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rocRkoMtA{ 
~, The daughter of Chief Powhatan is an intelligent, independent, courageous, 

playful and free-spirited young woman who knows every tree, 
waterfall, and creatur:e in her forest home. She cherishes her 

people, the animals and harmony of her homeland. 

Metko 
This cute, mischievous raccoon 

is Pocahontas' constant companion. He'll go wherever she goe~s ~ -
and otren her help along the way. . . .,.~~~~~_,..... 
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This hummingbird is Pocahontas' self-appointed confidant and bodyguard. 
He shows up sometimes to prevent her from going places 
that might be dangerous for her to attempt reaching 

before she earns ~e animal p~wer to get there. 
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This wise spirit of an ancient tree gives PoEa~ontas:co~fort and guidance. 
Her words offer important clues! .. : ·, ~~· ~·· 
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Brave, strong and handsome Kocoum is a serious young warrior who is 
eager to drive the settlers away. He also considers himself a guardian 
of Pocahontas. 

Tkt Sitttirf 
Each settler has his own ambitions, ,/ 

hopes and dreams about what they will 
find once they conquer this New World. } 
They are very different from the Powhatans 
and do not understand that nature is something beautiful that 
must be revered . 
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The leader of the English settlers is a vain, power-hungry man who 
will do anything to get gold. 
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ter<\j 
Ratcliffe' s dog is so spoiled, he's hardly ever seen dirt before. Meeko loves 
to play tricks on Percy. 
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Pocahontas' adventures begin in 
Virginia, before the arrival of the 
settlers. In this lush environment 

you will discover w~at he~ adyen,ture 
• 

is all about. · · 
• 

Seek out her animal .friendt of the ·forest. It rii 
important for you as Pocahontas to relate to 

each of the forest animals. Many of them need your assistance and will --- repay you for helping them. 

Her path is filled with adventure and many challenges. Some of the 
challenges are found in nature inelf. For example, there may be a tall 
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ledge that Pocahontas cannot jump high enough to reach, so you must find a way to use 
something in Pocahontas' environment to assist her. 
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If Pocahontas herself cannot move an object in the environment, then perhaps Meeko can give 
• her a hand I Remember, the two of them must help each other through each level of the 

game in order for you to make it through to the very end. 

The prologue area of the game is designed to introduce you to the world of Pocahontas. 
• Although you may have the freedom to travel wherever you wish, you still must have certain 

skills to advance to new areas of the level. 

Both Pocahontas and Meeko begin the game with a few skills, but when Pocahontas helps 
certain animal friends, she will gain new powers. These new powers will allow her to do things 
which she would not have been able to do before she earned them. 
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Seek out ways to get to every part of each level. Use all of Pocahontas' and Meeko's skills to 
get you where you need to go next. The major forest animals you will need to find in the 
Prologue are the deer and the otters. 

Pocahontas begins the Prologue level with the following abilities: Walking, climbing (up and 
down), pushing (objects), and a short jump. Meeko can: Run, climb trees, jump, jump in 
Pocahontas' arms, push (small objects), and tread water. Meeko cannot swim. You must find 11 

ways for Pocahontas to get Meeko across all bodies of water and keep the two friends 
together when you can. 
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This act begins at the long house of Chief Powhatan. Pocahontas and her father are 
discussing her relationship with Kocoum. Find a way for Meeko to enter the long house to 
listen in and find out what is going on. Meeko won't be allowed to just walk in the front 
door, so you'll have to find another way in. 

• f 

Once you have left the long house area you will dis(over brand new areas to explore. The 
Enchanted 61ade with 6randmotheri Willow is nearby as well as new forest animal friends 
who will need your help. . ~ 

You may encounter several areas that aP-pear to be dead-en~s, but they are notl If you find 
that you cannot proceed further in this Act, it may mean one of two possibilities: 

1) You have not gained an important animal power that you need in order to move 
further along. 
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discover surprises. 

One of the most important forest animals you meet is in Act I. He is a wolf who can share a 
very special talent with Pocahontas - the ability to sneak past people without being seen or 
heard by them. Pocahontas needs this skill to get through several difficult areas that await 
her. To gain this ability, you must keep up with him as he runs by jumping, swinging and 
using all of the abilities that Pocahontas has earned so far. fhe other animals of the forest 
that Pocahontas meets in Act I include a frisky squirrel and some fish. 

• There is also a special person for Pocahontas to meet in Act I. He is a stranger who has 
traveled many miles over the ocean on the ship, the Susan Constant. His name is John Smith. 

Unlike her encounters with the animals of the for est, meeting John Smith changes 
Pocahontas' life forever. This unusual man is unlike anyone she has ever met before. 
She wishes to show him the beauty of her world. 
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The settlers have built a fort and the drums of war have begun to sound. Pocahontas and 
Meeko need to explore the settlement and the settler's ship to find out all they can about 
their plans. Are they going to live in peace with the Powhatans, or are they going to 
make war? 

The puules that await you in Act II are a little more difficult than the previous level's 
puules. There are also new animals (with new abilities to share), that you will encounter as 
well. The most significant animal of this Act is the bear. It seems a bear cub has climbed too 
high in a tree for the mother bear to rescue. If Pocahontas can find a way to coax the cub 
down from the tree, the mother bear will share her ability with Pocahontas. This ability (the 
Bear Scare), will instantly scare any settler, even those who carry guns! 
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The other animals in Act II that Pocahontas and Meeko encounter include an eagle, an ow,_I~-~ ----------~­
and of course, Percy the dog. Note: Per(y has no natural ability to share with Pocahontas, but 
he does, however, provide good sport for Meeko~ 

Don't forget, Pocahontas can move some pretty heavy things, and the objects around the 
settler's camp are no exception, Also, there are some interesting ways to move Pocahontas 
and Meeko within the strange environment of the camp and sailing ship . 

After Pocahontas visin the settler's camp and the ship, the Susan Constant, you must guide 
her back to the for est to meet with John Smith. It is through him she learns about the 
possible dangers of a conflict between her people and his_. But watch out, there is also 
someone else waiting to meet John Smith. His name is Kocoum, and he is concerned for the 
safety of Pocahontas and his people. 
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Tragedy has struck the Powhatan Indians and John Smith is blamed for it. Chief Powhatan 
demands justice for the loss of Kocoum by ordering the death of John Smith and declares war 
with the settlers. The outcome of these actions would spell certain doom for the Powhatans 
and their land, ~ 

II: 

Pocahontas speaks with 6randmother Willow to discover her final destiny. She knows that 
trouble is brewing and doesn't know how to stop it. Use th~:words of wisdom from 
6randmother Willow to help Pocahontas lead her people toward the path of peace. 

''Mountain, help my heart be great," Pocahontas says, before taking the most challenging 
race she has ever entered. 
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It' rn·ow ~.tace against time as Po(ahontas hurries to save her people and John Smith:At.this· .,, -rr., 
. 

point in the·game, Pocahontas has all the power sh( needs. The animals will not give her any 
additional powers, but they will help guide her down the right path. Run slyly and swiftly 
with the wolf and deer, swim the otter in the stream and soar with the eagles to make it 
back to the village before tragedy strikes again. 

The quickest path may not be the easiest one for you to find. 
Remember, Pocahontas has all the powers she needs to get to 
John Smith before it's too late. If you are successful, she will 
save him and her people from destruction. But hurry, 
Pocahontas must get there before the sun rises . 

• • . . . • • • 

. ,. 
• • 

. . 
' - .. ~~~_.............,...~...,,..._-~--:"""'!""'~----......-------,.~~ 

- ~ I •• • • • .. . .,, .. - .. .. . . .. _. . .... 
.. . .. . -- ' 
- 'J - .. ' .. • • 

• 
• • . . 

r I 

... ... . 



listed are the animal powers that Pocahontas can receive in her adventures. Press the start 
button to see the powers you have collected. Remember, if you have not gained an animal's 
power, you will not be able to use it. But once you gain the power, its yours for the rest of 
the game. 

Deer ---...........J 

Squirrel ----.--.,l :-----­ ~-- ----- fish 
Eagle-___,; - Bear 

Bi rd ------ ~.....: -~~--Otter 
Wolf -- :..---_, -- -- ------ Owl 
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ANIMAl~ 
Deer 

Otter 
Bird 
Squirrel 
Owl 
fish 
Bear 
Wolf 
Eagle 

POWER 6AINEO BY POCAHONTAS 
Run, sprint, jump further (if she's running), extra long jump (if she's sprinting 
and also has the spirit of the eagle) 
Dive and swim 
land softly from a high jump 
Climb and swing from tree branches 
Ability to see in the dark 
Swim against a strong current 
''Bear Scare'' that frightens the settlers 
Crouch and sneak without being seen or heard and move under low obstacles 
longest leap, (a leap of faith), and fall from great heights without getting hurt 

SPECIAL NOTE: You may need to use an animal power more than once in the game to solve the 
puules and obstacles in your path. There are no limits to how many times you can use a 
power. If the ability doesn't seem to help though, you may need to try a different solution. 
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The Password Screen allows you to enter passwords that you 
have earned from previous games. Be sure to write them 
down as you earn them so you won't have to play the level all 

• over again. ~ 1, £ J.i: T 
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This section is for those of you who have encountered a little difficulty in solving the puules 
in the game. Read this section first (before you read the next one) and maybe this will help 
you out of a tight spot or two. 

• flit appears from time to time on screen to point the way if you get stuck . 

• Be persistent! You may need to try special moves and maneuvers several times to master 
them. Your patience will be rewarded later in the game when these skills are ultimately 
challenged. 

• There is a health gauge for Pocahontas that shows up as a heart with a number inside. 
When the number reaches 0, the game is over . 
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• Pocahontas will automatically pull herself up from a ledge that she has jumped up and 
grabbed. 

• If Pocahontas cannot reach a ledge by a regular jump, she may need to stand on something 
to boost her higher. You can usually find a boulder in the background to help her. It just 
needs to be pushed into place. 

• Logs come in handy for making rafts and bridges. 

• On the final stage, Pocahontas must get to John Smith before time runs out. 

• Meeko can jump into Pocahontas' arms and then jump to higher places. 
• 
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PLEASE ONLY READ THIS SECTION If YOU NEED TO~ We want you to enjoy the 
thrills of discovering the solutions to each of the puules on your own. If you just can't seem 
to get past them, then go ahead and read this section . 

PUZZLE #1 - The Rock 
The first puzzle you encounter is how to get Pocahontas to climb 
up the side of a hill when she cannot reach the ledge. Use Meeko 
to climb up the nearby trees and jump to the ledge above her. 
Have him push the rock down to Pocahontas, and Pocahontas can 
use that rock to stand on to boost her higher. from the top of 
the rock, she can now jump and reach the ledge . 



PUZZLE #~ - The High Dive 
There is an area where Pocahontas needs to leap off of a cliff in a spectacular high dive into a 
refreshing pool of water. She needs to have the a6ility of the otter to perform this move. To 
gain the otter's power, have Pocahontas push the rock 
into the water that is blocking their water slide. Once she 
gains the otter's power, she will be able to swim too, 
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Correctly insert the 6ame Boy 6ame Pak into the Super 6ame Boy. Next, insert the Super 
6ame Boy into the Super NES and move the power switch on the Super NfS to the ON 
position. 

For further operation information, please consult your Super 6ame 
Boy and Super NfS instruction booklen. 

, 6ame play on the Super NES using the Super 6ame Boy adapter. 
Both sold separately. 

This 6ame Pak has been specially designed to allow enhanced graphics 
when using the Super 6ame Boy. 6ame controls have been pre-set so 
that the A, 8, Start and Select Buttons on your Super NfS Controller 
correspond to the same controls on the 6ame Boy. If you want to change 
the controller settings or the colors set for this game, consult your Super 
6ame Boy instruction booklet. 

Stltct 
Button 

Start 
Button 

B 
Button 

• 

I 



l 

• 
,· 

. . 
• 
' 
I, 
r. 
r, 
' 

j 

• • • 

r • • 
• • 

\ 

. . 
... . ... ,. . , 

, 

. ' • • • • ., • .. 

• • 

BlACK PEARL SOfTWARf warrants to tht original consumtr purchastr ttiat ttiis 6amt Pak shall bt frtt from dtf tcts in mattrial and workmanship for a ptriod of qo days from tht 
datt of purchast. If a dtftct covtrtd by ttiis warranty occurs during this qo-day warranty ptriod, BlACK PEARL SOFTWARf will rtpalr or rtplact tht 6amt Pak, at in option, frtt of 
chargt. To rtcdvt this warranty strvict: 

1. DO NOT rrtum your dtftctlvt 6amt Pak to tht rrtalltr . 

1.. Notify tht BlACK PEARL SOFTWARE Consumtr Strvict Dtpartmtnt of tht probltm rtquiring warranty strvict by calling: (818) 5q1-1310. Our Consumtr Strvlct Otpartmtnt is in 
optration from q:oo a.m. to 5:00 p.m. Pacific Standard Timt, Monday through Friday. 

3. If tht BlACK PEARL SOfTWAR[ strvict ttchnician Is unablt to solvt tht probltm by phont, ht will providt you with a Rtturn Authorization numbtr. Simply r«ord tills numbtr on 
tht ounidt packaging of your ddtctivt 6amt Pak, and rttum your 6amt Pak frtlght prtpaid, at your risk of damagt, togrthtr with your salts slip or similar proof-of-purchast 
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BlACK PEARL SOFTWARE Consumtr Strvict Dtpartmtnt, 501b N. Parkway Calabasas, Suitt 100, Calabasas, CA q1302 
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Dtpartmtnt at tht phont numbtr nottd. If tht BlACK PEARL SOFTWARE strvict ttchnidan is unablt to solvt tht probltm by phont, ht/sht may providt you with a Rttum 
Authorization numbtr. You may ttitn r«ord this numbtr on tht ounidt packaging of tht ddtctivt 6amt Pak. Stnd tht ddtctivt 6amt Pak, along with $10.00, frtight prtpaid to 
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WARRANTY LIMITATIONS: ANY APPUCABU IMPllfD WARRANTlfS, INCLUDIN6 WARRANTIES Of M[RCHANTABILITY AND FITNESS fOR A PARTICULAR PURPOSE ARf H[RfBY LIMITED TO NINETY 
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