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KONAMIINC. LIMITED WARRANTY CONGRATULATIONS!

: o You have just purchased the authentic Konami home
Konami, Inc, warrants to the oviginal purchager of this Konami softwarne product that the mediun on

wiich this Computer program & recordedd i free from defects in materials and workmarnship for a wersion qf Track & Feld, one of Konami's marty original
penod of ninety [90) days from the date of purchase. This Korarni software program is sold "as is” arcade hits, We suggest that you read this instruction

without expeess or iImpled warranty of amy kind, and Korami is rat Fable or amy osses or damages 2
of @y Kired resufting from use of this program. Konamd agrees for a period of renety [90) deays o manual mDrCILIghP_'g.F before F'!ay'"g the game.
mither repair or replace, 2t s optian, free of charge, amy Konami softwane product, postage paid,
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E =W This warranty is not applicable tonommal wear and tear, This warranty ot be
_ applicabde and shafl be vold if the defect m the Konami software product has arisen HQW m FLAY- (RN A RN -4
- thraugh abase, unreasanahle Lse, mistreatment or neglect. T'S-"S Uﬂmg‘ 15 1
LIELF O ALL OTHER "WRERANTIES ARD MO OTHER REPRESEMN LAT| 13
= CLANE CF ANY PATURE SHALL BE BINDING DM Of OBLIGATE KONAMI, CONTROL FUNCTIONS. .... 5
[ ANY IMPLIED WARRAMTIES APPLICABLE TO) THES SOFTUARE PRODLICT,
S IMNCLLIDIMNG \SARRANTIES OF MEW}ENJ?EI&IITJE#TJ;J{;EJ&?EEF%
* PARTICLILAR PLRFOSE, ARE LIMITED Il ¢
DESCRIBED ABCIVE. I NG BVENT WILL KOMAMI BE LIABLE FOR AMY SPECIAL mE FMYEmI E @ EFR RS EEE ﬁ
= INCIDENTAL OIR COMNSEQLIENTIAL DAMMAGES RESLIUTIMNG FROM POSSESSHON,
LEBE ©Of MALFUNCTIOMN OF THIS KORAMI S0FTWARE PROCUCT.
Sewme states oo rot allowe irtations as o how long an implied wasranty “.IE SEREEM' L R B L e B ?
lasts and/or exclusians or limitations of incidental or consequential ; gt
damages 5o the above limitations and/for excheions of kably may nor  This game is licensed Dy .I,H
appdy to you. This warranty gies you specific rights, and vou may aisa Nintendo for play on the EEVENTS. s vcccnvsaanannd

hawe ather rights which vany from state o state.

ENTERTARAINIMENT
SYsSTEM”

Mintends and Minpendo Entertalnment System are brademmuares off Mirbenao of Amevica Inc



INTRODUCTION

Take Your Mark! vou're in for the workout of your life. Eight
grualing events await you. In order:

1) 100-Meter Dash 5] Skeet Shooting
2] Long Jump 6] Triple Jump

3] 10-Meter'Hurdles 7) Archery

4} Javelin Throw 8| High Jump

You can play against another player or against the computer. You
can choose novice or expert levels. You can even choose which event
comes first. [The others follow in order.)

Burt to proceed, you have to make the qualifying time, or distance,
or score, in every event. Otherwise, it's all aver,

HOW TO PLAY

Get Set! 1ack & Field can be played by one or two players. If
there are two players, play altermates from one to the other.

A, single player can use either Control (1] or Control (2], When
Wi playvers are competing, both Controls must be used.

Before play begins, use the SELECT button to choose 1- or 2-player
novice level [1P A or 2P A or expert level (1P B or 2P B). Then press
the 5TART button, and when the game selection screen appears, use
the SELECT button to choose your first event. Mow you're ready 1o play

Go!!

CONTROL FUNCTIONS

Control Pad [jump)
controls mirkg and angle of jump in B ?‘-‘?3“
athdaric events, shot release in skill cvents, gl

\

A Button [run)
controds runnirg speed
1 athiegic ewerts,

. shooting aim and tming
.Ii -n i1 skill events,
- ,&_\

Select Button Start Button
for choosing number of players, beging game, pauses acton
kvl af competition, and first event during campetitian.



THE PLAYERS . LY THE SCREEN
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BONUS BABIES!

Watch for an appearance by one of these crowd-stopping competitors —
each visit means 3,000 bonus points for you!

Jaocular Pig UFO Maoile
[Bomus points 3,000 [Bonus points 3,000 [Borus poinds 3.000)




THE EVENTS

100-Meter Dash

The contest is raw speed, but it's not as easy as it looks. How fast you
run depends on how fast you can keep hitting the A7 Button — it takes
a rapid fire finger just to qualify! And don't jump the gun—three false
starts send you back to the locker room!

Long Jump

Build your speed with the " Button, time your takeoff and, at the
touch of the Control Pad, off you go! Distance is determined by your
point of departure and the angle of your jump. You'll get three attempts
to qualify, but remember: fouls count a5 tums.

110-Meter Hurdles

A track and field classic, the ultimate combination of speed [7A” Button)
and timing {Control Pad). You only get one heat to qualify, so make it
good. But be careful —one missed hurdle, and you're history!

Javelin Throw

Dince again, you must bulld speed with the “A” Button and release with
the Control Pad, but there’s an added twist; the angle of your throw if
it's too lowy, il fade: too high, it just foats, You get three throws to

get it just right.

——,——

Skeet Shooting

A truly tough test of skill! You must pull the trigger the moment a target
comes into your sights. But which trigger? “A" Button shoots right,
Control Fad left—yourll need lightning reflexes with both hands to

qualifyl

Triple Jump

You're just a hop, skip and a jump away from the gualifying distance,
but it’s not quite as easy as it sounds, Like the Long Jump, build speed
with the A" Button and take off with the Control Pad — but the real
key is timing your second and third takeoffs perfecthy:

Archery

You're up against shifting winds and moving targets on this range —
nothing less than perfect timing will do. Shoot by pressing either the
‘A Button or Control Pad._.and remember, the longer you keep it
pressed, the higher on the target you'll hit.

High Jump

The toughest challenge of all —the one that separates the men from the
bows, You've got to change the angle of your jump in mid=air—not once,
but several times— o make it over the bar cleanly.
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Treat Your Konami Game Carefully

« This Konami Game cassette s 3 precision-crafted device with
complex electronic circuitny, Avoid subjecting it to undue shock
or extremes of temperature. Mever attempt to open or dismantle
the cassette.

- Do not touch the terminal leads or allow them to come into
contact with water or the game circuitny will be damaged.

- Always make sure your compdter is SWITCHED OFF when
inserting the cassette or removing it from the computer.

= MNever insert your fingers or any metal objects into the terminal
partion of the expansion connector. This can result in malfunction
ar damage.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency enengy and if not instalked and wied properly,
that i, In strict accordance with the manufactures’s nstructians, may cause interlerence (oo and
television reception. it has beers type tested ard Foursd 10 cormgly wath the limits far a Class B comput-
ing device in accardance with e specifications in Subpart J of Part 15 of FCC Rules, which are
desigred o provide ressonatle profeclion agairst such irgerference in a residentral instaliation.
Hioreever, there is no guaranies that interference will not ocowr ina particular instablation, if this
equipment coes cause interference o radlo ar television reception, which can be determirisd by
Turning the equipment aff and on, the wser is encouraged to try 1o carmsol the interfererncs By one o
more af the following measures:

— Reqwient the recehing antenna

— Relocate the MES with respect to the receiver

— Miowe the MES away from the receiver 3

= Plug the MNES into a different cutlet S that computer amd receiver ane on different circuis.
If necessany the user showld consuit the dealer or an experienced radio/elevision technician for addi-
tionat suggestions. The user meny fird the folkowdng bookler prepared By the Federal Commuunications
Commisson hepful; How to kkentify and Resahe Radio-T\ Interference Froblems. This booklet is
anilabie froen the LS. Goverrement Frintirg Office. \Washingon, DC 20402 Stodk Mo, D04-000-00345-4,

SCORES
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