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TOP TOP TOP TOP SECRET Al
N keeping with your growing skill, stature, and worldwide acclaim. Good luck!

Message to Captain Johnny "Jlimbo-Baby” McGibbits/AKA The Infiltrator STOP 5
ress. 3 ot
55 @ny bullon to exit the tille screen. You may start your first mission either at

Re: The destruction of the world (at least) STOP :g;':" Sas"? or at the Enemy Base-press the Select Butlen to move the amow. When th
. I Wll.'l".il'l‘.[-,' to the option you want to se 5 : P L L
Captain STOP atlempt & higher level mission, choose Emwaéeﬁlgpéiﬁﬂa[;"}gg‘ﬁ:r';’;;“‘lj b bt To
| We need you STOP The world is on the brink of destruction STOP Only you Can SEve asked for a password, which would have been assigned at th A O N Sl B
ve STOP The Whizbang Enterprizes Gizmo™ DH)-3 Attack Helicopter is an the pad L sion. Press Up and Down on the Contral Pad to change lett 9.6nd of the previoys mis
STOP The Mad Leader must be stopped STOP Only you can stop him STOP Stop him the Control Pad to move the cursor. When the passweord Hers; prass Laft and Right on
bisttors to proceed. y Is complete, press any

at all costs STOP Enclosed find a Gizmo™ fiight manuat, secret communication code
names and other mission info, weapons, film (with pre-paid processing mailer) and the

MeGibbits Guide o Ground Installation Infiltration (Pocket Edition) STOP
CONTROL PAD B BUTTON
Good luck imbo-Baby-the fate of the world is in your hands STOF | "l ‘.‘
-

Erigadier Gerieral Bunson "0ld Blood 'n" Guts” (' Shaughnessy ' "‘ f A BUTTON
And now, the moment you've been waiting for... @ LA
you will hegin all of your misslons from Home Base, just beyord the border of the Mad rd
Leadar's country. At the base you will be briefed about your mission Aol just before [@—] 6
takent. You must successfully pilot your chopper from Home Base through enermy air- . %
space and reach one of the Mad Leader's installations to complete the ground mission : L 5 )
assigned during the briefing. There are three missions, gach progressively more difficult, \

SELECT BUTTON START BUTTON
2




OWNER'S FLIGHT MANUAL

Whizbang Enterprises
introduces the
Girmo™ DHE-3 Attack Chopper
“The Snuffmaster”

; ; b
Your mew Whizhang Gizmo™ DHX-3 Attack Chopper is loaded with the following spe
features:

Turbime-Thrust Dual Propulsion l.'.rh'rzbm?g 'l.'-'h.irler‘“ engine
Whizbang Waster™ air-to-air heat _seehlng missiles

e Amiheatsesking missile magnesium flares

s Anti-radar guided missile chaff disperses

»  ‘Whizhang Whornper™ turbe booster i
isti ications sys

itra-sophisticated communica o L

gta'l&ql-'lhc-art computer guidance, contral, and suneillance systerm

« Whizbang Whisper™ silent travel capabilities

TAKEOFF PROCEDURES

Upon entering the cockpit of your Gizme, you will find yourself facing an ultra-sonhisti-
cated array of contrals. At the battom of the streen, note your hands holding the control
sticks which control the movement of the helicopter. Take-off procedures are as follows:

1. Press the Start Bulton to start the enging,
2. When power exceeds 2300 RPM's, press DOWN on the Control Pad to it off.
3. To aceelerate, hold down the A Butten and press UP on the Control Pad,

THE CONTROLS

CLIMB: Press DOWN on the Contral Pad

DIVE: Fress UP on the Control Pad

ACCELERATE: Hold down the A Button and Press UP on the Control Pad
DECELERATE: Hald down the A Button and Press DOWN on the Control Pad
BANK LEFT: Press LEFT on the Control Pad

BANK RIGHT: Press RIGHT on fhe Comral Pad

SPIN CLOCKWISE: Hold down the A button and press RIGHT on the Control Pad
SPIN COUNTER-CLOCKWISE: Hold cown the A button and press LEFT on the
Contral Pad




COCKPIT DISPLAYS

WARNING LIGHTS :
Six waming lights are displayed at the tap of the cockpit.
is flashing red, it indicates.

E: Engine damage

B: Baltery overheated

0: il everheated

F: Fuel tow
A Altitude level below 200 ft.
R: RPM deficiency in enging of rotors

If a buzzer sounds and a light

: o g i
The warming Hghts will alert you to any status conditions that_rem.ure |an;ed§tﬁ t:.:; n
tini You have some direct control over the B, 0, _and ._ﬂ. w_arnlng I;gr-,.r::é EEEEE, 1;0”

li m-s refer to problems that cannot be corecled ..n mld-!h;ht._ In th 5 ﬂﬂ.maga e
sﬁould reach your destination a8 quickly 8s possiole and aveld any ful

air combat.

sl = TEMPEMLUHF;J’::&E: lights-the batter gauge on the
ither side O E hi

These fauges are located on el : e

i i Auges reach the

| gauge on the right. When these g . ! : e e
“?ﬂ i E-:!:;In:wiﬁ he heard and the warning lights will begin 1o flash. If this har:fp;&

UG 2 s ; e

:.::.u:lust immediately siow your speed 10 reduce strain on the battery and tw

Turbo to consene il

&

FUEL GAUGE

Your fuel gauge is located on the right side of the cockpit. As your fuel decreases, the
red bar will movie from right to keft, The tank is empty when the red bar disappears.

SPEED INDICATOR

Your airspeed indicator is located in the upper left corner of the Control Panel: it shows
¥our present airspeed in knots. Maximum speed is 450 knots, or 900 knots with the
Turbo engaged.

AUTOMATIC DIRECTION FINDER {ADF)

The ADF gauge is located at the top center of the Contral Panel,
ing & the proper destination. Therefore, ¥Ou mazy want to program it immediately after
takeoff (see Communications). Once programmed, the ADF always points towards Your
destination. If the ADF is pointing stralght up, you are on course and will eventually
reach your target regardiess of the compass heading, Moving off course will cause the
ADF to tumn, adjusting itself to the Gizmo's orientation, To comect the orientation of the
Gizmo so that it is heading toward your destination, turn in the direction the ADF is
pointing until the ADF points straight up again. If the ADF js tuming randamily, it has not
been propery programmed at the Communications Terminal, If the ADF is flashing and

spinning rapidly, you ane directly over your destination. In this case, you should slow
dowen and procesd to land immediately,

and will aid you in -




ALTIMETER

The altimeter gauge is located in the uppar rght comer of the Control Panel, and dis-
plays your present altitude in feet. Each time the dial sweeps past 12 o'clock, it regis-
ters 1000 f. Maximum altitede is limited to 9999 . I your altitude is below 200 ft.,
the low altitude waming light will begin to flash and a buzzer will sound.

RPM INDICATOR

The RPM [revolutions per minute} indicator is located in the lower left corner of the Con
trol Panael, and displays the rate at which the blades are spinning. Helicopter biades da
not speed up or Stow down to maintain a constant rate, sinoe it's the tilt of the blades
that causes the movement, The onboard computer system moniters and maintains
staady RPM. Optimum RPM is 2300, and no fiying can take place until the RPM is at or

ahiove optimum.

ARTIFICIAL HORIZON

The aificial horlzon gauge is located at the bettom center of the Control Panel. It indi
cates the Gizmo's degres of tilt or bank and whether you are climbing or diving by the
location of the horizon line in relation to the stabilization point. If the artificial horzen is
lovel and centered in the gauge, you are flying straight and level.

DIRECTIONAL COMPASS
The compass is located in the lower right cormer of the Control Panel, and dispiays the

heading of the Gizma in degrees.

Other helicopter functions are displayed in two eolumns on either side of the
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Control Panel:

I'::: gﬂqﬁs{i:‘; ] R:  Radio iCommunications)
ANNCNS S: i

z - %sarézg (Computer Teminal)

F: Flares W: Whisper

The lat i i i

Smcﬁ*tﬂf.;icl:nl:z at:twﬁoptmn 15 highlightend. Once you' are airbome, you will be able to
e c.ﬁ;f.??f ;,:J&théle':t Butlon to scroll down or the Star Butlon to scroll
: : : an option, press the B B - i
lighted. All of these options can be dameged by enemy ﬁreUttﬂﬂ LI N

MISSILES
To fire a Whizbang Waster™ ai ;
alrto-gir heat-seak| i A
then i ng missile, hightight the *m- .
press the B Button. You have a limited number of missiles per mission il
CANNONS

To fire the Whizbang Whizz
er™ 20mm cannons, kighl g
the B Button, You have unlimited ammunition LGN (D 0T sblion oed i e

CHAFF

T e L
0 drop chaff, highlight the option and press the B Button, Radarguided enemy mis-

siles i :
rﬂda.rifnr;;: gff&v;q by dropping chaff {strips of metal) into the 'sky, creating a fake
"G option wil : izmo, If a radar-guided miszile is heading toward the Gizrma. th

il begin to fiash to indicate that chalf should be used 18




set flare e "FY ™ the (i | 25 an e o -
a li hlgh'lght " mticn @ press : B Butt . Fla
0 '

2 izsiles into thinking that
o fool enemy heat-seaking miss: !
2 d are used as decoys o . seaking =l .
n:tasrfl:;nn;?: actually your exhaust. If a heat-seeking missile i3 he;mnigow
:hc; i u}ﬁtim will begin to flash to indicate that 3 flare should be used.

RADIO e
Sew the section below titled "Communica :

STATUS

ces the section below tited "The Computer Termminal.

TURBO

Te activate the Whizbang 'n'#hnmpe" :
the B Button. Once activated. 1r_1c T bl
your present airspeed to @ maximunm of 9 _

a very Tast rate, 5o it should be used sparingly.
flashing “T" option and press the B Buttan,

ISPER MODE o the B Button.
gll;mi-.-ate the Whizbang Whisper™, highlight the "W Dﬂm:.:j Bl?lgrni: the Gizmo, and
Once activated, the “W" will flash continuously. Whisper m ?nmnrwise i
mrE be a;iiva{ad whan attempting to make a 5"*“2"*: ‘Zg“'“&; s ':'q'hiﬁp;ﬁr mode, high-

5 . To deat 2
it enemy ground personneg
the helicopter could ale

r™ Turbo Booster, highlight the “T* option and pre;zg
will flash eantinuously. The Tubo Booster dou
ots. It also causes the ol l.m h_eat up at
To deactivate the Turbe, highlight the

lkght the flashing “W" aption and press the B Bution.
0

COMMUNICATIONS

The Whizbang Gizma™ DHX-3 is equipped with highly sophisticated communications
equipment. To display the Communications Terminal (which is located to the left of the
cockpit screen), highlight the “R- option (Radio) and press the B Button. The Communi-
cations Teminal has a message area along the top, and indicators for the ADF {AutD-

matic Direction Finder), Send Message (S), and Receiva Message (R). The default selec.
tion is Receive.

ADF

The required ADF value can be found in the lower left corner of the Compauter Terminal.
To program the ADF, press the Select Button until *ADE~ begins to flash, Then press UP
or DOWN on the Contral Pad until the comect value is displayed. Your ADF will pot fung-
tion properly if the corect value is not enterod.

SENDING AND RECEIVING MESSAGES

You will encounter other aircraft as veu fly to your destination; these may ke other infil-
trators also tying to stop the Mad Leader, or enemies staunchly loyal to the Mad
Leader and his evil goals, When ¥ou encounter another aircraft, vou should immediatehy
request identification from the pilot to catermine whether he is a frierd or an Enemny.
Since there ae no distinguishing markings on your chopper, other pilots will also ty to
determing your loyalties and intenticns, Your may safely reveal vour identity (INFILTRA-
TOR) to a friend, but you should conceal your real identity from enemy pilots by giving
them a false L0 (OVERLORD). I is important that you request the other pitot’s LD first
-ONce you know which side he's an, you'll be able to respond comeacthy.




You may send one of three messages 1o ancther aircraft:
REQUEST ID

INFILTRATOR (your 1.0 o a friend)

OVERLORD (vour |.D. to an enemy)

To send one of thase messages, press the Select Button until the comett message is
displayed, then press the B Button. This will send your message to the other aircraft
and returmn you 1o the cockait view, When the other pilot responds, you will be retumed
16 the Communications Terminal automatically and his message will be displayed at the
top of the screen. Examing his code name; with experience, you should be able to dis-
tinguish friendly code names (WHIFPLE, HAYMISH) from those of your enemies
[BOOMER, SCUMY).

If you give the other pilot the correct 1.0, you will be allowed 1o COntinue on your mis-:
sinn. Ghve the wrong LD, and you'll end up in a battle that will last until one of you 5
destroved. By the way, there are a few maniacs out there...other infiltrators who have
snapped from the strain, These pilots will attack no matter how you respond. so be
prepared!

Sample exchanges:

wou: REQUEST ID

Other:  WHIPPLE REQUESTING IDENTIFICATION
You: INFILTRATOR

(ther: 00D LUCK JOHNNY
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¥ou: REQUEST ID

Other: SCUM REQUESTING IDENTIFICATION
fou: OVERLORD

(ther: YOU ARE CLEARED TO PROCEED

Ta return to the cockpit view without sending a message, press the Select Button wntil
gither ADF ar R (Receive) is flashing, then press the 8 Bulton,

THE COMPUTER TERMINAL

To display the Computer Terminal (which s located to the right of the cockpit soreen),
highlight the “S* option (Status) and press the B Button. The Computer Tamminal shows
a Tactical Map of the area, the compass heading which should be programmed into the
ADF. @ status panel that shows any damage suslaingd in battle, and inventories for
Missiles, Flares, and Chaff,

TACTICAL MAP

The large gridded map shows the Mad Leader's courtry; your pasition is displayed by a
flashing circle, If you have programmed the ADF comectly, a flashing sguare will appear
to indicate your destination.

STATUS DISPLAY
This panel displays status lights for a variety of chopper functions:

COMMUNICATIONS
DEFENSES (Chaff and Flares)

13




TACTICAL
TURBD
ENGINE
WEAPONS

If damage is sustained in battle, the green light nest to any damaged function will begin
to flazh red, Below the status lights are bar indicators for remaining Missiles, Flares,
and Chaff. As your supply of each decreases, the black bar for that item will gradually
disappear, When the bar i3 entirely gong, you have used up your supply of that item.

Press either the A or the B Button to returm to the cockpit view.

LANDING PROCEDURES

Once you have arived at your assigned destination, follow these procedues 10
land safely:

1. Reduce your speed to between O and 20 knots.
2. Make sure that the atificial horizon is level and that you are not banking.
3. Decrease your rate of descent to a minimum.

Once you have descendad below 200 fr., you will hear 2 low altitude warming buzzer.
Tum on the Whirbang Whisper™ silent travel feature and decrease your rate of descent.
‘When your altitude is reduced to 0, the Gizmo will land (it shakes and thumps loudly as
it hits the ground). If you have landed at the proper destination, the ADF gauge will be

14

flashing and spinning rapidly. While on the ground, do not bank, actelerate, or spin; if
yeu do, you'll crash,

Any number of cther problems can lead ta a crash: incormect takeoff or landing, oo
much damage, engine damage, overheated oil or battery, or unning out of fuel, If you
crash while fiying or landing. you will stant the same mission again from the beginning, IF
you stop playing after having successfully completed a mission, you will have the choice
of elating from scratch or starting 8 new mission. You cannot embark on @ new mission
before completing the previous one.

PAUSE

To pause the game, switch to either the Computer Terminal (°5") or the Communica-
tions Terminal ("R"). The game will pause urtil you're ready to preceed; simply retum to
tha main screen to continee.
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THE McGIBBITS GUIDE TO
GROUND INSTALLATION INFILTRATION

{POCKET EDITION)

Avobding (or Tooling) the enemy is the key W a successiul ground mission. With this in
i, pow have disguised yourself as an enemy guard, Your objective is to complets the
mission displayed in the briefing without being captured, blown up, or running out of
time. You get five chances- after that, you're cut of luck. There are three Increasingly
difficult missions. Once wou finish & mission, you will get your next assignment.

THE MISSIONS

Mission One: Your first mission is 1o neutralize a vat of deadly nerne gas in the Mad
Leaders compound. To do this, you must find the four chemical containers hidden in
the compound and bring them to the lab, where they will be analyred, [You will need to
findd the security card to unlock the doors to important rooms.) Determine which chemi-
cal is the nene gas neutralizer. Then locate the Mad Leader's vat of deadly nene gas,
use the nedtralizer on'it, and get out of there fast!

Mission Two: Your second mission is to find the famous scientist Dr. Phineas Gump

and rescua him from the clutches of the Mad Leader. Again, you'll need to find the =e-
curity card 1 unlock the doors to important rooms. Te get Dr. Phineas out of the com-

pound, you must find the imasibility pill and give it 10 him-then make your escape.

16

Mission Three: Your third and most difficult mission is to locate and destroy the Mad
Leaader’s missile control rooms by planting explosives. To open the control rooms, you
must first find the hidden secirity card. Once the last bomb is set, you've got only a
short time to get out before the whole place blows sky high. Good |uck!

GETTING STARTED

YOU are the small figure on the screen standing next to your trusty Giamo. Press UP,
DOWN, LEFT and RIGHT on the Contal Pad to move [0 the corresponding direction, The
time remaining for your mission is displayed in the bottom right corner of the screen. If
tirme: muns out, your missien will end and you'll have to stal over. You have about 20
minutes of real time for each mission once you have landed, To pause the game, press
the Select Button to go to the Inventory Screen. The game will pause until you're ready
to procead; simply press the Sakect Bution and returm to the Main Screen to continue.

INVENTORY ITEMS

You have been provided with a number of special items to help you complete your mis-
=ions. The active item is indicated at the bottom of the screan; press either the 4 But-
1om or the B Button to use the active item. ltems are displayed on an Inventory Screen;
tor view your Inventony, press the Select Button. The active item is surrcunded by a flash-
ing white box, and the name of that iterm appears in the middle of the screen, At the
beginning of each ground mission, PAPERS is the active item. Press LEFT or RIGHT on
the Control Pad to activate a different item.
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The Inventory Screen also shows your remaining supply of Sieeping Gas (SPRAY), Gre-
nades, and Explosives. If you find an important item during your search of the Enemy
Base, this will be indicated at the bottom of the Inventory Screen, Press the Select But
ton to retum 0 the Maln Screen, The Inventory items include:

SLEEPING GAS

You have a hiddon canister strapped inside your jacket which contains a colorless, odor-

less sleeping gas. Anyone sprayed will fall te sleep for several seconds and forget what
has nappened. When the sheeping gas is active, press either the A or B Button to spray
the: gas. (You have specially treated nose plups which aliow you to breathe the gas with-
out -hanm.)

GAS GRENADES
These have the same effect as the sleeping gas canister, except that they have greater
range. When used Inside, all guards in the room where the gas grenade is dropped will

fall aslesp.

IDENTIFICATION PAPERS

These are vour fake |.D. papers, You should show your papers whenever a guard ashs
ta see them. Activete FAPERS on your Imentory Screen (if they are nol already activ),
tiven stand next to the guard and press either the A or B Button, The guard will examing
your papers and decide whether or not they are “in order” and valid, If they are in onder,
you will be allowed to go about your business undetected. If they are out of order, you
hawe A shor time to gas the guard or run away Defore he ties b0 take you in for "gues-
tioning." Be forewamed that running away will cause the guard to sound an Glen

13' throughout the compound.

MINE DETECTOR

The Mad Leader's guards have placed land mines at varous lecations throughout the
compound and surourding region-particularly in wooded areas. To use the mine detec-
tor, select this item on the Inventory Screen and hold down either the & or B Button as
you walk arpund; the mine detector beeps to let you know it is working. If you step near
a ming when the detector is activated, the mine will be exposed but will not detonate.
Stepping on a mine without the detector activated is fatal-and stupid.

EXPLOSIVES

I Mission Three, you'll need to set explosives in the missile control rooms. To do this,
select EXPLOSIVES on the Inventory Screen; when you're in front of the main contral
panel in a contrel room, press UP on the Control Pad to plant the explasives. Only one
bomb is permitted in each room. After setting your last bomb, an automatic countdown
timer will go off-you then have about 20 seconds to leave the building befone the
bombs detonate.

MISSION INTERFERENCE

Enemy guards within the compound are fanatically loval to the Mad Leader, They're as-
signed to patrol cestain areas of the compound, and will camy out thefr orders unfailingly.
If ene of the guards spots you, he will most likely ask to see your papers (3 talking
guard’s face and hands turm red). The guard’s speech will appear in the middle of the
screen. If you do not comply with his orders, he'll set off an ale and guards throughout
the compound will chase after you. If you gas a guard while he is talking to youw, he'll fall
asleap and forget aver having seen: yo,

19




MAPPING

While you are inside a building, a mini-mapping unit will appear at the bottom of the
soreen, Rooms are shown as boxes-the room you are in is represented by a flashing
b, Moving into & niew ropm adds it to the map. Rooms are color-coded as follows:

Red: Designates a room of great impontance (prison, control room, etc.)
Yellow: Designates a room of ng special imponance

SEARCHING THE BUILDINGS

Once inside a building, you may search any of the cabinets on the top far wall of each
room {cabinets on the side walls seem 1o be empty...). Inside, you may find gas gre-
nades, securily cards, and other useful (and not so useful] items. To search a cabinet,
stand in front of it and press UP on the Control Pad; text in the middle of the screen wil
et you know what you find. Clothing disguises mey be of some help in fooling enemy
guards. To change uniforms, stand directly in front of a uniform hanging on a coat rack
and press UP on the Control Pad until you have finished changing. An audible tone and
accompanying text will indicate when you have finished.

SILENCING THE ALARMS

« Inside the compound buildings, an electronic alam card will turn off the alams
tempararily, If you find the alamn card, a ling of text at the bottom of the Imentory
Sereon will pote this, Ones you have it, make vour way to the alarm control center;
stand directly in front of the card slot in the wall and press UP on the Control Pad. This
will cause the electronic card in your possession to be inseded into the slot, temporanly
silencing the slarms. Mote that you do not have to activate the electronic card (or any

20

other item you find}) to use it If you have it in your possession, it will be activated auto-
mat'n:all;e. Thiz card will work only once during a mission,

LOCKED DOORS

Locked doors must be deactivated before you can enter these rooms. To open all of the
locked doors in the enamy compound, you must first find the security card. Onge you
hawve found it, a ling of text will appear on the bottom of the Inventory Screen to indicate
this. Next, vou must find the security room (it is the room with the lock status indicator
light on the wall and a passcard slot directly below it} To unlock all the doors, stand
directly in front of the security card slot and press UP on the Control Pad, The lock
status indicator light will turn from red to green to indicate that all of the locked doors
are now open, Note that you do not have to activate the security card 1o wse it. If you
have it in your possession, it will be activatad automatically.

MAKING YOUR ESCAPE

If you successfully complete your ground mission, make your way back to the belicop-
ter, Moving into the cockpit section will take you inside 5o that you can retum home, |
you haven't completed your mission, you won't be allowed to enter the helicopter. You
can check 1o verify that your mission has been completed by going to the lmventony
Sereen. A message will be displayed when you have completed the assignment, 1o let
you know it's time to get out of there,
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LIMITED WARRANTY

Mindscape Inc. warrants to the orginal perchaser of this product that the recording
medium cn which the Game Pak is recorded will be free from defects in material and
workmanship for ninety (90) days from the date of purchase, Defective media returmed
by the purchaser during the ninety (30) day period will be replaced without charge,
provided that the retumed media have not been subjected o misuse, damage of
EXCESSivE wear,

Return defective media to point of purchase. You must include a dated proof of pur-
chase, a brief statement descrbing the defect. and your returmn address.

Mindscape Inc. does not warrant that the Game Pak will meel the purchaser's specific
requirements. ANY STATEMENTS MADE CONCERNING THE UTILITY OF THE GAME PAK
ARE NOT TO BE CONSTRUED AS EXPRESS OR IMPLIED WARRANTIES.

THIS WARRANTY 15 IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN,
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE EXCLUDED.

I8 MO EVENT WILL MINDSCAPE INC. BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL
DAMAGES OF ANY KIND IN COMMECTION WITH THE GAME PAK.

Some etates do not allow the exclusion or limitation of incidental or conseguential darm-
ages or limitations on how long an implied warranty lasts, so the above limitation or
exciusion may not apply to you, This warranty gives you specific legal rights, and you
may also have other rights which vary from state 10 state. Address all comespondence
to: Mindscape Ing. P.O. Box 1167, Motthbrogk, IL 600851167,

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and
used propery, that is, in strict sccordance 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 computing device in accordance with the specifi-
cations in Subpan J of Pat 15 of FCC Rules, which are designed to provide reasonable
protection against such interference In a residentizl installation. However, there is no
guarantee that interference will nat cccur in @ particular installation. If this equipment
r0es cause interferance to radio or television reception, which can be determined by
tuming the equipment off and on, the user is encouraged to try to comect the inteder-
ence by one or more of the following measures:
—feorent the receiving antenna
-Relocate the NES with respect to the receiver
=Maove the NES away from the receiver
-Plug the NES into a different cutlet so that computer and receiver are on

different circuits.
If necessary, the user sheuld consult the dealer or an experienced radio,tebevision tech-
necian for additional suggestions. The user may find the following booklet prepared by
the Federal Communications Commission helpful:
How to Identify and Resolve Radio-TV Interferencs Problems.
This booklet is avallable from the U.5. Governmient Printing Office, Washington, D.C.
20402, Stock No. 004-000-00345-4.







intesd in Japan



