Nintendo

NINTENDO UK ENTERTAINMENT LIMITED
UNIT E1, FAREHAM HEIGHTS, STANDARD WAY
FAREHAM, HANTS, PO16 8XT, ENGLAND

-

SNSP-4Q-UKV



WARNING : PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK, OR ACCESSORY.

T‘ht'S seal is your assurance that
Nintendo has reviewed this product
<=3 and that it has met our standards
Original Jor excellence in workmanship,
reliability and entertainment value.
Sﬁglli?; Always look for this seal when
buying games and accessories to
ensure complete compatibility
with your Nintendo product.

Thank you for selecting the Super Nintendo Entertainment System™
SUPER PUNCH-OUT!I™ game pak.

Please read this instruction booklet thoroughly to ensure proper
handling of your new game. Then save this booklet for future
reference.

This Game Pak has a battery backup function to record the progress of
the game.

WARNING: If the POWER switch is switched ON and OFF repeatedly,
saved data could be deleted.
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Insert the Game Pak into the Super Nintendo Entertainment
System Control Deck and turn the POWER switch to the ON
position. When the litle screen appears, press the START

Button to begin. If you do not press START, an instructional
demo will begin, Press START at any time fo return to the title screen.

When the MENU SELECT Screen appears, use the +Control Pad to make your selection, then press
the START Button to continue.

NEW When playing the game for the first time, or when starting a new
player, select this option.

ENU SELEC CONTINUE 70 continue a previous game, select this option to progress
to the FILE SELECT Screen.

DATA CLERR 7o delete a saved game file or all save files, select this
option.
When a file is deleted (FILE KILL option), the data saved in the BEST RECORD will become
a default name. If you want to delete all the data, you must select ALL CLEAR.

CHARGLONSHIP  nOBE

CHAMPIONSHIP MODE This is ’ j ry
DE SEL the main mode of the game. You WINDA CTRCUTT "
progress through the four civeuils one el Ciacy
after the other. NOTE: Unless your MURL'S LYREUT

record is 4-0 in the first three cireuits, you cannot play the SPE-
CIAL CIRCUIT (the last circuit). You can retry a circuit as

= SPECIAL CYACYIY

TIME ATTACK mODE

many times as you want until you achieve a perfect record (four RINOR_CIHCITT
o A8 CIRCHTT
wins, zero losses). panLe, EHRC |

TIME ATTACI MODE Select the opponent of your choice
to try to improve your time record. You may only select opponents
from the circuits you have already cleared in the Championship

Mode. SIS SRAR kX
=o' EST TInE
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RECORDS  UIEW e

RECORDS VIEW MODE Best Times for each opponent,
Best Scores for each circuit and Personal Records (listing your
best records) will be saved and can be viewed in this mode.

OENSHNAL RECURRS
)

BUETONASE LT INGS NOOE

BUTTON SETTING MODE You can customize the punch
buttons to your liking.

START X Button
Buiton

Starts / Pauses game

A Button
Knock Out Punch

Y Bution
Left Punch B Button
+Control Pad Right Punch
A Guard Up/Divect Punch At Head

€ Dodge Left

O Lower Guard/Direct Punch At Body
=>» Dodge Right

$ Duck

While pressing the Y, B or A Buttons, use the +Control
Pad to direct the punch to the head or body in addition to
the direction that the Bufton is assigned.



GUAHDING To protect yourself from the opponent’s punch with yeur gloves

(,+ + ™

RAISE GUARD LOWER GUARD

Press T on the Do not press any direction
on the +Control pad. )

\ +Control Pad.

There are two kinds of attacks your opponent will use: blows to the head and blews to the body. Blows
to your head can be blocked by a raised guard. Body blows can be blocked by a lowered guard.
However, strong punches such as uppercuts cannot be blocked. Dodge (see below) or duck to cope with
this type of attack.

Depending on your opponent, you may need to guard yourself at all times.

DODGING

DODGE LEFT

Press € on the Press =2 on the
\ +Control Pad. +Control Pad. J’j

If you continue pressing € or => on the +Control Pad, you will continue dodging for a longer time
than if you only press and release. If you press the opposite direction, you refurn to center
position.

To avoid your opponent’s punch by moving your body left and right
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DODGE RIGHT

While dodging, you cannot punch.

To avoid your opponent’s punch at your head by ducking your body.
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DUCK
Press ¥ on the
+Control Pad.

Like dodging, you can continue ducking for a long period if you do not release the key. Press P on the
+Control Pad to return to the neutral position.

You cannot duck a Body Blow.
While ducking, you cannol punch.
NOTE: Depending on your opponent, dodging may not be effective. Ducking out of the way might

be the only effective defence. To avoid your opponent’s punch, effectively block, dodge or duck
depending on the situation.



NORMAL PUNCH
There are four kinds of punches. Each of them uses combinations of the left and right punch buttons

and the +Control Pad.

-

LEFT JAB
Press 1 and the Y Button to direct a

RIGHT JAB
Press 1 and the B Button to

direct a punch from your right
glove to your opponent’s face.

punch from your left glove to your
opponent’s face.

+ +@

RIGHT BODY BLOW
Do not press any direction and the B
Button to direct a punch from your

LEFT BODY BLOW
Do not press any direction and the ¥
Button to direct a punch from your lefi

KNOCK OUT PUNCH =)
When the (S mark) flashes, you can use any of the four powerful Knock Out Punches by combining the

Knock Out Punch Button and the =Control Pad.
o 0xz
UPPERCUT RAPID UPPERCUT

Press N and the A Button to direct a Press N and the A Button twice
KO punch to the head. to begin rapid punching to the
head.

0| om0

HOOK RAPID HOOK

Do not press any direction and the A Button

\ glove to your opponent’s body.

right glove to your opponent’s body. )

Your opponent can usually block your punch, unless you aim where his gloves are not.

Each punch has different power and speed.

ol | ] ]
Left Face 1 Left Body I Right Face 1 Right Body

During Power-Up (See page 9), your gloves will flash and the speed of your punches will increase.

Depending on your opporent’s current stance and how his guard is held, only a lef or right punch

aimed at the head or body can hit him. Watch your opponent closely and use the correct punch.
6

Do not press any direction and the A
Button to divect a KO punch to body. twice to begin rapid punching to the body. j

When a normal punch (Jab or Body Blow) hits the opponent, the Power Meter at the bottom of the
sereen will increase. When the Power Meter is full, the S mark will begin flashing. Only then can you
use a Knock Out punch.

When you are hit by your opponent’s punch, vour Power Meter decreases and you become unable to use
a Knock Out punch.

Knock Out punches have a slight delay. However, they are @ powerful enough to penetrate your
opponent’s guard.

If you quickly press the A Button (Knock Out Punch Button) twice, you can use the Rapid Punch
(turbo Knock Out Punches!). This attack has less power than a normal Knock Out Punch, buf you can
continuously hammer on your opponent at high speed until they either block your punches or dodge.

During Power-Up, Knock Out Punches will also increase in power.



Time Bonus Score Match Elapsed Time

Your character's face
(Power-up Indicator)

Player’s Stamina
Meter

Your opponent's
Stamina Meter

Comments from your
opponent’s corner man

Knock Out Punch Mark

Power Meter

TIME BONUS
This will decrease rapidly as time progresses. (The initial value differs depending on the civeuit.)

SCORE

This increases with each connecting punch or when your opponent is knocked down. Afer the match,
the Score Calculation Screen displays what type and how many of your punches connected with your
opponent. You will earn an extra continue for every 50,000 points.

ELAPSED TIME

The match starts at 000700 and finishes at 3'00°00. After three minutes have passed, the match is
automatically over. If you have not won when the time is over, your opponent automatically wins.
You cannot win by judgment.

CORNER MAN'S COMMENTS

Your apponent’s corner man will occasionally call out instructions or encouraging words. These are
special instructions for your opponent. Whilst they are displayed, your opponent will act according to
these instruction. You have no corner man calling out instructions and must fight on your own.

These display your stamina and your opporent’s stamina. When hit
by a punch, your stamina decreases. When you hit your opponent, you
regain a little stamina. When you have no siamina (the meter is
completely blue), you will fall down.

JINAME]

The stamina your opponent regains after being knocked down depends on how fast you knocked him
down and how much damage you have received. A guick knockdown will cause your opponent to
recover less stamina. This is true for yourself as well.

When you are knocked
down, if you keep pressing
buttons (except the SELECT
and START Buttons), you
will stand wp more quickly
and will regain a litfle more
stamina.

While your opponent is knacked down, if you keep pressing the buttons (except the SELECT and
START Buttons), you will regain some stamina.

When you knock down your opponent using a Knock Out Punch, your opponent will regain less stami-
na when he stands up.

|sissanes 1§ -

SCORE

POWER METER & KNOCK OUT PUNCH MARK
When you hit your opponent, your Power Meter increases. If you are hit by your opponent’s punch,
your Power Meter will decrease. If you are knocked down, it will empty.

When the Power Meter is at maximum, the Knock Out Punch Mark will start flashing and you can
wse a Knock Out Punch.

To use @ Knock Out Punch, your Power Meter smust be at maximum.

POWEH'UP Your power builds as the time passes. As it does, the background

colour behind the face at the upper left corner of the screen turns
Srom blue to green to yellow and finally to red. When the power is at maximum, the
background will begin flashing. While flashing, you are in the Power-Up condition.
While Powered-Up, your normal punches have maore speed and Knock Out Punches
have more power. During Power-Up, your gloves will also flash.

When your power is at maximum it will remain that way even if knocked down.
However, if knocked down after Powering-Up, your power will be lost.

In the default setting, Power-Up begins avtomatically when your power is at maximum
and you throw a punch. You can change the sefting from Auto to Manual in the
Button Setting Mode. Manual Power-Up lets you choose when to start Power-Up with
the push of a button, when your power is full (when the background is flashing).




NINTENDO VIDEO BOXING ASSOCIATION RULES

* Matches are three minutes in length.

o Ifa fighter is knocked down and cannot stand up before the count of ten, it is a Knock Out (KO).

« Ifa fighter is knocked down three times in one match, it will be ruled a Technical Knock Out
(TKO), and the other fighter will win.

o [f neither fighter is knocked out before time expires, the match is over and the challenger
automatically loses.

o There are no illegal moves or punches.

o If you lose, you can rematch as many times as you have continues left. You will earn an extra
continue every 50,000, 100,000, 150,000 and 500,000 points. Once out of continues, you must
re-challenge all boxers in your current circuit.

ADVICE (HOW TO WIN THE MATCH)

It isn't effective to throw punches without thinking,
especially when fighting with the higher ranked fight-
ers. Look for ways to score a knock out while losing as
little energy as possible.

£ gaE 4928 m-si'z'r"n
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Watch your opponent's movements closely. Most oppo-
nents will telegraph their intentions before attacking.

Dodge & Punch and Duck & Punch are the most basic
combinations. Try fo avoid your opponent’s punch and
quickly throw a punch of your own. If youy timing is
perfect, your punch will often cause your opponent to
become dizzy and drop his guard. This is the best
chance to use punch combinations.

up your Power Meter and keep it at maximum so that
you can use a Knock Out Punch at any time.

Rk

Do not be careless after you knock down your opponent. W&

When your opponent stands up, he might come at you el

with a special attack. . "y
) L

Although you should be paying attention at all times
during the match, be extra careful when instructions
are called out from the opponent’s corner man. The
comments are different for each fighter. There are
mainly two types of instructions, one is about how to
fight, the other is aboul specific attacks. Some corner
men will call out more than one instruction to their
fighter. (However, only one instruction is displayed at
a time.)

Try to fight with purpose, not by chance. When your
opponent is knocked down in an unexpected way, or
when your punch hits your opponent with unexpected
timing, try the same attack again, many times . You
might find a pattern that will severely damage your
opponent.
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x MR, SANDAAAH
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)2 STATS

RANKED

FROM
NEW YORK, NY

U.3.A.

AGE

WEIGHT

270 Ins.

v ¢ : BEzcs?an

WITH HIS POWERFUL PUNCHES AND EVEN TEMPER, MR.
SANDMAN, CONFIDENTLY REIGNS AS CHAMPION OF THE WVBA
MAJOR CIRCUIT. OFTEN IN THE HABIT OF HOLDING BACK, HE
WAITS UNTIL HE'S IN DANGER OF LOSING A MATCH BEFORE
UNLEASHING HIS FULL ARSENAL OF PUNCHES. WHEN HE DOES
THOUGH, IT MAY JUST BE “LIGHTS ouT”.

**********************

ook ok ok ok ok ok ok K




WEIGHT

120 [bs.

RECORD

14-8

AFTER BEING TRAINED AS A YOUTH IN NIHON BUYO (A FORM
OF JAPANESE BALLET), HEIKE KAGERO LEARNED TO BOX TO
MSELF. HE IS NOT AFRAID TO USE HIS QUICK SPEED

DEFEND HI
AND DANCE MOVES WHILE BOXING.
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WEIGHT

THE CHAMPION O
SELF AS A MERE TWO HUNDR

‘ MEAN, FIGHTING MACHINE. WHEN NOT BOXING,

MAN CAN BE FOUND TRAINING

ON THE BEACH AT VENICE.




TO THE RING WITH THE AID OF
THE ABILITIES OF THE OLD
YEARS OF BOXING, HE
T AFRAID TO USE

ALTHOUGH HE MAY HOBBLE IN
HIS CANE, DO NOT JUDGE LIGHTLY
N FROM BEULJING. DURING HIS MANY
ARNED ALL THE TRICKS AND IS NO
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RANKED
#1

FROM

AGE

Unknown B eo® «
uﬁﬁnm | ] A ) Unknown
S. i) S, WEIGHT
Ny U0is.

RIC
K, ONE OF THE BRUISER BROTHERS, HAS WON EVERY BOX

ING MATCH HE HAS EVER BEEN :

FOR THIS ONE DEFEAT HE sscl;:::‘:'n;?szﬁm g . % U1 "NicK, THE OLDER OF THE BRUISER TWINS HAS NEVER BEEN

PRACTICES ON ANY FIGHTER FOOLISH = REVENGE AR % ] KNOWN TO LOSE A FIGHT, WHILE IT IS TRUE THAT HE HAS

it ENOUGH TO CHALLENGE " ONLY FOUGHT RICK THE ONE TIME, IT HAD TO TAKE PLACE.
ONLY ONE OF THEM COULD BE THE CHAMPION OF

CHAMPIONS. SINCE WINNING THAT FIGHT, HE HAS VOWED

NEVER TO LOSE HIS TITLE.

|
‘**********************




NINTENDO HOTLINE

Do you have a question about game play?
Are you being stomped by a Thwomp in Mario 37?
Or do gargoyles gang up on your Game Boy?
If your answer to these questions is yes, then why not call the

NINTENDO HOTLINE
WE ARE OPEN 12 P.M. - 8 P.M.
MONDAY TO FRIDAY
10 A.M. - 3 P.M. SATURDAY AND SUNDAY

Why not telephone now, and one of our expert counsellors
will be more than happy to answer your call.

THE NUMBER TO CALL IS
01 703 652222

CAUTION

This Nintendo game is not designed for use with any attachment, *back-up" or
game altering device. Use of any such device will invalidate your Nintendo product
warranty and may cause damage to your Control Deck and/or Game Pak.
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any
damage or loss caused by the use of any such device. If use of such device
causes your game to stop operating, disconnect the device or attachment carefully
to avoid bending, breaking or damaging the connectors and resume normal game
play. If your game pak/console ceases to operate and you have no device
attached to it, please contact the Nintendo Service Centre on 01 329 243300
(further details can be found on the following page). The contents of this Caution
do not interfere with your statutory rights.

WARNING

Copying of any Nintendo game is illegal and is strictly prohibited by national, local
and international copyright laws (including sections 16 and 107 of the Copyright,
Designs and Patents Act 1988 and the 1991 EC Directive on the Legal Protection
of Computer Programmes). Back-up copies are not authorized and are not
required to protect your software. Violators will be prosecuted.

1194
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90-DAY LIMITED WARRANTY

Super Nintendo Entertainment System GAME PAKS

Nintendo UK Entertainment Limited ("Nintendo”) warrants that this
Super Nintendo Entertainment System game pak shall be free from
defects in material and workmanship for a period of 90 days from the
date of purchase. If a defect covered by this warranty occurs during the
90-day limited warranty period, Nintendo will repair or replace the
defective pak, at its option free of charge. To receive this warranty
service, contact the Nintendo Service Centre on 01 329 243300.

Proof of purchase is required to claim under this warranty. This warranty
shall not apply if the Super Nintendo Entertainment System Game Pak
has been damaged by negligence, accident, unreasonable use,
modification, tampering or by other causes unrelated to defective
materials or workmanship.

This warranty does not interfere with your statutory rights.

NINTENDO TECHNICAL SUPPORT

Nintendo provides an out-of-warranty repairs service for
installation, maintenance and service of Nintendo products. For full
details of the charges and services available, please contact the
Nintendo Service Centre on 01 329 243300.

Nintendo Service Centre
Parham Drive
Boyatt Wood

Eastleigh, Hants
S0O50 4NU England
Tel. 01 329 243300



