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WARNING: PLEASE CAREFULLY READ. THE CONSUMER INFORMATION AND: 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING. 
YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS 
BOOKLET CONTAINS IMPORTANT SAFETY INFORMATION. 

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE 
RATING BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE 
CONTACT THE ESRB AT 1-800-771-3772. 

  

THE OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS APPROVED 
THE QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL WHEN. 
BUYING GAMES AND ACCESSORIES TO ENSURE COMPLETE 
COMPATIBILITY. ALL NINTENDO PRODUCTS ARE LICENSED BY SALE FOR 

USE ONLY WITH OTHER AUTHORIZED PRODUCTS BEARING 
THE OFFICIAL NINTENDO SEAL OF QUALITY.      
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== controller paks™      
  

The use of the controller paks (sold separately) enables data to be saved and loaded. The 
data that can be saved includes league matches, toumament matches, optional data, players 
names, player creation data, trading data and created formation data. 

  

Ik is possible to hold matches between teams created with original data by using controller paks on 
which player creation and team edited data has been saved, insert the controller pats into 
controllers #1 and #2 and load the data from the note selection screen. 

+ Refer to the instruction manual supplied with the controller packs for details on controller pak usage. 
eee onieenaninaeenmeanen 

== Creating notes (saved files) =—=—————=—=— 
The memory capacity of each controller pak is divided into 198 pages. A total of 61 pages 

| of memory capacity is required for each ISS 64 note, 
Select [Add Note] from the note selection screen and press the A button when a new note 
isto be created. The new note will be added 
Select [Erase Note] from the note selection screen when an unwanted note is to be deleted, 

| Select the note to be deleted and press the A button. The nite will be erased when [Yes] is 
selected. 

— contol pa’ —EEEEEE——— 
Insert the controller pak into the controller and press the reset button on your Nintendo 64 

unit while holding the START button on the controller. The controller pak menu will be 
| displayed on screen. 

‘When data is to be deleted, move the cursor to the relevant position and press the A 
bouton. Select [Yes] from the window and press the A button to delete the data. 

Controller pak™ error nessageS — 
[There are not enough pages to create a note] = Delete unwanted data. 
[The game will be started without backed-up data, Switch the main power off, insert the 

controller pak and re-start the game in order to save data)" The controller pak was not 

correctly inserted 
[Loading not possible. A note does not exist] ® This will be displayed when a note has not 
been selected. 
[There is no note available for deletion] =» Displayed when no note for this game exists. 
[Anote could not be created] [This file cannot be loaded] " Switch off the main power and 
try it again. Replace the controller pak with a different one and try again. 
[An abnormality has occurred with the controller pak. It has either been inserted incorrectly 

or the contents are damaged] [Check the connection] [Get it repaired (this may result in the 
contents of the controller pak being erased)] Follow the instructions given in the messages. 
  



INTERNATIONAL SUPERSTAR SOCCER 64 

Starting the game 

    

  

    

  

   
   

    

  

     

=n Starting the game 
1. Check that the game pak has been correctly inserted into the NINTENDO 64, connect the 

controllers and confirm that the controller pak has been correctly inserted, Controller 

connectors #1 to #4 corespond with the 1 to 4 player controllers. 

2. Switch on the main power, Press the START button to display the: 
note creation screen or the note selection screen. 

© Refer to page 5 for details on note creation. 

3. Select the note that player 1 will use and then press the A button. 

‘© It will not be possible to save data if [Start the game without using 

‘backed-up data) is selected. 

4. The game mode selection screen will be displayed. Select the 

game mode and then press the A button. 

— 
ems Ga Mode 

© Open game, 1 to 4 player, competitive matches, teamwork play 

Asoccer game for competitive matches. 

* Intemational Cup, 1-player mode, 1 to 4 player teamwork play 

A series of matches to determine the winner of the International Cup. 

* World League, 1-player mode, 1 to 4 player teamwork play 
A series of 70 games played with 36 teams. 

© Options ... P.17 

Change the game configuration, create and delete players, edit names and create to player to 
the team of your choice. 

© P.K. shoot-outs, 1-player mode, 1 to 4 player teamwork play ... P.18 
Challenge a team to a Penalty Kick shoot-out. 

* Scenarios, 1-player mode, 1 to 4 player teamwork play ... P.19 

Play in matches under assigned conditions. You have to win the match to clear the scenario. 

Training, 1-player..P.19 
Training provides practice for the basic operations. 

# Data loading ... P.19 
Enables the selection of notes in which match data for league matches, toumaments and 
scenarios are saved.
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Match set-up SS ———— 

Before starting a match, itis necessary to set the nurnber of players, the teams, the handicap and the 
stadium in which the match is to be held. 

1. Player number selection 
Select the desired number of players and press the A button. 

2. Team selection 

Select the desired tearn with the use of the control stick 

Select [Use] if saved data is to be used, 

* Either [Home] or [Away] uniforms can be selected with the C buttons. 
® It is possible to use a random team selection by pressing the START button. 

© The game set-up screen will be displayed after the teams for the Intemational Cup or World 

League have been selected. 
3. Handicap set-up (only for pre-open games) 
‘The condition of players can be set by moving the control stick to the left and right 
Select the [?] symbol to set the player conditions randomly. 

4, Setting the number of players 
‘The number of players can be set by moving the control stick to the left and right. 

5, Setting the level of the goalkeeper 
The goalkeeper's level can be set by moving the control stick to the left and right. 

6. Stadium selection 

The stadium is selected by moving the control stick up or down. Press the A, 
‘button to make the selection. The edit selection screen will be displayed. 

  

: —=———EE —ianatt ————_ 
1. Itis possible to edit the match settings from the edit screen. 

‘The default settings will be used for the match ifno 

amendments are made. Select [Game Start] to play the game. 

2. The general match settings willbe displayed for confirmation purposes 
‘The cursor type for each player will also be displayed at this point. 

3. The coin toss will take place after the match start demo, Use the A 

bbutton to select heads or tails. you win the toss you can choose 
Which side to play and then move onto the kicl-off or you can choose 
to take the bal fst and give the selection of side to player two or (CPU). 
Youcan skip the demo and coin toss by pressing the "START button.    
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== Description of the match screen 

     

   

        

Country 
Se Remaining time 

Ore 

Player under control Pass cursor 
Player cursor 

  

(Off screen passing indicate 

Player's name, Position Overall map 
Pause 
The pause screen will be displayed when the START button is 

pressed during play. Press "START" or select game court to 

retum to the game. 

Press the A button to display the [] symbol when a substitution is required, and then retum to 

the game. You will be allowed to make substitutions, 

[Replay] . tis possible to replay the last few seconds of the game. Press the START button to 
retum to the pause screen. 

{Camera ].. The height of the camera can be changed between H (High), M (Medium) or L 
(Low), and the depth of zoom can be changed between F(Far), M(Medium), N(New). Select 
the camera angle by moving the control stick left or right and then press the A button.   
Half-time screen 
The results of the first half will be displayed during the half-time period. Press the A button to 

display the score summary. Press the A button to continue to the edit selections screen. Select 

[Continue] to start the second half. 

Ending the match 
‘The pause screen will be displayed when the START button is pressed during play, Select [Exit 
Game], press the A outton and then select [Yes] when the confirmation message is displayed to 

end the game.



| 
| 
| 

  

== Game rules 
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* All matches will be played in accordance with the basic rules of soccer. 
© Amaximum of three players may be substituted during the match. However, players who 
have been given a red card and sent off cannot be substituted. 
A foul will gant the opposing team a free kick 

* A foul within the penalty area will grant the opposing team a penalty kick. 
* Wamings will be given for dirty play (sliding tackles from behind, etc.) 

Yellow card: Two yellow cards accumulated during one match will result ina red card. A total 
of three yellow cards accumulated will suspend the player from the next match. 

~ Red card: The player will be sent off and will be suspended from the next match. 
* Extra time will be played in the event that a clear winner has not been established when the 
final whistle is blown. (The match will end when either team score the first goal when 

[Golden Goal] is selected.) 
‘+ A5-person penalty kick shoot-out will be played in the event that a clear winner has not been 
established at the end of extra time. Ifa clear winner has not been established after five penalty 
kicks, the shoot-out will continue with each team fielding one player altemately until a winner is. 
declared 
  

Default settings (when no changes have been made = 
on the screen) — 
  

edit 

Member: ‘Members, kickers: Default settings for both tears. 

Default settings for both tears. 
Tactical settings: Number of strategies: 4, Tactical display: Contents displayed, FourC buttons: 

Nostrategy 
None : 

Controllereciting. Controller: type 1, Cursor changes: Automatic, Goalkeeper operations: Automatic 
Environment settings: Camera angle, Zoom: Center, Height: Center 

Kick-off time: Day game, Weather; Sunny     
‘Saving the World League, international Cup regional qualifiers and qualifying leagues 
1. The save screen will be displayed after the end of a match. Select either file 1 or 2 and press the A button. 

2. A confirmation message will be displayed. Select [Yes] and press the A button. 
3. Select [Yes] if to play another game, and press the A button to continue. 

Saving the Intemational Cup 
1. The toumament table will be displayed after the end of a match. The save screen will be 
displayed only if you won. The game will end if you lost. 

2Select [Yes] and press the A button to save the results, Select either file 1 or 2 and press the A 
‘button. 

3. Aconfitmation message will be displayed. Select [Yes] and press the A button to save. 
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—WMenber selections —_— 
1. Select the screen icon and press the A button to amend the settings. 

2 Select the settings with the use of the control stick (+ button) and 

press the A button. Align the cursor with [OK] when the settings are. 

complete and press the A button. 

3. Select [EXT] when all settings have been completed 

and press the A button to retum to the edit selection screen. 

selection screen icons 
Kicker selection Substitute 

Reset: 

© The reserve players will be displayed when the L, Rand Z trigger buttons are pressed. 
‘© The position and role of the players can be verified oy pressing the ‘left’ C button. 

* The condition, yellow card and red card status of the players can be verified by pressing the bottom 

or ‘down’ C button, 
© The stamina meter will display the amount of stamina. Movement will become sluggish as the stamina 

level decreases. 
* Select either [All] or [Member Change] on the reset icon and press the A button. The settings for the 

selected icon will be retumed to the default settings. 

© A goalkeeper must always be included in the team line-up. 

=——Fomation editing screen)  —== 
1. Select the screen icon and press the A button to amend the settings. 
2 Select the settings with the use of the control stick (+ button) and 
press the A button. Align the cursor with [OK] when the settings are. 
complete and press the A button 

3. Select [EXT] when all settings have been completed 
and press the A button to retum to the edit selection screen, 

Formation editing screen icons 
Zone position change Position change _ Formation change 

  

Attack settings 

Reset 

Save Role descriptions
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* Select either [All], [Formation Changel, [Position] or [Attack Settings] when the reset icon has 
been selected and press the A button. The settings for the selected icon will be returned to the 
lefauit settings. 

* An explanation will be displayed on screen when [Role Descriptions] is selected. The pages can 
bbe scrolled down with the use of the R trigger button. The pages are scrolled up with the Land 

Z trigger buttons, and the A and B buttons will end the description display. 

Saving formation data 
Select the file to be saved and press the A button. A confirmation message will be displayed, 
Select [Yes] and press the A button to save the data 

Loading formation data 
Select the file to be loaded and press the A button, A confirmation message will be displayed 

Select [Yes] and press the A button to save the data, 

heaton sei see — 
1. Select the screen icon and press the A button to amend the settings. 
2 Select the settings with the use of the control stick (+ button) ancl 

pptess the A button. Align the cursor with [OK] when the settings are 
complete and press the A button. 

3, Select {EXIT] when all settings have been completed 
and press the A button to retum to the edit selection screen. 

Operation setting screen icons ber of strategy 
Strategy explanation. _ Display Strategy amendments 

  

EXIT 

  

* Select either [All] or [Strategy Amendments] when the reset icon has been selected and press 
the A button. The settings for the selected icon will be retured to the default settings. 

* The strategy execution button can be activated during a match when the number of strategies is 
setat [4] with the use of the Z.trigger button + C buttons 
* An explanation will be displayed on screen when [Strategy Explanation] is selected. The pages 

can be scrolled down with the use of the R tigger button. The pages are scrolled up with the L 
and Z trigger buttons, and the A and B outtons will end the description display.
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Editing screen 

=== Mark setting screen 

1 

2 

=a CONntrolier editing screen 
1. 

Re 

   

   
     

   

tutto 
  

  

Select the man who is to do the marking with the use of the control 
stick (+ outton) and press the A button. 
Select the man who is to be marked with the use of the control stick 
+ button) and press the A button. Align the cursor with [OK] when 
all settings are complete and press the A button. 

Positions and roles can be verified by pressing the eft C button, 
Condition and the yellow card and red card status can be verified by pressing ‘down! on the C 
bouton 

Align the cursor with the man who is to do the marking and press ‘up’ on the C button to 
cancel the setting 

Press the reset button to cancel all mark settings. 

  

  

  

Select the controller setting item By moving the control stick (+ button) up 
‘or down, and then move it left or right to make the selection. 
Align the cursor with [OK] when all settings are. complete and press 
he A button, The screen will retum to the editing selection screen 
‘when the settings for all players have been completed 
tis possible to switch between explanation windows by pressing 
the L, Ror Z trigger buttons 
Switching will be performed automatically in alignment with the 

relevant contents when one man play has been selected, 

  

Environment 
Select the desired environment by moving the control stick (+ button) up or down, and then 
move it left or right to make the selection. Select [OK] when environment setting is complete and 
press the A button, 

Number of players to be controlled 
Select the number of players with the use of the control stick (+- button) and press the A button. 

Create an edited team to play against a friend 
Creating original teams 
Create the data with the use of [Formation Edit], [Player Creation] in the optional mode, [Team Registration} and 
[Player Editing] end save it on a controller pack note. (The data will be saved automatically.) " 
Loading original team data 

1 

2 
3 

Insert the controller pak on which the edited team note is saved and start the game. 
Ensure that the paks are loaded on controllers #1 and #2 when clifferent controller paks are to be used. 
Select [Note Selection] from [Data Load] and press the A button, 
Select the note to be used for controler #1 and the note to be used for controler #2 fom the nate selection screen. 

4, Select Open Game}. Select the setting for using [Saved Data] from the team selection screen to 

12 

enable a match between two edited teams,
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Names of controller parts 

L Button. 

Back of Controller 

    
+ Controller Pad 

START Button 

Control Stick 

control 
* Player control can be set between type 1 and type 3 on the controller edit screen, 

© The control stick will move players in all directions when no specific setting have been made. 

  

  

  

  

  

      
  

  

  

  

  

  

  

  

  

  

  

  

  

      
  

        

Type Type? Type3 
Dribble Contr stick ‘Control stick Control stick 
Dash Control stick + V- Control stick + B Control stick + <I 
Searching pass | Control stick +A Control stick +A Control stick + 7 
Through -pass | Control stick Control stick Control stick +B 

+ + + 
R+A (gounder) R+A(ounder) R+V(gpinder) 

R-+B (shoot) R+<] (shoot) R+A (hoot) 
R+ <1dfy), R+V fy) R+ Baty) 

Through -pass | Control stick+ A Control stick+ A Control stick +B 
Feit Control stick + V7 Control stick +B Contol stick +<] 

> Press repeatedly for the faint and then switch back with the contol stick 
Feint carmyiscd Vv [ 8 I Ed 

3 Asingle swift Gummy kick and then switch back wah the control sick. 
Heel lift J I Vv L b 

% Release the control stick during a dash and press the relevant button. 
Quicktum | Control stick [ Control stick | Gontrol stick 

7 Rotate the control stick fully during dash. 
Stepover —|_A_ Press\Voefore A_ Press Before WV Press<Joetore 

the ball reaches the player. | the ball reashes the player | the ball reashes the player 
‘Onetwo Control stick Control stick Control stick 

(grounder) +press[> oncetopass _| + press boncetopass | +pressAonce to pass 

‘Onetwo Control stick Control stick Control stick 
(fly ball) + keep pressing + keep pressing +keep pressingA 

Delayed A@ondajor<ify)  [AGondeovity)  [Vigoundeor Dy) 
Ore-wo 7 Cortinve peng fete cne wo paso hexp te bal wih te the playes ar rieme to complete the pas. 
iting <j whennotmoving | ke whennotmoving | %& > when not moving 
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control 
* The contol stick will move players inal rections when no specific settings have been made. 

Type Typed Type3 
[_ Shoot L Contotstikck+ 8] Controlstick+ <I | Controlstick +A. ]   

‘@ The direction of the control stick will determine where the shot goes. The length the button is pressed 

will determine the power of the shot. 

Direction of the shot 
  

  

  

  

        the wider the Ball wile dapereséa 

[Toop shot [Control stick B | Controlstick+ >| Conttolstick + A ] 

‘@ Move the control stick to the opposite direction of the attack. The length the button is pressed will 
determine the power of the shot. 

  

  

  

  

  

  

  

  

[Heading shot Controlsick+ 8] Conttolstck+ >] Controlstick A ] 

© The length the button is pressed will determine the power ofthe shot 
[[Ovetheadshot TT Contoistick+B | Contolsick+ >| Contolsick+ A ] 

@ Align witha volley with the player's backto the opponent's goal 
[ane [__Contolstick [ Control stick [ Control stick ] 
  

 Retum the control stick tothe neutral position after kicking the bal, and then press the key again to 
Curve the ballin that direction. The angle of the curve can be controlled lby moving the control stick. 

+ Top spin willbe given to the ball when moving forward, and backspin when moving in the opposite 
irection. 

[Py.Centeringarea | “Conttolstick+ <I [ Contolstick+ 7‘ Controlstick+ D ] 

‘@ The ball will always rise in front of the goal when in the centering area. The length the button is 

pressed will determine the distance the ball will travel. It is possible to adjust the height the ball flies 
in front of the goal with the control stick 
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Defensive control 
© The control stick will move players in all directions when no specific settings have been mace. 

Type Type? Type3 
Charging Control stick +A, Control sick +A. Control stick + V7. 
Sliding Control stick + <I Control stick +7 Control stick+ 
Shoulder charging] Control stick Control stick Control stick 

+ + + 
B+A OB+<] dtAag+V B+ A+V, 9 A+ D> 

Dash Control stick +7 Control stick +B Control stick + <I 
Bodycontact | Control stick + V Control stick +B Conivol stick +<] 
  

Press repeatedly when the opponent is nearby. 

@ A charge will not be considered a foul, but slicing tackles and shoulder charges from behind might easily be fouls. 
  

  

  

Goalkeeper control 
© The contol stick will move players in all directions when no specific settings have been madle. 

‘Type 1 Tred Tyre3 
Automatic save > > A 

Cursor change rN a B 
  

@ Automatic saving and cursorchanging may only be performed when the goalkeeper ts in the 

[Automatic] or [Semi-Automatic] mode, 
  

  

  

  

  

  

  

          
  

  

  

  

  

    
Saving Control stick-+A Control stick +A Control stick +B 
‘Movementafter | Control stick Control stick Control stick 
catching the ball_| 4 The goalkeeper can only be moved fora makum of four seconds after the ball hes been caught 

Dropping the ball Vv 8 
Punt kick Control stick +B Control stick + <I Control stick + A, 
Goal kick Control stick Control stick Control stick 

+ + + 
<{dflyball), Wet ball), Dfyball), 
AGounder), A(grounden, V (rounder), 
B (shoot) }<{(shoot) A (Shoot) 

(Overhand throw _| Control stick +<] Control stick +7 Control stick + 
Undethand throw | Control stick +A, Control stick +A, Control stick + V- 

Replay control (same for all control types) 
Replay Control sick] @ The replay screen will automatically be displayed when a 
Reverse replay | Conirolsticke | goal has been scored. Itis also possible to replay a recent 
Pause B scene on the pause screen. 

Pause, resume | A @ Move the control stick left or right to get a siow-mation 
Cameraangie | Clouttons replay oF reverse skow-motion replay when in the pause     
  

mode. The speed of the replay can be adjusted with me 
control stick.
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Re-start control 
The conto stick will nove players in all directions when no specific settings have been made. 

Tyre Typed Tye3 
Thowin Control stick Control sick Control stick 

+ + + 
<itfy ball, ‘Very ball), Defy ball, 
A(owbal), A(lowball), Vilowball, 

B (long throw) <idong throw) A.(iong throw) 
Resear Control stick Control stick Control stick 

¢ The control stick will move players in all directions when no specific settings have been mace. 
Comerkick Control sick Control stick (Control stick 

ie + + 

<Ify bald, Wefy ball), Défy bal), 
AGounde), A(ounder), Vigounde, 
B(shoot) <U(shoot) AGhoot) 

[Sera censor Db B 4 
herginstre vew pom A a 8 

epee > b A 

Penalty kick 
Typet Type? Tye3 

Penalty kick Control stick Control stick Control stick 
+ + + 

B¢strong kc), <I(srong kick), Asstrorg Kich), 
Aor <1 (weak kick), Aor (weak kick), ’or (weak kick), 

| feria tiecs b D A 
Gusor ON/OFF _|Atrigger button Attigger button ‘A Trigger button 
Sao Controlstick ++AorB | Contolstick +AorB | Control stick +AorB 

Other control 
Type Typed Type3 

[[Gursorchange | Ritigger button [_ Ririgger button [_Ririgger button ] 

© Continue pressing the R trigger button to fix the position of the cursor, 
[Peer] LorZtiggerbutton —[LorZtrggerbutton | LorZ tigger button 
aggre | LorZtiggerbution | LorZtiggerbuton LorZ tigger button 
pease, +C buttons +Couttons +Cbuttons             

@ Press the L orZ tigger button to release the strategy. 

Bo
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a 
1. Select the iter that is to be arnendedi on the option screen and press the A button. The iter 
‘on Which the option is set will automatically be saved on the controller pak 

Game 
1. Select (Game Settings] and press the A button. 

2 Select the item to be amended by moving the control stick (+ button) up or down, and then mave it left or 

right to make the selection. It is possible to scroll onto the next page of the setting screen with the use of the 

L Rand Z trigger buttons. 
3. Select {OK} when option setting is complete and press the A button, 

Team 
1, Select [Team Registration] and press the A button. 

2 Select the player to be registered from the [Created Player] list with the A button. Itis possible to scroll 
‘between pages with the use of the L, Rand Z trigger buttons. 

3. Select the team to be registered. Scroll through to the required team with the use of the L, Rand Z buttons, 

select the player to be replaced with the control stick (+ button) and then press the A button. 

Player creation 
1. Select the type of the player to be created with the control stick (+ button) and press the A button. 

2. Select each character one-by-one with the control stick (+ button) and press the A button to enter them, 

3. Select [End] at the top of the window when the name has been entered. Select [Yes] for the: 

Confirmation message and then press the A button to register the name. 
4. Select the type of face desired for the player and press the A button. 

5. Set the parameter points to be amended with the use of the control stick (+ button), 

© Theremaining points assigned to the parameters will be displayed on screen. The maximum value for all 
parameters is 9. 

6. Select the cursor with [OK] when parameter setting has been completed and then press the A button. 

Select [Yes] for the confirmation message and then press the A button to register the parameter settings. 

7. Select [Yes] from the registration screen and then press the A button to register the created player. Select 

[Yes] for the confirmation message and then press the A button to save the created player data onto the 

controler pack 
© The created player can be used in matches by registering him into a team with [Team Registration). 

Deleting registered players 
1, Select [Delete Registered Player]on the option screen and press the A outton. 

2 Select the player to be deleted and then press the A button. Select [Yes] for the confirmation message 

displayed at the top left-hand side of the screen and then press the A button to delete the player. 

names 
1. Select the player for whom the name is to be amended. Its possible to scrol through the teams with the. 
use of the L, Rand Z trigger buttons. 
Select each character one-oy-one with the contro! stick (+- button) and press the button to enter them,
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Penalty kick shoot-out 
1. Set up the number of players, the controller type, the teams and the stadium. 

2. The controller is then edited. Select type 1 to 3 by moving the control stick (+ button) to the 

left or right and then press the A button. 

3. Decide on the order in which the 11 players will take the penalty kick. Select [Edit] if the order 

is to be amended, align the cursor with the relevant player with the use of the control stick (+ 

button) and then press the A button, Select [OK] when the order has been 

fixed and then press the A button to start the penalty kick shoot-out. 

    

    
  

            

<Kicker cursor> <Goalkeeper cursor> 

Strong kick area —}-— Punching area 

Weak kick area _{a a re 

Controlling the penalty kicker 
The penalty is taken when either the strong or weak kick button is pressed. The control stick moves 
the kicker cursor to decide on the course of the ball right up until the kick button is pressed andl 
the shot taken. The ball will be shot into the shoot area (strong, weak). 

* Aweak kick hits the shoot area more accurately. A strong kick puts more dispersion on the ball 
within the strong kick area. 

* The kicker and goalkeeper cursors can be switched ON/OFF with the R trigger button. 

Controlling the goalkeeper during penalty kicks 
‘The point to which the ball has been shot will be displayed the moment the player kicks the ball 
Use the control stick to move the goalkeeper cursor and ppress the A or B buttons to either catch or 
punch the ball within the catching area.
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Scenario 
‘Select a scenario with the control stick (+ button) and press the A button. 

© Options, editing and all other game options are already set up. 

Rules for scenario matches 
‘© The scenario will be cleared when the match is won. 

© The scenario will not be cleared in the event of a draw. 

Saving scenarios 
1. The saving screen will be displayed at the end of the match. Align the cursor with [Yes] at the 

end of the confirmation message and press the A button. Select either file 1 or file 2 and then 

press the A button. 
2 Aconfirmation message will be displayed. Align the cursor with [Yes] and press the A button. 

3. Select [Yes] if a new match is to be played and then press the A button to display the scenarios. 

‘A ‘Cleared! symbol will be displayed beside cleared scenarios. 

Training 
1. Select the required team from the team selection screen and press 
the A button. 

2 Select the training mode and press the A button. 

3. Itis possible to amend the settings for training. Select the required 
item and press the A button. Select [Commence Training] and then 

press the A button to start. 
4. The pause screen will be displayed if the START button is pressed 

during training. Select [End Training] to finish. 

Data loading 
1. Align the cursor with the item to be loaded and press the A button. 

2 Align the cursor with [Yes] on the data load screen and press the A 

button, Select the file to be loaded and press the A button. Select 

[Yes] at the end of the confirmation message to load the data and 

enable a match to be played. 

    

    

© [Return] Retums to the mode selection screen. 
* [Intemational Cup] 
[World Series} Continues with existing tournaments 

* [Scenario] Continues from a saved scenario. 
* [Note Selection] Loads a saved note. Select this when a match between two separate 

notes is to be played.



  

ett om 
NINTENDO 64 CONTROLLER 
  

  

CONTROL STICK FUNCTION 
The Nintendo 64 Controller contains a Control Stick which uses an analog system to 
read the angles and direction of its movement. This allows subtle control that is not 
Possible using the conventional + Control Pad. 

When tuming the Control Deck power ON, do not move the Control Stick from it's 
neutral position on the controller. 

  

|Fthe Control Stick is held at an angled position 
(@s shown in the picture on the left) when the power 
is tumed ON, this position will be set as neutral 
This will cause games using the Control Stick to 
operate incorrectly. 

  

  

To reset the neutral position once the game has started, let 
go of the Control Stick so it can retum to its center position 

(as shown in the picture on the left) then press start while 
holding the L and R Buttons       

The Control Stick is a precision ins 
any foreign objects into it. 

  

ument, make sure nat to spill liquids or place     
 



                                
  
 



  

  

  

  

  

  

  

  

  

  

  

  

  

  

  

  

   



  

Consumer support 
De SRN: uC Mg ae eee ee eR ee Cone) 

PE eR un UE BUR lL ue lool ae 

Konami Game Hint & Tip Line * 1-900-896-HINT (4468) 
Paar) 

SRO aunt ee ee 
Caen ue) 
Pee cgi tue ae 
Hints are available 24 hours a day. Live support Monday-Friday 8:90 A.M. to 5:00 PM. CST only. 
Becca ee cea ka meme oe a 

Online Support 
ee Re 
CompuServe: Click FIND then type konami. We are in the videogame publisher's forum. To 
become a CompuServe member, you can call CompuServe toll-free at 1-800-524-3388. 
Deu RR Ra Rea Aut ney 
E-mail us at 76004.3530@compuserve.com 
De ae Ree eR Ue CC eS meee ee gee 

a CUS ae oR ees ea BLO) 
Konami of America, Inc. 900 Deerfield Parkway, Buffalo Grove, IL 60089-4510 

OAC] 15117, NCA MPR uaa 
ec ucre M Chea iE a Ce MCE ean) 

Ce aR eae cm CON eu rd 
workmanship for a period of ninety (90) days from the date of purchase. This Konami software 
program is sold “as is," without express or implied warranty of any kind, and Konami is not liable 
Ue ue aa Ru RRS eee once 
period of ninety (90) days to either repair or replace, at its option, {ree of charge, any Konami 
software product, postage paid, with proof of date of purchase, at its Factory Service Center. This 
warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
Cee ea cut ce ae unt hot aC cu a 
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
Oy aasaa olen Logke nog han Avg aig Wel eke Kola) 

forse Lato VDA ne GCP ane OR Oak a 
eae em Mle en Gay Ouse sae IC MID a. Nat Scar 
ASE se aes ae OR omr a aac oy, oleh crea 1) 
CoN aa oss anemone an kage cia eM lolol 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
Roi) AU Roa NAG ag olelen 
SSC Ce ue ann ae ka cu Wn Racca ee Wee as 
Tne en eas ene a ene ie Ue ogee ec 
liability may not apply to you. This warranty gives you specific rights, and you may also have other 
PSC SSCA CES
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