


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS
BOOKLET INCLUDED WITHTHIS PRODUCT BEFORE USING YOUR NINTENDO"
HARDWARE SYSTEM, GAME PAK OR ACCESSORY.THIS BOOKLET CONTAINS
IMPORTANT HEALTH AND SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE
YOU ORYOUR CHILD PLAY VIDEO GAMES.

AAWARNING - Seizures

Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while
watching TV or playing video games, even if they have never had a seizure before.
Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult
doctor before playing a video game.
Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child
have any of the following symptoms:
Convulsions Eye or muscle twitching Loss of awareness
Altered vision Involuntary movements Disorientation
To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play video games on the smallest available television screen.
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room.
5. Take a 10 to 15 minute break every hour.



AAWARNING - Repetitive Motion Injuries and Eyestrain

Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions
to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain:

Avoid excessive play. It is recommended that parents monitor their children for appropriate play.

Take a 10 to 15 minute break every hour, even if you don't think you need it.

If your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours
before playing again.

If you continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor.

AAWARNING - Battery Leakage

Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately
flush thoroughly with water and see a doctor.

To avoid battery leakage:

Do not expose battery to excessive physical shock, vibration, or liquids.

Do not disassemble, attempt to repair or deform the battery.

Do not dispose of battery pack in a fire.

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object.

Do not peel or damage the battery label.




THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY®
ADVANCE, GAME BOY® MICRO, OR NINTENDO DS™

The official seal is your assurance GIDED R ALRE SYRTESES
that this product is licensed or

manufactured by Nintendo. Always THIS GAME PAK INCLUDES A MULTIPLAYER MODE
look for this seal wwhen buying G*"*D WHICH CAN USE A GAME BOY ADVANCE

_ GAME LINK CABLE.
video game systems,
accessories, games Ofticial

and related (rT_i.'“mm@

products. Seal

Nintendo does not license the sale or use of products
without the Official Nintendo Seal

Important Legal Information

EVERYONE Copying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic and
international intellectual property laws. “Back-up” or “archival” copies are not authorized and are not necessary
to protect your software. Violators will be prosecuted.

This video game is not designed for use with any unauthorized copying device or any unlicensed accessory. Use of
any such device will invalidate your Nintendo product warranty. Nintendo (and/or any Nintendo licensee or
distributor) is not responsible for any damage or loss caused by the use of any such device. If use of such device
causes your game to stop operating, disconnect the device carefully to avoid damage and resume normal game
play. If your game ceases to operate and you have no device attached to it, please contact the game publisher’s
“Technical Support” or “Customer Service” department.

The contents of this notice do not interfere with your statutory rights. This booklet and other printed materials

Niniendo | accompanying this game are protected by domestic and international intellectual property laws.

LICENSED BY

NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARETRADEMARKS OF NINTENDO.
© 2001 NINTENDO. ALL RIGHTS RESERVED.
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- Possession

Home team determines order of possession. The Home team receives the kickoff in
the first half, and the Away team receives the kickoff to begin the second half.

The kicking team kicks off from its own 30-yard line.

A ball that is fielded in the opposing end zone can be downed for a touchback.
In that case, the ball is given to the offensive team at the 20-yard line.

The offensive team has four chances or “downs” to advance the ball 20 yards. If
the offensive team succeeds, it is given four more downs. If the ball is placed
inside the defensive team’s 20-yard line, the offensive team is given four downs to
score a touchdown.

If the offensive team fails to advance 20 yards after 4 downs, then possession is
given to the opposing team at the spot of the ball. However, the offensive team
may elect to kick a field goal or punt to the defensive team on the fourth down. If
a field goal is missed from outside the defensive team’s 20-yard line, the
opposing team receives possession at the last spot of the ball. If a field goal is
missed from inside the defensive team’s 20-yard line, the opposing feam receives
possession at the 20-yard line.

19












Scoring
Touchdown — One touchdown equals 6 points. A team scores a touchdown by
running across the opponent’s goal line with the ball or catching the ball inside the

opponent’s end zone. Ball carriers can also run into or touch an end zone marker for
a touchdown or extra point.

Point Alter Touchdown (PAT) — After scoring a touchdown, the team is given the
opportunity to add one or two extra points, or “points after touchdown,” from their
opponent’s 5 yard line. A PAT can be scored by kicking an Extra Point Field Goal
for 1 point, or by running/passing the ball into the end zone for a conversion
equalling 2 points.

Field Goal — The offensive team can attempt to kick the ball through the goal posts
from any point on the field. A successful field goal is worth 3 points. A missed field
goal, it it lands in the field of play, can be returned by the defensive team like a punt.

Safety — One safety equals 2 points. Safeties are ruled when an offensive ball carrier
is either tackled in his or her own end zone or (the one at their end of the field) or if
he or she fumbles the ball out of bounds from his or her own end zone. The defense
is then awarded a safety, and the offense must kick the ball to the defense.
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'I'- GRANT OF LICENSE

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you
a limited, personal, non-exclusive license to use the Software in the manner described in the user
documentation. The Company reserves all rights not expressly granted to you in this EULA.

PERMITTED USES

1. It the Software is configured for loading on a hard drive, you may install and use the Software on a
single computer.

2. You may make and maintain one co&); of the Software for backup and archival purposes, provided
that the original and copy of the Software are kept in your possession.

" 3. You may permanently transfer all cIn::ur rights under this EULA, provided you retain no copies, you
transfer all of the Software (including all component parts, the media and printed materials and any
upgrades) and the recipient reads and accepts this EULA.

RESTRICTIONS

+ 1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software
or accompanying printed materials.

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software.

3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative
works based on the Software (except to the extent expressly permitted in the Editor and End-User
Variafion section of this Agreement or other documentation accompanying the Software) or otherwise
commercially exploit the Software.

4. You may not electronically transmit the Software from one computer, console or other platform to
another or over a network.

5. You may not use any backup or archival copy of the Software for any purpose other than to replace
the original copy in the event it's destroyed or becomes defective. 27



EDITOR AND END-USER VARIATIONS

If the Software includes a feature that allows you to modify the Software or to construct new variations
(an “Editor”), you may use such Editor to create modifications or enhancements to the Software,
including the construction of new levels (collectively the “Variations”), subject to the following restrictions.
Your Variations: (i) must only work with the full, registered copy of the SoLlware; (ii) must not contain
modifications to any executable file; (iii) must not contain any libelous, defamatory or other illegal
material, material tht is scandalous or invades the rights of privacy or publicity of any third party; (iv)
must not contain any trademarks, copyright-protected work or other property of third parties; and (v)
may not be commercially exploited by you, including but not limited to making such Variations available
for sale or as part of a pay-per-play or timesharing service.

TERMINATION

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the
Software. This EULA will terminate outomc:ﬁca?lly without notice from the Company if you rail to comply
with any provisions of this EULA. All provisions of this EULA as fo warranties, limitation of liability,
remedies and damages will survive termination.

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES

You are aware and agree that use of the Software and the media on which is recorded is at your sole risk.
The Software and media are supplied “AS IS.” Unless otherwise provided by applicable law, the
Company warrants to the original purchaser of this product that the Software storage medium will be free
from defects in materials and workmanship under normal use for ninety (20) days E'om the date of
purchase. The warranty is void if the defect has arisen through accident, abuse, neglect or misapplication.
If the Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a
replacement free of charge if you return the defective Software. Follow the Product Return Procedures
described in the Manual. The Company does not warrant that the Software or its operations or functions
will meet your requirements, or that the use of the Software will be without inferruption or error.

28



TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WARRANTY
SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING
AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH
ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION
REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS
CORRECTNESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO
NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE
EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU.

LIMITATION OF LIABILITY

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES
WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY,
FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF
PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED
TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED
REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU.

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE
SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE.
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