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Seal of Quality

This official seal & your assurance
that NINTENDD® has reviewed this product
and that it has met cur standands for
excallence in workmanship, reliability and
entertamment value. Always look for this s2a
when buying games and accassories to
engure complete campatilalng with yaur

NINTEMDO ENTEATAINMENT SYSTEM*

SAFETY PRECAUTIONS

1. This Game-Pak is a very fine instrument.
Keep it away from very high temperature and
mechanical shock at all times. Never dis-
assemble it for any reason,

2. Never get the terminals wet or touch them
with your bare hands. This could cause
damage.

3. Do not clean the case with solvents of any

kind, such as thinner, benzene, alcohol, etc.

4. If you play the game for a long period of

time, please take a short rest of 1010 15
minutes, about every 2 hours, for your health,
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n 1860 Abraham Lincoln was

elected President of the

United States on a platform

based on the abolition of
slavery. The South, whose
largely agricultural economy
was closely tied to the availabil-
ity of slave labor, recalled its
Congressmen and elected
Jefferson Davis as Confederate
President.

The four year battle began
with the taking of Fort Sumpter
by the heavily outnumbered
and less industrially developed
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Confederates. Commanded by
General Lee, they fought vicious-
ly in spite of overwhelming odds.
But in the end, the numerical
advantage of the Union forces
led by General Grant proved too
much.

With North & South you now
have an opportunity to relive the
historic Civil War. Every effort
has been made to simulate
the strategic circumstances
actually faced by the Union and
Confederacy. This is your chance
to rewrite the history books!
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NAMES OF CONTROLLER PARTS AND HOW TO PLAY:

OPERATING INSTRUCTIONS:
Starting the Game:

CONTROL FRD B A Controller 1: ; . : i ;
| Used for ol for Frst &l From the title screen, press START on Controller 1t bagin
T ey ME o ik s oo e e e i
= ] I’TE' b Gl s b LB e B the game. The national anthem will bagin to play. You may
T ] Pt press the A button to skip the music,
[:C:b [ Controller 2:
.-l'_'..'_] '-_'-—"_‘ Used for the second player in player v, player The Dhje::tivn:
Control Pad: The ohjgctive of the game is to defeat all the opposing
SELECT START Usad to move the game cursar or to manauver battle units froops. To do 50, you must comibing a brilliant strategy with
quick reactions
SELECT Button:
Mot uged & .
; Choosing the Game Options:
START Button: The screen showmn at nght allows you to choose the options
Usad to start the game, and to pause the game in the battle, for, for the game, Game options are chosen by moving the
and train parts of the game arrow pointer wsing the control pad and pressing the A
A Button: button to make a selection

Usad to fire 8 weapon, make selections, and to chack the
strangth of troops.

B Button:
Uzed to gelect between cannon, cavalry, and infantry in the battle
game, and used to jump in the train and fort sactions of the game.
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Confederate

Mumber of Players:

Morth & Seuth can be played by one or two players, Each
side is representad by a box containing a soldier. The game
initially starts in the two player mode. By telling the com-
puter to control one of the sides, you can play a single
player game

Behind each soldier is the flag of his army. The presence of
the flag indicates that a player will be controlling that army
You can change ene or both sides to be controlled by the
computer. To do so, move tha pointer so that it is over the
flag in the left half of the box and press the A button, The
flag m the background wall change to 8 Computer screen,
mdicating that this army will be controlled by the computer.

There ara four combinations possible

1. Union player against Confederate player,
2. Union player against Confederate computer
3. Union computer against Confederate player

4, Union computer against Confedarate computer

Level of Difficulty:

You may choose fram three levels of dithculty and the level
of difficulty can be chosen separately for each sida. This al-
lows you to balance the skills of two different players to
achieve 8 more evenly matched game. Initially, the game
defaults to the Corporal level which is the mast challenging
You can change the level of each side by moving the pointer
with the contral pad until it is over the saldier and pressing
the A button. When you do so, the Corporal’s picture wall be
replaced with a Sergeant’s. Pressing the A button again wall
change the picture to that of a Captain, The Captain’s level
iz the easiest. The level of difficulty determines how hard it
ig to claim a fort or intercept a train.

Choosing the Year:

You may choose the starting year for the gama, which can
range from 1861 to 1884, Each year reflects the historical
relative strengths of the armies and states controlled by
each side, 1865 is not available as a starting year since the
situation was too unfavorable for the South. To change the
starting yaar, use the contrel pad 1o move the pointer until it
15 ovear the calandar in the middle of the screen. Press the A
buttan to change the starting year.

Calendar




Disasters:

The box in the center of the screen lets you selectvely an
able three additional factors which could have impacted the
wiar You can turn these on or off by using the control pad to
move the cursor over the desired option and pressing the &
buttan, Initially, all three of these additional factors are
turned off

The left box enables the Indians and Maxicans. When acti-
vated, the Indians will sccasienally attack armies in neigh-
boring states. Similarly, the Mexicans will penodically bomb
Texas. In either event, the army unfortunate enough 1o sul
fer such an attack will lose some or all of its troops.

The middle box enables the storm clowd. The storm cloud
travels around the map temperanly disabling the mavement
of any army unit it howers over.

Thie right box enables the availability of Europesn reinforce-
ments, During the war, both sides had strong diplomatic tes
with Europe. The side that controls North Canolina will owm
any troop reinforcements that arrive {1 cannan, 3 cavalry,

and 6 infantry for each tripl. I there is already an army in
Marth Caroling, any traops that arrve will be added to that
armmy up to the limit of 3 cannons, 9 cavalry, and 18 infantry
units, Any extras ahove thase limits will be lost,

When you have made all your choices for the game options,
use the control pad to move the pointer to the GO box at the
bottom of the screen and press the A button to start the
game,

The Game Map:

Each player takes turns maving his troops from one state to
anaother. During each turn, 8 unit can move to an adjacent
state. All units that can be moved will be blinking. To move a
unit, use the control panel to mowve the pointer aver the unit
and press thie A button. Mext, all possible states that the unit
can mave to will blink. Mawe the painter to the dasired des-
tinatien and press the A button to finish the move. When
yau hawve moved all your units, your turn ends, Each unit can
he moved only once per twm




You can choose notto mave some or all of your units. When
yau have moved all the units you want, you can end your
turn by moving the peinter to the date box at the battom of
the screen and pressing the A button,

If wou select a unit to move and change your mind, move he
poanter to a state that is not blinking and press the A button.
The unit will remain in its ariginal position.

Conquering a State:
There are six possibilities when a unit moves inle a new
siata:

1. The state has never been occupied. In this case, the
state is controlled by the first army to oc cupy it. Whan
this first army leaves the state, it will contain a flag rep-
resenting its allegiance.

2. The state is controlled by the opposing pleyer, but 1s not
occupied by the apponant’s army. The new army con-
quers the state and controls it upon leaving.

1IN EREEESS——

1. The state is occupiad by the opposing playvers army. In
this case, thare will be & battle batween the wo armies.

4. The state is already controlled by the player. In this case,
nothing changes.

5, The state contams a town and 15 occupiad by an oppos-
ing army. In this event, you must first defeat the oppos
ing army and then complete the fort game to conguer
the state. If you fail, your army will remain in its original
position.

6. The state contains a town but is not occupied by an
opposing army. | this case, you must complete the fort
game to control the state. If you fail, your army will re-
main in its url:_urlal !II.'lEIliLIiI.

Joining Forces:

Two units can be merged inte a single, stronger one by sim-
phy moving one unit 1o a state already cccupied by another
unit of the same side. The units will avtomatically be joined.
This can be useful to strengthen weaker units. You cannot
excead the maximum of 3 cannons, 9 cavalry, and 18 infantry.

10
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Surrounding Your Opponent: The Battle Game:

You can capture control of an unoccupiad state which does During battle, you can use the B button 1o choose which

nat have a town that is held by your opponent by ocoupying type of unit you are cantrolling {Cannen, Cawvalry, or Infan-

all adjacent states with your army. if you succeed in this try}. The box in the upper comer of the sereen will indicate

maneuver, the state will transfer 1o your contrel without a which type of unit you are currently commanding. Units can

battle be moved using the control pad. The A& butan is used to

start a unit moving, fire weapons, or swing swords, Let's

Evaluating Opposing Armies: look at gach type of unit.

You can evaluate the strength of opposing armies by moving

the pointer of the enemy unit and pressing the & button. The Canmon:  Cannons are effectie long range weapons.

date box will show you the number of cannon, cavalry, and They cannat he moved forward or backward, but

infantry troops in the unit can be moved up and down an the screen. To
fire a cannon, press and hold the & button. A bar
graph on the bottom of the screen wall bagin to

Attacking Opposing Armies:

You can attack your opponent by simply moving one of
YOUr units onto a state occupied by an oppasing army. The
seraen will change to the battle game. In addition, if other
army units are in adjacent states, thay will automatically
jenn thee battle in support of their fellow soldiars.

fill as you hald doven the A button. The cannon
will fire when you release the & button, The
longer yau hold the A button, the farther your
shotwill travel, Cannons are limited to 9 shots,

Cavalry:  The cavalry units on horseback are armed with
| swords. You can swing the swards by pressing
| the & button. Mormally, the cavalry unit is config-
wred with riders side by side. By pressing the
controd pad in the direction oppasite from the

n 12




one they are facing, they will form a single col-
umn. This can be useful in getting the unit
acrose bridges. When you press the & butten,
the und will return te its normal configuration.

Infantry:  Infantry umits are normally configured as two
rivers of three soldiers. Press the A button to di-
rect the intantry to fire ther weapons. You can
change their arrangement to three rows of teo
soldiers by pressing the control pad in the direc-
tion oppasite from the ane they are facing. As
with the cavalry, this is useful for getting all
membears of the wnit acrass bridges. When you
press the A button the infantry will return to its
normal configuration,

The Train:

Atthe end of each turn, taxes are due for each state you
conirol. However, you can only collect the revenuas if you
control two towns that are connectad by the ralbway and all
states along the train route. There are five towns on the
map indicated by small red squares along the raibway.

. | EEEENE——

When you have collected 5 bags of gold, you will be given a
newy army which can be placed on any of the blinking
states.

You can also intarcept your opponents taxes by capturing
one of the states along the opponents train rowte, 1f vou do
50, you will be given one chance to rob the train

Ta rab the train, you must first climb onto the train before it
passes. |t you fail to get onto the train, you do not claim the
taxes. Use the B button to jump onto the ladder of one of the
railrpad cars. Proceed up to the roof of the car and begin to
make your way towards the front of the train. Usea the B but-
ton 1@ jump from one car to the naxt.

You will encounter soldiers who will try to prevent you from
raaching the engine. You can throw a knife by pressing the
A button. The number of remaining knives is shown in the
upper left corner of the screen, When you run out of knives,
yau can throw & punch by pressing the A button. In the two
player mode, the opponent can send aul a soldier by press-




o I | EEESSSSSSB———

15

ing the Up or Down directions an the control pad. For the
oppanent, the & button 15 also used to throw a knife and the
B betton is used to jump from car to car. The number of re-
maining soldiers is shown in the upper left of the screen,

You have a limited amount of time ta reach the enging, The
remaining time is indicated by the clock atthe bottom of
the screen. When the clock reaches the right side of the
screen, you are aut of ime. Similarly, the remaining dis
tance to the engineg is indicated by the boot at the bottom
of the screen, The closer it is to the nght of the screen, tha
cloger you are to the engine. If you succeed in reaching the
angine, you take contral of the train and claim your

appong nt's tax revenue.

Capturing a Fort,

Control of at least wo towns on the raikway is important for
both players. To control a town, you must capture the fort
You must make yous way to the right side of the fort to cap-
ture the flag. Use the control pad ta mave your soldier.
Press the A button to throw a knife or ta throw a punch
when you ren out of knives. The number of remaining knives
is shown in the upper left of the screen, Press the B button

to jumnp over obstacles. You will find it necessary to use the
ladders ta climb onto the roof of the fart to get past some of
the ohstacles,

In addition, you must avoid the quard degs and explosives
which stand between you and your goal. The remaining
time i5 indicated by the clock at the bomom of the sereen.
When it reaches the right side of the serean, you are out of
time. The distance to the flag is shown by the boot at the
bottom of the screen. The claser it is to the right, the closer
you arg to the flag.

I the two player version, the appanent cen dispatch a sol-
dier by pressing the Up or Down directions on the control
pad. Press the A button to throw a knife or the B button to
jump. The number of remaining soldiers is shown at the top
of the screen.

16




COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if notinstalled and used properly, that
is. in sirict accordance with the manufacturer’s instructions, may cause interference to radio and
telavision reception, Ithas beentype tested and found to comply with the limits for a Class B computing
device in accordance with the specific ations in Subpart J of Far 15 of FCC Rules, which are designed
to provide reasonable protection against such interference in a resid gntial installation. However,
there is no guarantee thatinterference will not occur in & particular installation. [ this equipment does
cause interferenceto radio ar television reception, which can be determined by turning the equipment
off and on, the user is encouraged o try 10 correct the interference by one or more of the following
Moasures

— Reprent the receiving antenna
Relocate the MES with respect to the recener
Move the NES away fram the receiver
Plug the NES into & different outlet so that Comtrol Deck and
recener are on different circurts.

If necessary, the user should consult the dealer or an experienced radig/television technician for
additional suggestions. The user may find the following beoklat prepared by the Federal Communica

tion Commissien helpful:

How to Ideniify and Resolve Radip-TV interferance Problems

This bauklet is available from the U8, Government Printing Office, Weshington, D.C. 20402, Stock No.
004-000-00345-4

90-DAY LIMITED WARRANTY KEMCO/SEIKA GAME PAKS
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NOTES

. S—— /A WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Do not use a front or rear projection television with your
Mintendo Entertainment System® ("NES'") and NES games.
Your projection television screen may be permanently
- M. v damaged if video games with stationary scenes or patterns
are played on your projection television. Similar damage may
aceur if you place a video game on hold or pause. If you use
your projection television with NES games. Nintendo will not
be liable for any damage. This situation is not caused by a
defect in the MES or NES games; other fixed or repetitive
images may cause similar damage 1o a projection television.
Please contact your TV manufacturer for further information.
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