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9 [ INTRODUCTION |

Hi! i'm the Glove Master and this is my apprentice
Little Digit. VWe're going to take you to a new
dimension in game play; a dimension that puts amazing

powers right in your hand. With the flick of a finger you
can devastate an army of attackers or deliver a deadly blow
to your enemy.

Welcome to the world of the Power Glove! It’s a
world where you'll really feel like you are part of the
action. When you play a boxing game you really
g punch With driving games you'll get the feel of being

start playing a game with your Power Glove as soon

as possible. As Little Digit can tell you, becoming a Glove
Master takes practice. But in no time at all, you'll be scoring
high and winning big the Power Glove Way.
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( POWER GLOVE SENSOR ASSEMBLY J

2 2 {*
OK, =0
T CONNECTED : i,
THE TUBEi_ —— “E:I:p:n%q\l/g.ﬁensors are labeled “1,
Now WHAT? > > 2 Connect the tubes between the
i \\ sensors as shown in Figure 1.

; ///; NOW ‘ \\ 3 Set the completed assembly on the

T | right side of your TV, with the dished

PUT T ON Y. / // S i side of the sensors facing front.
\. THE TV. =

1 \ .
! T AN
7 TOWER
AN ——
2 . 2_/::—/

—

— ——

CONNECT TUBES SENSOR 2

.
.

SENSOR 1

@)

o o
o || LED PANEL
W o o
‘I
CONNECT NES CONNECTOR
FIGURE 1 TUBES
L = ,\ NCTION
Ju
N BOX
SENSOR 3 ’




[ PLUGGING EVERYTHING IN

1 Turn NES off before you plug anything into it.

2 Plug junction box cord into NES port “1,” as
shown in Figure 2.

NES POWER - POWER GLOVE
L\ \.
\
o[ &'
NES PORT 1

JUNCTION BOX
CORD

/

POWER GLOVE

\/ FIGURE 2 !
LETS SEE, JUNCTION BOX CORD

3 Plug Power Glove cord TO 1 AND GLOVE £ORD TO

into junction box as shown JUNETION BOX. -THAT\f'RIGHT!
in Figure 2.

i

I

/
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[ GETTING TO KNOW YOUR POWER GLOVE ]

F SLOW MOTION

A DIRECTON PAD
B CENTER
C START & SELECT

FIGURE 3 \

k D A & B COMMANDS

K LED LIGHT
E THE NUMBER PAD [0-9]
G RAPID FIRE FOR A
e H RAPID FIRE FOR B

I PROGRAM
(PROG]

J ENTER

[ENTR]

A Works just like the direction pad on your NES
controller.

B Each time you press CENTER you set a new
starting point.

€ Once glove is on, press START or SELECT to
turn on the LED panel. During a game use them as
you would the Nintendo Start & Select buttons.

D You can use these buttons as you would Nintendo
A & B buttons.

E Use keys 0-9 to enter a program code after
you press PROG [see J].

F For games that use slo-mo, press once to turn
it on. Press again to turn it off.

G Rapid Fire for A turns on automatically when

you turn on the glove. Press:

7 to turn it off 1 to increase firing rate

2 to turn it back on 6 to decrease firing rate
H Rapid Fire for B turns on automatically when
you turn on the glove. Press:

9 to turn it off 3 to increase firing rate

4 to turn it back on 8 to decrease firing rate
I Puts glove into a program mode so you can use
the number pad to load a program, [see E]. Don’t
press this button when you're playing a game.

J Press ENTER twice to exit program mode and
turn game controls back on after you load a pro-
gram, (see |]). During a game press ENTER once to
switch A to B and B to A. Press again to switch
them back.

K LED light flashes when any key is pressed.



THEY DO LOTS
OF THINGS. TAKE

WHAT ARE ALL
THESE

BUFIONS FOR?

WOW! TS LIKE HAVING
ANES AONTROLLER.
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PUT A GAME. INTHE NES. AND
PRESS POWER . THE GLOVE.
BEEPS. PRESSING ROWER

MAKE A FISTA FEW
TIMES SOTHE GLOVE
GETS TO KNOW
THE SIZE OF
YOUR FINGERS AND

!
¢ Remember to bend your thumb
when you make a fist.

PRESS START ON THE-
ELOVE. PRESSING
START OR SELECT
TURNS ON THE
LED PANEL.

POINT ELOVE AT THE MIDDLE OF
THE TV SCREEN AND PRESS

CENTER. SO THE ALOVE AN TELL

WHICH WAY

\\\\.A‘
;Qﬂ
; |

CENTER
¢ Pressing CENTER sets your starting point.



Look at the LED Panel by Sensor 2. The lights turn
on and off when you move the glove in different
directions. Try it.

LIFT GLOVE

MOVE GLOVE LEFT
MOVE GLOVE RIGHT
LOWER GLOVE

e |f these lights are flashing it
means turbo is on. Push 7 & 9 to
stop flashing.

TO TURN ON THE ELOVE AND
START PLAYING A cAME JUST
FOLLOW THE STEPS N
QUICK START UP”

BEND FINGER / RIGHT

BEND THUMB

Moving your glove is the same as pressing
buttons on a NES controller. To play a game
right now use these moves:

Up = UP on NES direction pad
Down = DOWN on NES direction pad
Right = Right on NES direction pad
Left = LEFT on NES direction pad
Bend 1st finger = A button on NES
Bend thumb = B button on NES



[ THE sensinG zone |

THATS BECAUSE TS
NOT INTHE SENSING

HEY! MY £LOVE
ISNT WORKING.

1 It is very important that you stay in
the sensing zone when you're playing
a game.

THANKS &M MY &L OVE
WORKS SGREAT WHEN
1 STAY INTHE SENSING
__________ ZONE.

2 Always point your glove towards the R S O =
TV when you are playing a game. AR~ | et

3 Sitting on a chair instead of the floor ! ' !
will help you stay in the sensing zone. '

AN




CENTERING:
THE KEY TO POWER GLOVE MASTERY

Centering is your center position or

Centering is THATS BECAUSE YoUR
starting” point. ff £ Y-l ALLTHE— ALOVE. 1S
Setting Your Center LIGHTS ARE- CENTERED. |F

YOU MOVE A
LIGHT COMES
ON.

1 Put your hand and arm in a comfortable position.
2 Point your glove at the middle of the TV screen.
3 Press the CENTER button on your glove. The > \
position your glove is in when you press CENTER is bx) j
your center position. L& |
4 Repeat steps 1-3 to re-center as many times as L j

you want. L

WHATS WRONGZ MY MAN =l |
WONT MOVE THE WAY {

Centering Your Moves

Finding your center position is easy with
the LED Panel. When the glove is perfectly
centered all the directional LED’s will be

off and your man won't move.

Moving the glove away from center is like
pressing the NES direction pad. Your man
moves according to which way you move
the glove away from center. Look at
which LED lights to see which way you
move the glove.

The lights will tell you which way you move from the center.
1"



TRY To KEEP YOUR
MOVES ALOSETO CENTER
AND YOU'LL ¢HANGE
DIRELTIONS FASTER

Glove Master’s Centering Hints

* It's easy to lose track of where you
centered. Re-center whenever you are
having problems moving your man.

* You can re-center as many times as
you like during a game. It won’t interfere
with the action and will probably improve
your accuracy.

INNSSE

WOow! LD T THINK YOURE

MAKING SMALLER
MOVES REALLY HELPS.

¢ The smaller and tighter your moves are
around your center position, the faster
your man changes directions.




SLOW-MDTIDN CONTROLS ]

HELP!
T TURNED ON
SLOW MO

AND ITWENT

INE

.

AN

_—

1 Press button 5 on the number pad to turn on
slow mation.

2 Press button 5 again to turn off slow-mation.

SLOW MOTION
DOESNT WORK

13
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Glove Master’s Slo-Mo Hints

e Slow Motion is great when you are just learning
a new game. It gives you more time to react and
extra time to plan your strategy.

¢ Slow Motion does not work well with some games.



[ RaPID-FIRE conTROLS |

‘1 When you are playing a game you can

N
ICANGET A YOU ¢AN EVEN ADJUST THE control rapid fire for A and B separately
C_H?ELEEDN?EMEET T]%EIT , by pressing one of these buttons on the
L. . &O 1O -

number pad.
INCREASES INCREASES
FIRING RATE FOR A FIRING RATE FOR B
DECREASES DECREASES
FIRING RATE FOR A FIRING RATE FOR B
TURNS ON TURNS ON
RAPID FIRE FOR A RAPID FIRE FOR B
TURNS OFF TURNS OFF
RAPID FIRE FOR A RAPID FIRE FOR B

2 When rapid fire is on the A/B

LED’s will flash.
\
———— O O
= 90° FLASHES
e B FLASHES WHEN Lo
Glove Master’s Rapid Fire Hints - PAPID FIRE— X6 | B
| e FOR B IS ON

¢ Rapid Fire for both A and B turns M

on automatically when you turn on
the glove. In most cases you will want
to turn one or the other off before
getting into a game.

3 Press buttons 1, 6, 3, or 8, as many
times as you want to adjust the firing rates.
. The glove beeps higher or lower to tell you

* Not all glove programs have rapid whether you're firing faster or slower.

fire, refer to the individual descriptions

pgs. 17-28, and 30-32. BEEPS LOWER

WHEN YOU
INCREASE
FHRING RATE

BEEPS HIGHER
WHEN YOU
DECREASE
FIRING RATE

14
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[ POWER GLOVE PROGRAMS J

What’s A Power Glove Program?

How DO I KNOW WHI¢H
PROERAM TO USE?
v

N

A program is a special set of motions, (like
lifting or lowering your hand, or bending your finger,)
that you make with your glove to play a game.
Making these motions is like pressing buttons on
an NES contraller.

The moves you make to play a game depend
on which program you use. So far you have only
used the moves for Program 1. If you look through
the following pages you'll see there are many dif-
ferent programs you can use.

Each program has a different set of moves
designed to add excitement to playing different
games. For example, if you play a boxing game with
Program 7, you make a fist and really punch to
make your man punch.

LOOK T UP
IN THE

MY AAME ISNT
ON THE LIST.

DESCRIPTIONS
AT THE TOP

How To Pick A Program

Look up the game you want to play in the game
index on page 33 to see which program will work
the best. If the game you want to play isn't listed in
the index, the descriptions at the beginning of each
program will help you decide which program to use.

15
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How To Load A Program

1 Put game into NES and press POWER. (Glove
turns on and beeps.)

2 Press PROG on glove.

3 Press the number of the program you want to
use on the number pad on the glove.

4 Press ENTR. [The glove makes a dim beep.]

I WANT TO USE
PROERAM B

LETS AINVE
IT A TRY
JUST FOLLOW

"How To LOAD

16

8 Press ENTR again. [The glove beeps.]

6 Press START or SELECT on your glove. [LED
Panel turns on.)

7 Make a fist a few times and center before you
start playing.

8 Repeat steps 2-5 to change programs. Always
make a fist a few times and re-center after you
change programs.




TV <=

PROGRAM 1

This program is loaded automatically when you turn on the
glove. It has a special finger move that lets you change directions
and fire B at the same time. It works well for many games,
especially ones with a side view.

To enter PROGRAM 1, press: @ @ @

LIKE NES COMMAND GLOVE MOVES

LIKE NES COMMAND GLOVE MOVES

LEFT

TURN +

PROGRAM 2

This program has a beep-system that will help you learn how to
find your center point. When you are centered the glove will
not beep. When you are not centered the glove will beep.

To enter PROGRAM 2, press: @

LIKE NES COMMAND GLOVE MOVES




TV =

LIKE NES COMMAND

GLOVE MOVES

LIKE NES COMMAND

GLOVE MOVES

TO TURN
OFF OR ON
BEEP SYSTEM

MAKE A FIST :
& PULL BACK i

PROGRAM 3

When you use program 3 you move the glove around as if it
was on a table. That makes this program good to use for
games with a top view, like GAUNTLET®

To enter PROGRAM 3, press: ®

LIKE NES COMMAND

GLOVE MOVES

FORWARD

@ ® O <

1
BEND 1ST FINGER :

18




TV <

LIKE NES COMMAND

GLOVE MOVES

BEND 1ST FINGER

LIKE NES COMMAND

@

1
BEND ALL FINGERS :

GLOVE MOVES

18T FINGER OUT &: -

BEND LAST 3
FINGERS

—

L ol

LAST 3

FINGERS \ i
OUT & BEND y

18T FINGER

"
i

/

>
1

PROGRAM a4

Because this program has unique finger movements it's good
for playing IRON TANK ™ Think of your fingers as the levers that

control the tank treads.

To enter PROGRAM 4, press: (@ (o) (evmm)

LIKE NES COMMAND

GLOVE MOVES

AL FINGERS OUT

-

® O <

BEND THUMB :

HOLD DOWN

- WRIST STRAIGHT UP

19



TV

LIKE NES COMMAND GLOVE MOVES LIKE NES COMMAND GLOVE MOVES

TWIST WRIST
CLOCKWISE

DAY

RELEASE

HANDS
OFF

- 1
PULL BACK :

PROGRAM 5

Your hand “becomes” a plane when you're using this program.
Bank left or right just like you were flying. If the game has an
aerial view this might be a good program to use.

To enter PROGRAM 5, press: @ @

VA RARAVARCARS,

BANK RIGHT

20



LIKE NES COMMAND GLOVE MOVES

TV =
LIKE NES COMMAND GLOVE MOVES

BANK LEFT

\/
B>
€

1
BEND 1ST FINGER :
PROGRAM 6 HOLD
It takes practice to learn the moves for the Double Dragon pro-
gram, but it will be worth it. When you master this program
you'll be able to do things in one move that normally take two
key presses.
To enter PROGRAM B, press: @ b
CLIMBING

GLOVE MOVES

LIKE NES COMMAND

®)

BEND 1ST FINGER

FORWARD
21
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LIKE NES COMMAND GLOVE MOVES LIKE NES COMMAND GLOVE MOVES
+ —
‘ BEND LAST\ \ 10 DUCK
3 FINGERS i \ cins
JUMP H
BEND THUMB TO DODGE LEFT
1
1
TWIST WRIST & !
CLOCKWISE :
Z E TO DODGE RIGHT i
FAST TWICE : OPEN +MOVE RIGHT }

PROGRAM 7

This program for MIKE TYSON'S PUNCH-OUT!!® simulates

real life boxing action. Keeping your moves close to your center

position is essential to mastering these program moves.
NOTE: You must press START before you can use directional

buttons on glove to make game selections.

To enter PROGRAM 7 press: ©) (en)

22

MAKE FIST &
PUNCH DOWN TO LEFT 1 S

>® @

MAKE FIST &
PUNCH UP TO LEFT




TV =

LIKE NES COMMAND

GLOVE MOVES

MAKE FIST & :
PUNCH DOWN

TO RIGHT _‘.-——‘ -
ﬁ

®
®

+

MAKE FIST & 1
PUNCH UP TO RIGHT :

PROGRAM 8

Program 8 works best with R.B.I. Baseball but can be used
with other baseball games. \When you use this program imagine
that your hand is in the middle of a baseball diamond. You'll
be using different moves depending on whether you're play-
ing offense or defense.

To enter PROGRAM 8, press: @

LIKE NES COMMAND DEFENSE GLOVE MOVES

< "

1
BEND THUMB :

. o :
1
ca.ucanss 1 \
AS FAR

YOuU CAN

[open hand or fist]

‘Cj>5
\/
(=)

MAKE AST ===
& PULL BACK
FOR A STAR PUNCH
[you mut have one
or more stars]

WHEN
THROWING

RAPID
PRESSING OF

. i
o -
THUMB DOWN 2 -

“-?" a o
FORWARD ;

-\

23
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LIKE NES COMMAND

DEFENSE GLOVE MOVES

BACK !

TWIST WRIST
COUNTER
CLOCKWISE

EFFECT

OFFENSE GLOVE MOVES

\/

18T BASE

O

3RD BASE

ﬁ>

2ND BASE

FORWARD

\v.-?/';.

LIKE NES COMMAND

OFFENSE GLOVE MOVES

<j

HOME PLATE

BACK

BEND THUMB

(to swing) 1 Y /\

RUN TO BASE

Twist WRIST
- GoGORWisE

INTER

24



TV =

LIKE NES COMMAND

OFFENSE GLOVE MOVES

LIKE NES COMMAND GLOVE MOVES

RUN BACK

BEND THUMB 1
[when running] '

PROGRAM 9

Program 9 is made for RAD RACER ™and other driving games.
Pretend your hand is on an invisible steering wheel when you
use this program. There’s even a special start-up gesture
that is like pulling back a stick shift that you must do before
you press START. This program does not have rapid fire.

To enter PROGRAM 8, press: @ @

LIKE NES COMMAND

GLOVE MOVES

TWIST WRIST
COUNTER

LIFT HAND

START GESTURE

TURBO

SHIFT FORWARD

TWIST WRIST
CLOCKWISE

25

'LOWER HAND '
S 1

® @ O

MAKE FIST

PROGRAM 10

This program gives you the extra accuracy you need to play
R.C. PRO-AM.* Your fingers control the steering and your
hand controls the brake.

To enter PROGRAM 10, press: @ @ @



TV

LIKE NES COMMAND

GLOVE MOVES

@

RELEASE

@

LOWER HAND

PROGRAM M

This game is very much like program 1 with one exception.
Instead of just turning around and firing B, you can make your
man spin around firing in all directions. This really helps when
you're in a tight spot or facing a large number of enemies.
However, this special feature may not work with every game.
Try it out yourself.

To enter PROGRAM 11, press: @ @

LIKE NES COMMAND GLOVE MOVES

"—?/ -

BEND THUMB :

: ]
LOWER HAND :

BEND LAST
3 FINGERS

OH V@

BEND 18T FINGER

NEIRIE




TV ==

LIKE NES COMMAND GLOVE MOVES LIKE NES COMMAND GLOVE MOVES

BEND 1ST FINGER

-
pped.

FAST TURN
AND FIRING

WEAPON
CHANGES

HOLD

PROGRAM 12

Use this program to play SUPER MARIO BROS® With the flick
of a finger you can speed-up or slow-down Mario to meet the
challenge.

To enter PROGRAM 12, press: @ @ @

27




TV =
LIKE NES COMMAND GLOVE MOVES PROGRAM 13

Your fingers control the A & B button commands, but you have

HOLD to use the directional buttons on your arm to move around the
e N " screen. This is a good program to use if you have to go in and
e " ; out of sub-menus to pick and buy things during the course of
t play.
N To enter PROGRAM 13, press: @ @ @
HAND FURTHER € \
LEFT !

1 LIKE NES COMMAND GLOVE MOVES

e % ’Ii:l-li;; 4

1
BEND THUMB :

BEND 1ST FINGER

PROGRAM 19

When you turn on program 14, you turn off the glove
movements. To play, use the arm controls just like using a
Nintendo controller. Load program 14 if you have to enter an
essential password at the beginning of the game, then pause
and re-load a more appropriate program for actual game

@ @ &

o
)

= g

FAST action. Don’t forget to make a fist a few times to recalibrate
the glove when you change programs.
MOVE MARIO
LEFT OR RIGHT
SLOWLY

28




PDWEFI GLOVE GAMING SERIES

THERE'S LOTS OF OTHER
RAD FEATURES IN
SPECIAL SERIES CAMES |

WOW!| THE PROGRAM
LOADS AUTOMATICALLY |

What'’s Special About Power Glove
Gaming Series Games?

Special series games have special features
that no other games have. When you use the Power
Glove to play a special series game you'll really feel
like you are part of the action.

LIKE. THE SPECIAL
SERIES PROGRAMS
STORED IN THE GAMES.

Special Series Games Start-up

1 Put special series game into NES and press
POWER.

2 Press START or SELECT on your glove.
3 Make a few fists and center as usual.

4 The glove beeps as the program to play your
game automatically loads.

8 Start playing the game.

NOTE: when you play some special series games
all the LED lights will turn on and flash very fast.
This is normal. You can still play the game if this
happens.

\ 29



Power Glove Gaming Series Programs

Additional programs are stored inside some
special series games, like BAD STREET BRAWLER.™
You'll find the descriptions and moves for these
programs on the following pages.

Loading a Power Glove gaming series program
is different from loading other programs. The
steps below will tell you how it’s done.

Loading Programs

1 Put a special series game into the NES and
press POWER.

2 Select special program option as prompted.

3 Select special series program as prompted.

4 Turn off NES. You have 30 seconds to complete
step 5.

5 Put game you want to play in the NES and turn
it back on.

6 Make fists and center as usual, then press
START, to start playing game.

NOTE: If you exceed the 30 second time limit, Pro-
gram 1 will automatically replace the program you
selected. Check your moves before you get into
your game.

PROGRAM A
Fast action pinball play! Designed for pinball games.

ACTION RESULT

index bent right flipper [A-button]
thumb bent left flipper (UP-button)
hand B o’clock tilt (B-button)

hand back toggle from normal to:

thumb OR index pushés BOTH flippers

30

PROGRAM B 1

Made just for JOUST “—Use your finger to flap your
mount’s wings!

ACTION RESULT

hand right figure right (pulsed, can be turned off]
hand left figure left [pulsed, can be turned off]
thumb bent figure turns around

index bent figure flaps wings [goes up) [pulsed)
middle bent figure flaps wings (goes up) (pulsed)



PROGRAM C

The program to use for GYRUSS™ with continuous fire from
start to finish. Be sure to select Control B.

ACTION RESULT

hand 3 o’clock ship spins clockwise

hand 10 o’clock ship spins counter-clockwise
index NOT bent fires bullets

hand pulled back fires bomb

PROGRAM D
Your friends will be baffled when you use this program. Every-
thing’s backwards and upsidedown! If you move right your man

moves left, etc. . . . Give it a try. It works well with many games.
ACTION RESULT

hand left RIGHT button

hand right LEFT button

hand up DOWN button

hand down UP button

thumb bent A button

index bent B button

PROGRAM E

For DEFENDER II™ and other similar games. Features a one-shot
and a rapid-fire turn around.

ACTION RESULT
hand up ship up
hand down ship down
hand left ship left
hand right ship right
thumb bent ship shoots
hand 6 o’clock smart bomb

ring finger bent ship thrashes left and right

3

--.‘ \
, :

PROGRAM F

It's easy to play SESAME STREET® 1 23. Make a fist for NO.
Open hand and raise it for YES.

ACTION RESULT
index bent (grab) NO

hand up, down,

left or right YES



PROGRAM G

Custom made for GUN SMOKE ™ with separate walking and
shooting commands.

ACTION RESULT FEOSRAM H : A
When you are centered the glove beeps. This program works with

hand right man moves right
hard Bk frien froves TG many games so you can learn how to keep your moves centered.
hand forward man moves up the screen ACTION RESULT
hand back man moves down the screen hand up UP button
index bent [grab) man shoots hand down DOWN button
hand 2 o’clock man shoots right hand left LEFT button
hand 12 o’clock man shoots straight hand right RIGHT button
hand 10 o’clock man shoots left thumb bent A button [pulsed)
thumb and ring bent  stops all action [used for menus) index bent B button (pulsed)
[ N 1
1
¥ -

1
BAD STREET ’ ‘ -
BRAWLER
The first Power Glove Gaming Series Game. Practice your
moves between each round to get ready to do battle the bad

3

PROGRAM I guys on Bad Street.
Turbo blasting driving excitement! This driving game program
works best vgith KN?GHT RIDER™ It’s like Pr‘gg?'am BF,J bL?t has ACTID-N HESU_LT
added firing features e right LUk gt
; hand left Duke left
ACTION RESULT hand up Duke jumps
hand forward turbo on hand down Duke squats
index bent throttle on thumb bent B-gesture (pulsed) - e.g. punch
hand down brake on middle bent (grab) AB-gesture - e.g. grab
thumb bent fire the guns hand 3 o’clock A-gesture +turn right - e.g. kick right
hand 2 o’clock car right hand 11 o’clock A-gesture +turn left - e.g. kick left
hand 11 o’clock car left hand forward GLOVE ZAP [once per round)

32



GAMES

* ALPHA MISSION"
™ & © 1987 SNK Electronics Corp.

ANTICIPATION™
©1988 Rare, Ltd.
By Rare Coin-It Inc.

BASEBALL"
~ & ©1988 Tecmo Ltd.

Basesloaded ...... ... ... ... . . . . . .
©Jaleco 1988
~ & ©1988 Jaleco Co. Ltd.

BladesofSteel. ... ..... ... ... . ... . . . .. . ..
™~ & ©1988 Konami Industry Co., Ltd.

*BLASTER MASTER "
©1988 SUNSOFT™
SUN CORPORATION OF AMERICA

Bubble Bobble
©1988 Taito America Corp.

CASTLEVANIA™
™ & ©1987 Konami Industry Co., Ltd.

CASTLEVANIA Il SIMON’S QUEST"
~ & ©1988 Konami Industry Co., Ltd.

COMMPR ., o oo v o 5605 i piee e
~ & © 1988 Konami Industry Co., Ltd.

DEADLY TOWERS™
By Broderbund Software, Inc.
~ & ©1986 IREM Corp.
Planning by Lenar
DEFENDER II"
* & ©1981 Wiliams Electronics Games, Inc.
Sublicensed from Atari Corp. by Hal Laboratory
©1988 Hal America, Inc.
DONKEY KONG CLASSICS"
DONKEY KONG® DONKEY KONG JR?
©1981, 1982 Nintendo
Double Dragon . . . . . ..

Tradewest
©1988 Technos Japan Corp.

*tDoubleDribble . . .. ... ... ... .. .. ... . . . . . . ..
©KONAMI 1987™
Konami Industry Co., Ltd.
GAUNTLET®
® © 1985 Atari Games
QEROIIB . ... oo i i s s s 565 5 FE R m o e
™ & © 1986 Konami Industry Co., Ltd.
GUNSMOKE" ................. ... ... ... ..
™ & ©1988 Capcom U.S.A., Inc.
ULTRA GAMES™

PROG

5

[ INDEX OF GAMES |

GAMES

t Ice Hockey
©1988 Nintendo

IRON TANK™
™~ & © 1988 SNK Electronics Corp.

JACKAL™
©Konami 1988
~ & © 1988 Konami Industry Co., Ltd.

JousTt"
* & © 1982 Wiliams Electronics Games, Inc.
Sublicensed from Atari Corp. by Hal Laboratory
©1988 Hal America, Inc.

KID ICARUS"
© 1986 Nintendo

KNIGHT RIDER"
Designed by Pack-In-Video Co., Ltd.

Knight Rider is a ™ of and licensed by

Universal Studios, Inc.

©1982 Universal Studios

Program © 1988 Acclaim Entertainment, Inc.
Licensed and controlled for the U.S. & Canada by
Acclaim Entertainment, Inc.

KUNG-FU HEROES"
~ & ©Culture Brain U.S.A., Inc.

LIFEFORCE™
* & © 1988 Konami Industry Co., Ltd.

ULTRA GAMES™ METAL GEAR"
~ & © 1988 Konami Industry Co., Ltd.
Ultra Games is a registered trademark of
Ultra Software Corporation.

METROID®
©1987 Nintendo

MICKEY MOUSECAPADE"
© Walt Disney Company 1988
©Hudson Soft 1988
©CapcomU.S.A., Inc. 1988

Operation Wolf
© 1988 Taito America Corp.

PIREOON . .l h e v i s S e < 1
© 1988 Hemdale Film Corp.

© 1987 Ocean Software Limited

© 1988 SUNSOFT®

MIKE TYSON’S PUNCH-OUT!!®
©1987 Nintendo

R.B.l.Baseball . ..... ....... ... ... .. . . . . . 8
©1987 Namco Ltd.
* &© 1987 Atari Games

RAD RACER"
©1987 Square Co., Ltd.

PROG
................................. 3

GAMES PROG
*tRacketAttack ......... ... ... ... .. . . . 1

© Jaleco Ltd.

™~ & © 1988 Jaleco Ltd.

REMPOGS'. . - od viis ot s 85535 S50 o evmce n scmie oo 1

©1988 Data East U.S.A., Inc.

© 1986 Bally Midway Mfg. Co.

RoboWarrior. . ... ... ... .. . . ... . . .. i

© Jaleco 1988

~ & © 1988 Jaleco Ltd.

BYBRR S s o5 55 e 3 S 1

~ & ©1987 Tecmo, Ltd.

SECROB8 RN, =l e i e 1

© 1986 Nihon Bussan Co., Ltd.
© 1988 FCI/Ponycanion Inc.

SESAME STREET® 123 ... ... ... . ... .. .. ... F
Program Copyright 1988 Children's Television Workshop
All Rights Reserved.

Grover and Ernie Copyright 1988, Muppets Inc.

All Rights Reserved. Published by Hi Tech Expressions.
Produced by Rare. Rare Coin-It.

STARPORCE™ .. . i i s 1
~ & ©1987 Tecmno, Ltd.

SUPERMAN" .. ... . . . . . . ... . 1
~ & ©DC Comics Inc. 1988

Under License First Star Software Inc.
SUPERMARIOBROS® .. .. .. .. . . . . . . . . . .. 12
© 1985 Nintendo

TOPOUN: .o oo ciis s viin msioin e e o s e 3

© 1887 Paramount Pictures Corporation

""Top Gun' logo is a trademark of Paramount Pictures
Corp. Konami Authorized user. Underlying Source Code
©1987 Konami.

Xenophobe Sunsoft .. ... .. .. ... .. .. . il

© 1988 Sun Electronics Corp.
© 1987 Bally Midway Mfg. Co.

D 5
~ & ©1982 1988 Namco Ltd.

Bandai Co. Ltd.

ZELDA II* THE ADVENTURE OFLINK™ ... ... .. 1
©1987 Nintendo

1943 . 5

1988 © CAPCOM CO. LTD®
©Capcom U.S.A., Inc.

BAD STREET BRAWLER"
Program Copyright © 1989 Beam Software
All Rights Reserved.

Letters refer to programs inside the
BAD STREET BRAWLER™ game pack.

* Pulse A OFF.
t Pulse B OFF,




[ PROBLEMS AND SOLUTIONS J

P: When | move my hand and fingers nothing
happens.

8: Make sure the T.V. sensors are facing forward
and the Junction box is plugged into Port 1 of the
NES. Make sure your glove is plugged into the
junction box and that the NES is turned on. Press
START or SELECT on your glove. Press CENTER.
You can test your glove by pressing the A and B
buttons on your glove while watching the LEDs on
the T.V.

P: | have trouble moving my man up and down, left
and right.

S: Remember to press CENTER and to watch the
LEDs. You have to learn to use the glove, it might
take a little practice. You might want to try glove
Program 2, which emits a “beeping” sound when
you are not in the center.

P: My A and B button LEDs keep lighting even
when | don’t want them to.

$: It is important to calibrate your glove by making
a tight fist [including your thumb]) a few times. This
lets your glove know how big your hand is. Because
the glove senses your finger’s position, you have

to keep your hand OPEN until you want to trigger
one of your fingers.

P: When | move my hand far to the right or left,
my man doesn’t follow me. Sometimes | seem to
lose contral.

34

S: For regular games, your glove does not change
how the game is played. Your glove ONLY works
when it is IN the sensing zone and POINTING at
the TV screen. Check to see which way the sensors
on the front of your glove are pointing.

P: | hit PROG by mistake. How do | get started
again?

S: Enter the Program number again and press
ENTR twice in a row.

P: Some of my games have menus and selection
screen which are hard to work with the glove.

S: CENTER your glove and don’t move your
fingers. Now you can use the NES buttons on your
glove to control the game. You can always use
these buttons when you need them during the
game. You can also call up Program 14 which
turns off your glove except for the buttons.

P: | would like to use different motions with the
game | am playing.

S: The glove comes with 14 different programs,
each with different moves. You can use the sug-
gestions in the index or you can try different Pro-
grams out yourself. You can use the ENTR key to
switch what controls your A and B buttons and
adjust the rapid fire controls. Special games like
Bad Street Brawler have more programs on them.
There will also be special “editing” codes published
in magazines for more games.



L S0 DAY LIMITED WARRANTY

Mattel Canada Inc. [“Mattel”] warrants to the original consumer purchaser that this Nintendo
Accessory* [“accessory”] shall be free from defects in material and workmanship for a period of
90 days from the date of purchase. If a defect covered by this warranty occurs during this 90-day
limited warranty period, Mattel will repair or replace the defective accessory, at its option, free
of charge.

To receive this warranty service, return the accessory to Mattel Canada Inc., **NES,” 800
Islington Avenue, Toronto, Ontario M8Z 4N7 postage prepaid, insured and with proof of the
date of purchase.

Accessories returned without proof of the date of purchase or after the 90-day limited
warranty period will, at the option of Mattel, be repaired or replaced at the service charge then in
effect for out-of-warranty repair. Call collect [416) 252-GAME for the amount, of the service
charge. Payments must be made by check or money order, payable to Mattel Canada Inc.

This warranty shall not apply if the accessory has been damaged by negligence, accident, abuse
or madification subsequent to purchase.

This warranty gives you specific legal rights and you may also have other rights which vary from
province to province. Valid only in Canada.

*This warranty covers the following: the Robotic Operating Buddy, the Zapper pistol, the
Power Glove itself and other accessories of the Nintendo game system.
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NINTENDO and NINTENDO ENTERTAINMENT SYSTEM are registered trademarks of Nintendo of America Inc.
©Meattel, Inc. 1989. Mattel Canada Inc., Toronto, Canada MBZ 4N7. PRINTED IN HONG KONG. All Rights Reserved.
*Designates trademarks of Mattel, Inc. U.S.A. **POWER GLOVE is a trademark used under license.




