9501

»n

'COMPHANCE WITH FCC

This equipment generates and uses radio requency enengy and i not installied and used propery, that is,
m strct accordance with the manuiacturer's instructions, may cause mterference to radio and television ne-
ception. It has been type bested and foind o comply with the Emits for 2 Chss B computing device m
accurdance with the specifications in Subject J of Part 15 of FOC Rules, which are desiged to provide
reasonable protection against such inferference i a residential retallation. However, there is no guarantes
that mterference will not ooor o2 particulsr nstallstion. i this equipment does case ntererence to
radio o television reception, which can be determined by tuming the equipment off and o, the user is
encouraged to try o coemect the iterference by one o more of the following measures: — Beonent the
revepving anters— Relocate the NES with respect to the receiver— More the NES away from the: receiv-
er—Bhs the NES into a different outhet so- that the controd deck and reveiver are on difierent circuits, If
necessary, the user should consult the dealer or an experienced radiotelevision techmician for additional
aom helpfull: How to identify and Resobve Badio-TV Interference Problems, This bookdet is avalable Fom
(e LS, Government Printing Office, Washington, DC 30402, Stock NouO0d-000-00345-4.
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