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

YOU ARE B. J. BLAZKOWICZ,

TOP REPUBLIC SPY AND

TERMINAL ACTION SEEKER . AFTER BUILDING
S A ONE-MAN STRIKE

GET ouT ALIVE- THERE’ S
MORE MEDALS THAN MATERIAT, SHOWING oN
YOUR UNIFORM.

THESE ARE THE CHRONICLES OF A SERIEs OF
INCREASINGLY DEADLY MISSIONS, CULMINAT-
ING WITH AN ASSASSINATION ATTEMPT ON
THE MASTER STATE’S COMMANDER*IN*CHIEF,
THE STAATMEISTER.

THE CONTROLS

JOYPAD

T BUTTON : PRESS THIS BUTTON up 1o MOVE FORWARD
AND DOWN T0 BACK Up. PRESSTING LEFT OR RIGHT MAKES
YOU SPIN 1N THAT DIRECTION .

INCLUDES HIDDEN PUSHWALLS, TOO!

B BUTTON: FIRES THE WEAPON you ARE CURRENTLY
USING.

L BUTTON: SLIDE (STRAFE) LEFT .

R BUTTON: SLIDE (STRAFE) RIGHT.

SELECT BUTTON ; CYCLES THROUGH THE WEAPONS WHICH
YOU ARE CARRYTNG .

START BUTTON ; SHOWS THE AUTOMAP .

(SOLD SEPARATELY MODEL 'NO‘.SNS-O:L&E)
(MOUSE CONTROLS can BE CHANGED 1N THE MENU SCREEN. Skg

LEFT CLICK: FIRE WEAPON.

RIGHT CLIck: MOVE FORWARD
RIGHT DOUBLE—CLICK: OPEN DOORS .
PUSH FORWARD : RUN FORWARD .




DOWN AND PRESSING ANY
BUTTON ;

START GAME: THIS, OF COURSE, STARTS THE GAME.

PASSWORD TAKES YOU TO THE ENTER PASSWORD
SCREEN.

OFF. TIF YOU ARE USING A NON—STEREO-CAPABLE
TELEVISION, YOU SHOULD smT THIS TO OFF.

YOUR WEAPON .

PASSWORD SCREEN

IF YOU cHoosk “PASSWORD”

FROM THE MENU SCREEN,
YOU WILL BE BROUGHT 10 THI

S SCREEN. MOVE THE

N EACH TTME
(SEE PAGE 7,

MISSION SCREEN




GAME SCREEN ' ueaiTs AN
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AT THE BOTTOM OF

THIS SCREEN IS A ;

STATUS BAR SPLIT UP INTO THE FOLLOWING
SECTTIONS :

FLOOR: THIS SHOWS WHAT FLOOR OF WHAT EPISODE
YOU'RE ON. 17’3 THERE TO REMIND YOU HOW FAR YOU
HAVE LEFT Lorco.

SCORE: THE NUMBER OF POINTS YOU HAVE EARNED SO

YOou: a REMARKABLE LIKENESS, DON‘T YOU THINK?
PAYTING ATTENTION TO THIS WILL NOT ONLY ALERT
YOU WHEN YOU ARE LOW oON HEALTH, BUT ALSO WHEN
YOU ARE BEING HIT FROM THE SIDE OR' FROM BEHTND.

H.P: THE PERCENTAGE OF HEALTH YOU HAVE REMATIN-
ING. CAN you GUESS WHAT HAPPENS WHEN THIS
REACHES 03%7?

SHOT: THE NUMBER OF SHOTS you HAVE LEFT FOR
THE CURRENTLY SELECTED WEAPON .

BONUS SCREEN

OF THE ENEMIES
OF THE TREASURE




THE MISSIONS

MISSION ONE: DRESDEN STRIKE
LOCATION: CASTLE OUTSIDE OF
DRESDEN
OBJECTIVE: TERMINATE HANS GRORE
AND ESCAPE

IN THIS EPISODE, WE BINDE ROy
BLAZKOWICZ CAPTURED ON A MISSION TO
UNCOVER THE PLANS FOR OPERATION
EISENFAUST . HE’S SENT TO a DUNGEON
FORTRESS AND SUBJECTED TO HARSH INTER-
ROGATION.

MISSION Two. A DARK SECRET
LOCATION: CASTLE ERLANGEN
OBJECTIVE: TERMINATE TRANS GRORE

THE INSANE SCIENTIST TRANS GRORE HAS
: LL LINE oFp THE MOST.
MODERN WARFARE- THE
CHEMICAL WEAPON. you-’
TO STOP HIM FRoOM
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MISSTION THREE:
LOCATION:

OPERATION EISENFAUST
DR. SCHABBS'’ RESEARCH
LABORATORY
OBJECTIVE: TERMINATE DR. SCHABBS
YOU MUST FINISH THE MISSION YOU START-

ED IN MISSION ONE BY FINDING OUT IF
OPERATION EISENFAUST- A PLAN TO CREATE
THE ULTIMATE SOLDIER- Tg REAL. THE
MANTACAL DR, SCHABBS HAS MANAGED TO

NG GUN ONTO THE CHEST OF

DEAD, AND THEN BRING THEM
BACK TO LIFE! SOMEWHERE IN THE DEPTHS
OF HIS LABORATORY, DR. SCHABRS AWAITS
YOU WITH HIS_RE-ANIMATION SERUM. DEFEAT
HIM, OR you WILL BECOME A MUTANT YOUR-
SELF!

MISSION FOUR:
LOCATION:
OBJECTIVE:

11
TRAIL OF THE MADMAN
MOUNTAIN FORTRESS :
TERMINATE UBERMUTANT

FIND THEM
FAST- BEFORE
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MISSION FIvE:
LOCATION:
OBJECTIVE:

CONFRONTATION
CASTLE HEIDENHETIM
TERMINATE DEATH
KNIGHT

KNIGHT HIMSELF!

13
MISSION Si1x: STAATMEISTER'S LAST
STAND
LOCATION: CASTLE WOLFENSTETN
OBJECTIVE: ASSASSINATE
- STAATMEISTER

AGAINST INVASION. you MUST MAKE IT PAST
NUMEROUS GUARDS, TOUGH ELITE GUARDS,

AND CRACK-SHOT OFFICERS ALL THE WAY TO
YOUR FINAL CONFRONTATION WITH THE
STAATMEISTER . AND YOU CAN BE SURE THAT
HE’S READY FOR YoOU!




THE ITEMS

THERE ARE MANY DIFFERENT TYPES OF ITEMS SCAT-
TERED ABOUT THAT YOU can PICK UP TO HELP You oy

P HEALING
ITEMS IF you ARE AT 100 HEALTH, AND YOU canNoT
PICK UP amMo IF YOU ARE ALREADY CARRYING THE
MAXTMUM AMOUNT ,

DINNERS: AFTER CLEARING YOUR HOSTS

FROM THE DINNER TABLE (YOU’VE ALWAYS HAD m
BAD TABLE MANNERS), vou SHOULD PICK up

SOME FOOD TO GO! THESE DINNERS ARE

YOUR HEALTH.

FIRST AID KITs: THE BAD GUys HAVE BEEN
INTERCEPTING RED CRoOSs SHIPMENTS AND STORING

THESE GUARDS ARE ARMED TO THE

GRACIOUS EVEN IN DEATH, THEY/ LT,
LEAVE THETR AMMO FOR THE TAKING! PICKUP
UNUSED AMMO FOR 5 BULLETS.

AMMO BOXES: THESE ARE SPARE CACHES OF aMMUy-
NITION, PICK THEM up FOR 25 FREE BULLETS ,

15

AMMO PACKS: THESE ARE HUGE AMMO PACKS
CREASE THE MAXTMUM NUMBER
. RRY . IT NEVER HURTS. TO
HAVE A FEW EXTRA ROUNDS ON YOUR HIP, . .

N/ T
PURPOSES. TO BE USED
ONLY WHEN YOU HAVE NO BULLETS!

PISTOL: YOU ALWAYS HAVE A PISTOL, AaND
WILL START THE GAME OUT WITH ONE. THIS
IS THE WEAKEST OF THE GUNS, BUT MUCH
BETTER THAN a KNIFE.

MACHINE GUN: THIS MACHINE GUN IS THE PRIMARY

WEAPON THAT IS
USEFUL FOR ATTACKING MULTIPLE ENEMIES.
YOU CAN HOLD DOWN THE FIRE BUTTON FOR
RAPID-FIRE.

CHAINGUN: THE CHAINGUN USES THE GATLING GUN

PRINCIPLE OF A ROTATING BARREL . IT’S A DESTRUC-
. TIVE MACHINE THAT WILL, CLEAR THE
ROOM. HOWEVER, 1T HAS A HEALTHY
APPETITE FOR AMMUNITION. YOU CAN
HOLD DOWN THE FIRE BUTTON FOR RAPTID-
FIRE,

o lntivaar o oo SO,




THE STAATMEISTER HAS A TWISTED

OR TREASURE AND OTHER ARTIFACTS . HIS

YOU COLLECT

TREASURES, YOUR “ITEMS” SCORE WILL INCREASE .

WHEN YOU REACH 50 1

TEMS, yYoUu WILL GAIN ONE
EXTRA LIFE.

SCEPTERS

ONE UPS: HIDDEN WITHTIN SECRET ROOMS OF THE
FORTRESSES ARE ITEMS THAT GIVE YOU THAT EXTRA
URGE TO KEEP FIGHTING! GRABBING ONE OF THESE
ITEMS WILL BRING YOUR HEALTH AND AMMO TO THEIR

- MAXTMUM LEVELS, OR GIVE YOU AN EXTRA

THE ENEMY

GUARDS: THE GUA

HISTER’S MILL, BUT ca

ENCOUNTER wWrILT, BE BRI
TOAST!

RDS ARE THE GRIST FOR
N BE AN EFFECTIVE FORCE IF
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ABILITIES. IN CLOSE
WILL MAKE LIFE MISERABLE. . . AND SHORT!

MUTANTS : MUTANTS, THE PRODUCTS OF DR. SCHABBS’

FOES. THEY WEAR NO ARMOUR, BUT CAN
TAKE ALMOST AS MUCH DAMAGE ag AN ELITE.

MUTANT RATS: DR. SCHABBS’ TEST ANIMALS ARE
LOOSE! THESE MUTANT RATS ARE FAST AND VICIOUSs
AND BIG, ByT ONE SHOT SHOULD TAKE THEM DOWN.
SINCE THEY DODGE S0 WELL, IT’s
BEST TO GET THEIR ATTENTION
AND WAIT FOR THEM IN A DOOR-

WAY. IF you DON’T WAIT UNTTIL,
THEY ARE IN CLOSE RANGE,
YOU'LL WASTE a LOT oF ammo.

HELPFUL HINTS

¢ EVERY LEVEL HAS HIDDEN STUFF. NOT ONLY COULD
YOU USE aLr THOSE POWER-UPpP ITEMS, BUT YOU can
GET A NICE BONUS FOR FINDING arL OF 1T, T00.

* YOUR CAPTORS MAY BE RUDE HOSTS, BUT THEY
WOULD NEVER HIDE ANYTHING THAT WOULD BE NECES -
SARY TO ESCAPE. KEys AND ELEVATORS CAN ALWAYS
BE REACHED THROUGH NON-HIDDEN PASSAGES.

ALLY IN ALCOVES, CORNERS, OR
THE ENDS O HALLWAYS . (BUT NOT ALWAYS ! )

* THE CLOSER Yoy ARE, THE MORE DAMAGE YOU CAN
INFLICT.

© THERE MAY BE SECRRT EXPERIMENTATL, WEAPONS WELT,
HIDDEN SOMEWHERE TN THE FORTRESSES . THERE MAY
ALSO BE SECRET ELEVATORS . . . :







