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IN WORKMANSHIP, RELIABILITY AND ENTERTAINME!

Original DIESES QUALITATSSIEGEL IST DIE GARANTIE D,
(Nintendo) BOY SYSTEM
Seal of

Quality

LICENSED BY

EPILEPSY WARNING
READ BEFORE USING YOUR NES, SUPER NES OR GAME BOY SYSTEM

A very small portion of the population may experience epileptic seizures when viewing certain
kmds of flasl mg lights and patterns commonly present in our daily environment. These
persons may experience seizures while watching some kinds of television plctures or playmg
certain video games, including qames played on the NES, Super NES and Gal

systems. PlaYm who have not had any prevmus selzures may nonetheless have an
undetected epileptic condition. Consult your ysx:}an belnm e\.?'mg video games if you, or
anyone in your family, has an smlennc condition. IMME liscontinue use and consult
your physician if you experience any of the following symnlums while playing video games:
altered vision, eye or muscle twitching, other involuntary movements, disorientation, loss of
awareness of your surroundings, mental cumusmn dizziness, sickness, and/or convulsions.

EPI INWEIS WARNUNG
ITTE VOR EM SPIELEN MIT DEM Ni
SUPER NINTENDO ODER GAME BOY LESEN!

Bie einem kleinen Prozentsatz der Bevolkerung konnen wahrend des Betrachtens von
blinkenden Lichtern oder Mustern, die in unserer Umgebung téglich vorkommen, epileptische
Erscheinungsformen auftreten. Diese Zustande konnen bei den betroffenen Personen durch das
Betrachten von bestimmten Arten von Fernsehbildern oder beim Smelen verschiedener
Videospiele, dazu gehdren auch Spiele auf dem NES, den Super Nintendo-und den Game Boy-
Systemen, auftreten. Bei Spielern, die bislang nicht aul Lwhlrexw mit epileptischen
Erscheinungsformen reagiert haben, ist eine bislang unentdeckte epileptische Veranlagung
jedoch nicht ausgeschlossen. er einen Arzt bevor Sie ein Videospiel spielen odev
‘wenn bei einem Mitglied Ihrer Famlhe Epilepsie vorliegt. Unterbrechen Sie sofort die Benutz:
des Gerates und befragen Si n Arzt, wenn bei lhnen folgende Symptome wahrend des
Spielens mit Videospielen auﬁrelen verandeﬂes Sehvermogen, Augen ~oder Muskelzuckungen,
der Umgebung,

lere
geistige Verwimung, 5cnwmnelgr§un| und/oder Kréimpfe.
\VERTISSEMENT SUR L’EPILEPSIE
A lire avant toute utilisation d’un jeu vidéo par vous-méme ou votre enfant. Certaines
personnes sont susceptibles de faire des crises d’épilepsie ou d'avoir des pertes de
conscience 4 la vue de certains éypes de lumiéres clignotantes ou d'éléments fréquents dans
notre environnement quotidien. Ces personnes s'exposent a des crises lorsqu'elles regardent

CE SCl T l)

MATIERE DE FABRICATION, DE FIABILITE ET SUBTOUT, DE
ACCESSOIRES POUR ASSURER LA COMPATIBILITE AVEC VOTRE SYSTEME GAM|

DIT ZEGEL IS UW VERZEKERING DAT NINTENDO DIT PRODUKT HEEFT BEKEKEN EN DAT HET VOLDOET AAN ONZE EISEN TE WETEN
BETROUWBAARHEID EN ENTERTAINMENT WAARDE. LI

OMDAT DIT EEN COMPLEET EN PASSEND GAME BOY SYSTEEM WAARBORGT.

THIS SEAL IS YOUR ASSURANCE THAT NINTENDO HAS REVIEWED THIS PRODUCT AND THAT IT HAS MET OUR STANDARDS FOR EXCELLI W ¢
IMENT VALUE. ALWAYS LOOK FOR THIS SEAL WHEN BUYING GAMES AND ACCESSORILY

ENSURE COMPLETE COMPATIBILITY WITH YOUR GAME BOY SYSTI

UR, DAB SIE N|NTENDO QUALITAT GEKAUFT HABEN. ACHTEN SIE DESHALB IMMER AUV

DIESES SIEGEL WENN SIE SPIELE ODER ZUBEHOR KAUFEN, DAMIT SIE SICHER SIND, DAB ALLES EINWANDFREI ZU IHREM NINTENDO GAM!

EAU ES| V TRE ASSURANCE QUE NINTENDO A APPROUVE GE PRODUIT ET QU'IL EST CONFORME AUX NORMES D’EXCELLENCE (N

QUALITE. RECHER%HB%VCE SCEAU LORSQUE VOUS ACHETEZ DES JEUX ET DES
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Nintendo®, GAME BOY™, the Nintendo Product Seals and other marks designated as “TM” are trademarks of Nintendo

certaines images télévisées ou lorsqu'elles Jouenl 4 certains jeux vidéo. Ces phémménes
peuvent apparaitre alors méme que le sujet n'a pas d'antécédent médical ou n'a jamais été
confronté @ une crise d' épllepSIe Si vous-méme ou un membre de votre famllls avez ne;a
présenté des symptomes liés a I'épilepsie (crise ou perte de conscience) en

stimulations lumineuses, veuillez consulter votre médecin avant toute UWISEIUUH Nuus
conseillons aux parents ‘d'étre attentifs 2 leurs enfants lorsqu'ils jouent avec des jeux vidéo
Si vous-méme ou votre enfant présentez un des symptomes suivants : vertige, trouble de la
vision, contraction des yeux ou des muscles, perte de conscience, trouble de I'orientation,
‘mouvement involontaire ou convuttion, veuillez immédiatement cesser de jouer et consulter

un médecin.
PPRECAUTIONS A PRENDRE DANS TOUS LES CAS
POUR L'UTILISATION D'UN JEU VIDEO

Ne vous tenez pas trop prés de I'écran. Jouez a bonne distance de I'écran de télévision ot
aussi loin que le permet le cordon de raccordement. Utilisez de préférence les jeux vidé
eran de petite taille. Evitez de jouer si vous étes fatigué ou si vous manque: i€z de Somim:

Assurez-vous que Vous jouez dans une piece bien éclairée. En cours d' unhsamn faites oos
pauses de dix a quinze minutes toutes les heures.

WAARSCHUWING VOOR EPILEPTICI WAARSCHUWING
EERST LEZEN VOORDAT ER MET DE NES,
SUPER NES OF GAME BOY WORDT GESPEELD
Een heel klein aantal mensen kan last kru%en van epileptische aanvallen bij he!
zeer snel aan- en uitflitsende lichten of patronen die normaal in onze dagelij:
rkomen. Soms krijgen deze mensen ook aanvallen bij het kijken naar bepa
lelevlslebeelden ol het spelen van bepaalde vldeﬂsperlen inclusief spellen die
iper NES en Game Boy gespeeld worden. Zelfs spelers die nog nooit zo'n &
gehad kunnen een vorm van epilepsie hebben, ook al is die nog niet eerder on'
of andere leden van je familie die tijdens het spelen van videospellen 1
veranderende waarneming, oogtrillingen of spiertrekkingen en andere o
bewegmgen gedesoriénteerdheid, \ verlres van bewustzijn van u(lje omgev
aangera(

te smppen 'met spelen en een arts te raadplegen.

GAME PAK PRECAUTIONS/ MAINTENANCE

1. If you play for long periods of time, take a 10 to 15 minute break
every hour or so.

2. This equipment is precision built. Do not use or store it under
conditions of extreme temperature, or subject it to rough handling or
shock. Do not disassemble the unit.

3. Do not touch the connectors. Do not get them wet or dirty. Doing
so may damage the Game Pak and/or GAME BOY unit.

4. Do not clean with benzene, alcohol or other such solvents.

5. Always check the Game Pak edge connector for foreign material
before inserting the Game Pak into the Game Boy unit.

6. Store the Game Pak in its protective case when not in use.

ZUR BEACHTUNG:

1. Bel langerer Spieldauer ist es ratsam, etwa jede Stunde 10 - 15
Minuten Pause zu machen.
2. Dieses Gerat ist prézisionsgefertigt und solite weder an Orten mit

1 benutzt oder 1, noch grob
behandelt oder erschiittert werden. Bitte nicht zerlegen.
3. Wenn die Kontakte angefaBt werden, verschmutzt werden oder mit
Wasser in Beriihrung kommen, kénnen die Kassette und / oder Dein
GAME BOY beschadigt werden.

PRECAUTIONS A PRENDRE AVEC VOS CARTOUCHES DE
JEU-CONSEILS D’ENTRETIEN

1. Sivous jouez pendant de longues périodes, veillez a observer une
interruption de 10 a 15 minutes toutes les heures environ.

2. Ceci est un jeu de haute précision. Il ne doit pas étre rangé ni
utilisé dans des endroits soumis a des températures extrémes. Evitez
de le cogner ou de le i br Ne le dé pas.

3. Ne touchez pas aux connecteurs. Ne les exposez pas &
I'humidité, ne les salissez pas. Cela pourrait endommager la
cartouche et I'unité Game Boy.

4. Ne nettoyez pas le jeu avec des solvants comme I'alcool ou

le benzéne.

5. Veériflez toujours que le connecteur plat est propre avant d'insérer
la cartouche dans le Game Boy.

6. En dehors des périodes d'utillsation, rangez la cartouche dans son
boitier de protection.

VOORZORGSMAATREGELEN / ONDERHOUD CASSETTE

1. Als er lang achter elkaar wordt gespeeld, neem dan om het uur
een pauze van 10 a 15 minuten.

2. Ditis een precisieprodukt. Gebruik en bewaar deze cassette
daarom niet bij extreem hoge of lage temperaturen, voorkom ruwe

4. Das Gerét nicht mit fliichtigen wie F; linner,
Benzin oder Alkohol abwischen.

5. Vergewissere Dich vor dem Einlegen der Kassette immer, daB sich
an der Kontaktkante keine Fremdkorper befinden.

6. Hebe Sie die Spielkassette nach Gebrauch in dem dafiir
vorgesehenen Etui auf.

ing en harde of stoten en haal hem ook nooit uit
elkaar.
3. Raak de electrische contacten niet aan. Zorg dat deze niet nat of
vuil worden, want hierdoor kunnen de cassette en de Game Boy
beschadigd raken.
4. Maak de cassette nooit schoon met wasbenzine, alcohol of
andere oplosmiddelen.
5. Controleer steeds voordat de cassette in de Game Boy wordt
gedaan of er geen vuil of stof aan de contacten zit.
6. Bewaar de cassette in zijn doosje als hij niet wordt gebruikt.



The X-Men- Wolverine", Cydops™ and Storm™ have all dian)penred... and unless Spidey can find Gambit”, the Cajun’s fate will surely be the same! Spide WEB SLINGING CONTROLS

soes Gambit's” familior silhouette below. But, as he swings down, a giant fube shoos out from the roof of a garbage fruck, and “GNNRRR-SFLANNG!", it : : THROW A
swallows the unsuspecting Arcadian! The wall crawler sings o Spider-tracer onto the truck and pursues his prey into the nigh... unaware that the hunter i NOTE: oWhile climbing, the web bolts SWINGING WEB
nally created his fun fair to make his million dollar “hits” more entertaining! But, now he’s rebuilt -—with ol automatically fire away from the wall.
deadly rides—purely for his own eng?ymem! And fonight's very limited run, one-ime only showing is the olf Spidey swings into a wall while still on his

JUMP OFF A WEB
about o become the hunted! Arcade™ ori%i

New bigPer In]nmes, inescapable fraps, an FIRE WEB BOLT

thriing final destruciion of the X-Men™ and their would-be rescuer, Spider-Man®! web, he will automatically grip onto the wall.
GETTING READY...FOR MUTANT MANIA!
LOADING 1. Make sure the power switch s OFF. 2. Insert the SPIDER-MAN®/X-MEN™ ARCADE'S REVENGE" game pak os described in your NINTENDO
GAME BOY" Instruction Booklet. 3. Turn the power switch ON. You will then see the SPIDER-MAN®/X-MEN™ ARCADE'S REVENGE" ftle screen, and the Higf - " g 4 SPIDEY ON THE ERE!H Note: The Spider-Sense Warning only flashes when
Scores screen. To reach the story screen, press the START BUTTON o the B BUTTON. To scroll through the story, press the B BUTTON again. To jump to the Spidey's game play information and Spider-Sense appears on the screen s folows: Sl!l)idey is near a Setumz Eye or facing an immediate
Afion, press the START BUTTON again. threat. The Direction Indicator then points out where
SPIDEY T0 THE RESCUE! WARNING the Eye is located or where the danger will come from.
Spidey's fracer leads him 1o the perimeter of Arcade’s bizarre complex. The way in is wide open... but the webslinger's Spider-Sense warns him of a less SCORE
than osrliluble welcome! A securiy system guards every inch of the entrance and the only way around it is to touch each of the Security Eyes in the order LIVES REMAINING
they flash. Use your Spider-Sense to guide you and baggin them will be a snap. Make it all the way inside and a Super-Hero surprise party is waifing just
for you! To scroll through the introductions, press the BIﬂTON. To skip to the Character Selection screens, press the START BUTTON. ENERGY
SR I Note: SPIDER-MAN®/ X MEN" Dwicrion
BASIC MOVES ARCADE'S REVENGE™ is a 1
MOVE LEFT or RIGHT player game only.

CHARACTER SELECTION...

FROM THE ARACHNID TO THE X-MEN!

Arclude” c‘rullen es each of Ihis unwilli';llg gugsis w{(lh events

tailor made to their parficulor strengths and weaknesses. Once
§‘3,{‘§’,"{£?,‘;’,’;c?{;,‘,,‘2’ e Spidey is inside you may select an[y character in any order, but,

1o even have a hope of escape, allfive Super-Heroes must survive

CROUCH

CLIMBING MOVES
T0 GRIP ONTO A WALL (or ANY SCALEABLE OBJECT) while in the air—either

swinging, falling, or pncw'ﬂ Sress the CONTROL PAD LEFT if the wall is to TO CLIMB UP A WALL (or ANY SCALEABLE their events. =
Spidey’s left or the CONTROL PAD RIGHT if the wallis to Spidey’s right. OBJECT), press the CONTROL PAD UP. oTo scroll through the Character Selection screens, press the NOTE: Once an event is
SELECT BUTTON. cgmnkled }fior an
TO CLIMB DOWN A WALL (or ANY SCALEABLE TO JUMP LEFT o RIGHT off a wall (or a oTo select a character, press the START BUTTON. characer, his or her
3 OBJECT) press the CONTROL PAD DOWN scaieable abjec) press the A BUTTON whie B screen no longer appears.

holding the CONTROL PAD LEFT OR RIGHT.



LIFE I CHEAP.., WITH ARCADE" IN CONTROL! STORM™ “DUNK THE MUTANT!”
Storm”™ has the power to fly on winds created by her weather controlling mutant HAKCH

Your Super-Heroes begin with four lives between them. Thus, for example, if you lose three li idey— |
one life left fo get Ihg rest of the X-Men™ through the game. Mgy s Sl e abiliies. Unfortunately, though, Arcade™—always one step ahead of the game —
”lﬂg THE os trapped Storm™ in a underwater maze where negafive air effects make fiying

WATER VALVE

1 GAMES BEGIN!"
S Fom laser-firing Super-Vilians to bomb dropping droids, Arcade™ has turmed all the fun of the fuir info the ultimate house of impossible. The only way out s o raise the level of the water 5o she can find the ceiing ex. e e
horrors! Note:The number of lives remaining appears on each of the Super-Heroes' game play screens as indicated in the To do this, Storm"™ must fire Tﬂh'"i"!l bolts ot the underwater hatches that block her way and the ST T SEEEECEINR
water release valves that e throughout the fank. However, while exploding the locks and valves,

CYCLOPS™ “THE RIDE OF YOUR LIFEY” Storm™ must also maintain her air supply, either by surfacing or by swimming through the bubbles randomly released underwater.

. Deep underground, Cyclops faces a mire cort roller coaster ride with its own peculiarly shocking attractions! Miss the cart and The metallic squids and piranha will ry o knock more than the wind out of you. Defeat single enemies with dyout Lightning Bokts, crowds with — f you
\  the elecirified rails will 2ap you. Hit o land mine as you travel... and the result’s the same! Too much fun? Watch out for the have them — Lightning Storms. These devusluﬁnF pick-ups fie streaks of energy simuftaneously in every dirediion, destroying everything within close

<A droid orbs firing pinpoint accurate lasers, Genoshan Magistrates blasting you with their stun guns, and a Senfinel robot range. For defense, blost open the oysters. A pearfi in each of them that, once fouched, gives you a whirtwind able to protect you as yougﬁre away at the

appropriate “ON THE SCREEN" sections.
)

deadliest of maritime terrors.

y ! N pulverizing you with waves of pure radiation. Show them all that looks can kill!

U A .'

CYCLOM™ CONTROLS s TR G R ot STORM™§ CONTROLS PAUSE / RESUME ;I(I)lllrlglGHmING NOTE: ohs the water ises o the ceiling what used to be
press the CONTROL PAD UP and the B BUTTON. “a SWIM UP, DOWN, LEFT or RIGHT mlrf pockaals fill with wTﬂliieE"CONTROL s

/ olf you do not press , Storm
e S ‘¥ SELECT SPECIAL WEAPON RELEASE SPECIAL umomuﬁcnllr f:ms 1 Ligh I
R WEAPON #You can only fire a Lightning Storm or release o
aoucn [} TGl Whirbwind once you have the appropriate pick-ups.
It N PUNCH oStorm can have a maximum of nine air supply bubbles.
CONTROL PAD DOWN and the B BUTTON.
STORM™ ON THE SCREEN

CYCLOPS™ ON THE SCREEN e
SCORE STORM PICK-UP
SCORE
AIR SUPPLY LIVES REMAINING
ENERGY
il LIVES REMAINING £ & i
5 sgpee 003700 3cone sousoo & 'z :{g}l},!llﬂb




SUPER - HERO PICKUP§

CHARACTER PICK-UPS EFFECT
cyclors™ EXTRA ENERGY Increases your energy level.
AIR SUPPLY ﬁ Increase your supply of air bubbles. ;
- LIGHTNING " Gives you the power fo release sireaks of lightning simulianeously in every |
i STORM diredicym, devastating everything within close range.
- Defends you from any attack. Note: To find the pearls containing the
WHIRLWIND WHIRLWIND pick-ups, blast the oysters.
EXTRA ENERGY Increases your energy level.
LUCKY STAR Each star gives you 50 points.
GAMBIT" - '
Increases your stock of playing cards. Note: Each defeated enemy reveals
PLAYING CARD 1 playing card pick-up.
DIAMOND 500 points
EXTRA ENERGY o~ Increases your energy level.
WREECHAN. oA spDe 50 poins ;
TO GET ANY PICK-UP TOUCH IT.

GAMBIT™ “CHECKMATE!”
Gambit's”™ made fo measure ordeal places him in his own worst nightmare, as he runs into cunningly created chess pieces— from rocket powered knights
o grenade launching queens! The Cajun charmer's in danger of becoming southern fried.
However, mes amis, you don't survive the streets of the Big Easy without an ace up your sleeve. Gambit™ may not always have dealt from the fop, but so
long as he has the mutant abilty to charge everyday objects with kinefic energy, he’s an X-Man you can bet on to win. Armed with his explosive playing

cards, the Lovisianan'’s luck is sure to save him in a game with the highest stakes... hs life!
GAMBIT™'S CONTROLS

TO THROW PLAYING CARDS UPWARDS press
the B BUTTON and the CONTROL PAD UP.

Jump

PAUSE/RESUME

Press TO THROW PLAYING CARDS. Press
and hold down to THROW PLAYING CARDS
FURTHER FORWARD.

LUCKY STARS

ENERGY

PLAYING CARDS REMAINING SCORE LIVES REMAINING



WOLVERINE™ “LAUGH 'TIL YOU DROP!”
Happy-go-lucky dircus clowns and the wild, adomantium dawed Wolverine™ form the most unlikely of
combinations. But, make the clowns robot replicas of the slugsti(k Super-Villain, Obnoxio, complete
Z with acid filled custard pies, and Wolverine's™ back on familiar furf: a batile fo stay alive! Add
AN bnmnet carrying foy soldiers, machine gun firing Juck-in-the-Boxes, and exploding buiding
T O\ blocks... and you've got a fun house guaranteed to be side-splitting!

i Keep going up and eventually you'll find the end of everybody's troubles... Apocalypse™!
The closest you've ever come fo this joker was a robot double and that was nearlr enough!

ly

7 Maybe this is just another copy, but it's accurate down to the last defa, in(ludiniApomlypse’s“ psionical
i er!

controlled costume. So, quit grouching over missing the original, and nail his suc
WOLVERINE'S™ CONTROLS

STAND UP UPPERCUT / WALL STRIPPER

Jump
SLASH

PAUSE / RESUME

ORE 000700
e

9 LIVES REMAINING

SPIDER-MAN® “HIGH RISE HUINX!”

Sticking his webs info other people’s business has never failed fo get Spidey into
trouble... and today is no exception. Arcade™ has prepared a special
reat for the webslingier: a " de"-construction site. “Spider-Slayers”
are hurling bags of exploding cement from the girders. Welding
droids shoot concentrat Iuser%lusts.
At the top of the site, the girders are few and far between. Rain is
falling in sheets and almost horizontally when the wind picks
up. One false step or one sudden gust and it's a
Spidey sky dive! If that's not enou*h fo
create the Eelfen mood for mulfiple
fractures, keep an ere out for the

villain with the liveliest costume,

Carnage™! s if really the

sociopathic symbiote or

merey another of

Arcade’s™ robotic

recreations? Is now

good time for detective

work or a slugfest?

HUNT THE HIT-MAN

It ain't over il the hit man's in Sing Sing and it's up to Spidey—with some
elp from the sidelines—to put him there. Unfortunately, finding Arcade™
demands defeating not only o massive mechanical duplicate, but also a horde
of successive duplicates that pop, Russian doll-ike, one out of the other.
Fliminate all of them, and it’s just you, Arcade”, a few holograms, and a 9mm
pistol equipped with silencer and fitanium fipped shells. Did you put on your bullet
proof spandex today?
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