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EPILEPSY WARNING

WARNING: READ BEFORE USING YOUR NES

A very small porfien of the populalion may esperignce epileplic seizures wihen
viewing certain kinds of flashing iights or patterns that are commonly prasent i
our daily emvirammeant. These persans may expanence seizuras while watching
some kinds of television pictures or playing certain video games. Players wha
have mof had any previeus seizures may nonetheless have an undetected
gpiteptic cordition. Consull your physician before plaving video games if you have
an epileptic condition. Consult your physician if you experence any of the
following symptoms while playing videe gamas: altered vision, muscle ftwitching,
other invaluriary movemen!s, foss of awareness of your surroundings, mental
canfusion, andior convulzions.

PROJECTION TELEVISION WARNING

WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV

Do not wse a front or rear grajection television with your Nintendo Emterainmeant
Systerm” (*NEST). pour Super Nintendo Enterainment System® (“Super NES'). or
any NES or Super NES games. Your projechion television screen may be
permanently damaged if wdeo games with stationary scenes or patfems are
played.on pour projection telavision. Simitar damage may occur if you place a
video game on hold or pause. If you use your projection talevision with NES or
Super NES games, neithar Sony Imagesoft, Mintendo nor any of Nintendo's
leansees will be liable for any damage. This situalion is not caused by a defect in
the NES ar Super NES games; other fixed or repelitive images may cause similar
damage to a profection lelevision. Plaase contac! your TV manuiaciurer for
further infarmation.



GAME PAK PRECAUTIONS / WAINTENANCE

m If pou are playing for a long time, take a 10 fo 15 minule bregk every four,

m The Game Pak is & high precision piece of electronics. Do nof store if in
places thal are very hol or cold. Do not i, driop or ofhenwise abuse i, Do nof
take it apart.

= Avoid touching the connectors with your fingers. Do not blow en them or
aliow Ia get wet ar dirty. Doing 50 may damage the Game Pak andior the
Control Deck.

m Do not clean with benzens, paint thinner, alcohol or any other salvent.
u Always store the Game Pak i its protective cover when not in usea.

m Aiways check the Game Pak edge connector for foreign matenal before
inserting the Game Pak in the Contrel Deck. To preveni the adoe conneclors
fromm begoming dirdy, we recommend thal you reguiarly use the NES Cleaning
Kit ony. Claaning kits are available at all Authorized Nintendo Word Class
Service Caentar locations and at mos! retailars.

HAROWARE PRECAUTIONS / MAINTENANGE

B o not use any power piug other than the AC adapter provided with your NES.
The AC adapter may become warm during use; this is normal and is no cause
far cancern.

8 Do not use any RF switch athar than the one includad with your NES.

w o not disassemble or fry to repair the NES components. Doing so voids
your warganty.

m Always fun the power switch of the Control Deck™ off before loading or
removimg a Game Pak. Insert the Game Pak completely without forcing either
the Game Pak or the Coniral Deck. Load enly NES Game Paks inlo the NES
Control Deck, Ta remove a Game Fak, push the efect button and carafully
rermove the game. A Game Pak cannoct be removed If the power swilch is
in the on position.

m After you have finished playing, be sure to remove the Game Pak frorn fhe
Caontrol Deck,

m Do not store the Contral Deck in a humid place, or the flagr or in any location
whare it may coflect din, dust, inf, sic,

® Do not drop, hit or atherwise abuge the NES components.



® Do not leave the Contral Deck furmed an for extended peviods whan net in use.

' Whan disconreciing any plugs fram the Control Deck first turn the Contral Deck
off, then carefully pull by the plug itself rather than by the cord. Do not step on,
sharply pull or band any wires or cables.

® Do not expose the Conirol Deck, Game Paks er any other of the NES
componants fo extreme heal or cold.

w Do not spill figuids on the Control Deck, Game Paks or any other of the NES
componants. To clean, use a soff slightly damp cloth. Allow the component {o
dry complataly befare using again. (Use walar anly.)

® Do not rapidly turn the power swilch on and off, as this may cause battery
backed-up Game Paks to lose your stored game information.
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THE STORY OF KOOK

Grown up and going through life as an attorney with children of his own,
Petar Banning never even considerad the possibility of returning to
Meverland. In fact; he couldn’t even remember having been there in the first
place! But when the evil Captain Hook returns 1o grab his children, Granny
Wendy iz forced 1o jog his memory into remembering those carefree days
when he ran with the Lost Boys in the wild on Mevarland, Peter Banning is
Peter Pan! Luckily, armad with 2 wooden sword, the urgings of Granny
Wendy, and the friendly advice and help of your friend Tink, you are well
equippad for the adventure that lies abhead.

As Pan you will encountar many obstacles and battle many foes in your
search for the children. You will be forced to-deal with Pirate ghosts and
Pirate zombies. In the forests of Meverland you will confront pirates, banana
tossing monkeys, rope ladders and seamingly uncrossable streams. At some
paints you will be forced to fly from one destination to another where you
must catch flying marbles to stay aloft.

Along the way you will be developing your skills fo prepare yourself as Peter

Fan to defeal the evil Hook and win the children’s freedom. In order to be
successful in reaching Hook and beating him, you will need to find or earn
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four special items. You will know when you have found them because you
will see a special screen showing what you have collected.

But Neverland is a large island and Hook is a shrewd and elusive character,
There are many hazards to avaid along the way and you will need to get past
each of them on your way to find Hook and the children. So good luck, and
hurry: the children are waiting!
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STARTING THE GAME

Insert the Hook game pak into your Nintendo
Entertainment System® Turn the power on. The fithe
sereen will be displayed momentarily and then the
menu screen will appear automatically.

Place the sword tip next to the menu item you wish to select. Use the Select
Butten or the control pad 1o move the sword tip. Press the A E?uttnn.
B Button or Start Button to make your selection at each menu item.

Start — Will start the game at the beginning.

Continue — Allows you to return to the last destination you were atin
the last game.

Hi score — Displays lop scores.
SFX on'off — This feature will wrn the sound on or off,
Player 1/2 - Hook is a one player or two player alternating game.

12

BASIC CONTROLS

In cartain situations, the
controller will have different
usaes for controlling Pan's
actions. In general, though,
the controfler has the
following funclions:

Control pad: Left - Move Fan to the left
Right — Move Pan to the right
Down— Pick something up or duck down
Lip = Climb a ladder

A Button: Jump, swim, or pick up items

B Button: Thrust sword or use metal detectaer; Use with Up to send
Tink 1o take care of Enemies

Start Button: Mcke a selection from the menu
Select Button: Move the sword tip on the menu screen

13



THE NEVERLAND MAP & COMPASS

When yau beqgin a new game or continue 8 game you have already started,
you will begin at the map screen. The map screen shows your location in
Meverand. It has a map of Neverland and a compass in the lower right hand
corner of the screen. If you are continuing a game; you will be placed on the
map at your last destination. You select the direction you want Pan to go by
changing the direction of the compass arrow. Move the arrow by using the
control pad. If there is a destination in that compass direction, the name will
be displayed below the compass. Choose the destination by pressing the

A Button.

Each destination will pose a unique challenge. Pan will encounter engmies in
the farest, underground, undenwater, in town, in the lagoons, in ey winter
scenes and at the Neveriree, While some destinations are similar, each will
have its own solution and you must help Pan find his way throeugh each
destination on his way to the next,
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If Pan iz knocked back or hurt while finding his way through ong of
Meverand's destinations, he will lose some of his strength. When all of Pan's
strength has been used, he will drop out of the screen from exhaustion and
will lose a life. You will need to make sure that Pan aveids gefting hurt to
keep him going.

When Pan has lost three lives. he will be made to walk the plank off Hook's
ship. If you're lucky, Tink will help you continue the search for the children!



ITEMS T0 FIND

KEY ITEMS:

Thase are the items you will naed to find in each of the destinations of
Meverland which will allow you to find your way out of that destination.

Cherries

Find cherries to complete
MNeverdand Forest and
Mevertree destinations.

Cakes
Find cakes to finish
underground levels.

Pearls

Grab the paarls fram
the hungry clams to
complete the under-
grouind destinations.

Coins

Thera are gold coins in
the town. Find them to
complete the level,

Peaches
Find peaches in the
{agoon destinations.

lce Sticks

The ice sticks are the
kay items 1o find in the
Meverland icy regions.

Node: Pictures shown [pagas 71 thru 16} are pantial frameas of actual screen images
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TOOLS:

Thimbles

Find thimbies in various
Meverland destinations.
By using them, Tink will help
you aut with the Enemies.
To give Tink a thimble,
press the Up Button

and the B Button at the
same time.

Marbles

Uze marbles to stay aloft
while flying. Marbles can
alzo be collected while
on land and used to
jump onto pixie dust,

Pixie Dust

There may be pidie
dust floating in long
spaces betwean
platforms. Use your
marbles to jump onto
this magic dust as if it
were solid; use those
marbles wisely, though!

17



Metal Detector

The metal detector can
be found in Meverland's
caverns and underground
destinations. It is used to
find buried treasure.

To use it, press tha

B Button. When you find
buried treasure, the
indicator light will blink S
and two seconds laler;
the treasure will appear!

18

Flame & Powder Keg
Find the flame in the
fown scenas, Once you
have the flame, if you
make Pan jump onlo a
powdear kag, ha will ba
launched upward so he
can get to platforms
above him.

Food
Find food to keep Fan's
strength up.

THE ENEMIES

FOREST AND LAGOON ENEMIES

The Hermit The Snake Pirates are

floats around the  hangs down found almost
forest looking to from tree limbs averywhere in
stop Pan. in the forests the game and
and lagoons. are most
certainly allied
with the ewil
Hook.

The Maonkey sits
on branches of
treesin the
Meverland forasts
and jungies and
throws bananas
in Pan's path.

19



UNDERGROUND EMEMIES

The Pirate
Zombie paces

endlessly in the
undergroumnd
areas of
Meverland. If Pan
is touched by a
Pirate Zombie he
becomes a

Zombie for a brief
period of time as
well and cannot
be controlled,

20

The Pirate
Ghosts float
argund under-
ground as well.
They don't
always hurt, but
don't let them
fall on Pan.

and breathes
firaballs at Pan.

Spiders also
hang around
the walls of the
cave and are

poisonous to Pan.

UNDER WATER
ENEMIES

ICY REGION ENEMIES

The Penguins scoot.  Pirate Eskimos
Abominable back and forth are just like all
Snowman across the iceto the other Pirates
guards the stop Pan's around Neverland,
Meverland icy progress. except they have
reqions by nice warm coals
rolling snowballs on to protect

at Pan. them against

region weather.

In the waters
argund
Meverand you'll
also encounter
thesa diving
gear equipped
Submerged
Pirates. Watch
out for their
suction cup
harpoons! The
Jellyfish ara not
much friendlier.
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THE STATUS BAR

In the top left hand corner of each destination screen you will see a
constantly changing status bar which gives you information on your status
for each of the destinations on Meverland, except when you fight Rufio, or
lake on Hook on his ship at the end of the game. It displays the following
information:

A bar graph indicator tells you how much strength Pan has laft when
on land, and how much air he has left when underwater. Eat food on
land to build strength, and surface or find an air pocket to raplenish
Pan's air supply when undensater.

How many thimbles you have acquired to give o Tink to take care of
Enemies for you,

How many items you still need to be able to complete the destination
and find the exil to go to tha next level.

How many marbles you have found 10 use pixie dust to cross gaps
between platforms.

IN TRE FORESTS OF NEVERLANG

Pan must find his way through the forest without letting the pirates get him.
The key items to find here are the cherries. The pirates are numerous and
while they have certain appointed guard duties, if they seea Pan they will come
after him. So be careful, these guys are dangerous!

NEVERLAND'S EAVES & UNDEREROUND CAVERNS

Fan must work his way through the underground tunnels and find his way
out. Pan must jump over maoving platforms, climb ladders and aveid zombies
and poisonous spiders as he finds his way through each of these
underground mazes. Look for cakes to complete these destinations,

Pan's hungry and helpiul friend Thud Butt can also be
found in Neverland's undergreund caverns. Feed Thud
Butt and he can blow down any wall he's near.
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THE WATERS OF NEVERLAND

Several water scenes also lay between Pan and finding the children and
Hook. Pan must swim below the surface in each of these scenas to collect
pearls and find his way out. There are lots of dead ends. The display’s status
bar shows how much air Pan hag left when he's under water. Be sure he
doesn't run out.

To make Pan swim, use the control pad to turn Pan in the direction you want
him to go, then press the A Bulfon to make him swim. Swim past objects in the
water to pick them up.

THE TOWN OF NEVERLAND

Hook's pirates have control of Meverand which was built to look like the deck
of a pirata’s ship. Cannonballs fly around the fown like baseballs. But Fan's
not here to play baseball. Look for gold coins,

NEVERLANG'S LABOONS

The lagoons of Neverland are a lot like its forests. Use the same strategy
1o help Pan find his way through them. Lock for peaches to completa
the boards.

THE ICY REGIONS

Meverland's varied climate also has a couple of wintery areas. Collect ice
sticks to complete them.

Watch out for icicles. If Pan jurmps and lands near one, they may come loose
and fall an hirm.



THE NEVERTREE

The Nevertree is like no tree you've ever seen. It is big and filled with strong
branches and treehuts. There are walkways, trampolines, ropes and ladders
for Pan to use to find his way through,

You can garn extra points by shooting baskets. When
you see a baskelball, bend down and pick it up. Dribkde
inte position and shoot using the B Button. Beware,
you only have a limited amount of time, then the ball
disappears.

FLYING

Many times throughout the game you may see Flying
as one of the destinations on the compass. It may be
the only way to get from one place to another on
Meverland. Whils in flight, Pan must fiy among air
balloons and clouds.

Avaid the balleons which carry sticks of dynamite. Catch the balloons which
carry marbles. Pan needs to catch as many marbles as he can in order to
stay aloft.

Pan can fly right through seme of the clouds. Other clouds are electrical
storm clouds and may shock Pan out of some of his strength.

When Pan nears his destination he will slowly descend back to land and
again consult his map and compass.
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FIGRTING RUFID

At some point, Pan is sure (o run into Rufio, the leader
of the Lost Boys. In order to gain the respect of the
Lost Boys and get the magic sword be needs o defeat
Haook, Pan must win a duel with Rufic. Pan is
equipped with only a wooden sword, This is one of the
toughest fights you will have, so be prepared for a
difficult battle.

You can contrel Pan's movements as follows:

Move Pan Left control pad left

Move Pan Right control pad right

Thrust Sword B Button

Kneal control pad down

Kneel and Thrust control pad down & B Button
Jump & Tumn A Button

Jump Left control pad left & A Button
Jump Right control pad right & A Button

At the top of the screan, two power gauges show Pan's and Rufio’s lunics,
Each blow tears away at the tunic of the fighter who was hit until finally either
Pan or Rufio loses his tunic. When the tunic falls away, only the undershirt
will remain on the loser.
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HOOK'S SHIP

You must successiully complete all other scenes before you can get to
Hook's ship and the final confrontation. Hook must be defeated. He is holding
the children hostage and only Pan can save them.

Hook is an expert swordsman. Fan and Hook will battle it out on the deck of
Hook's ship. Smee will appear from the portals 1o try to resirict Pan's
movements by tying a ball and chain to his feet. Jump to avoid it.
Pan can be maneuverad in the same way as when he faced Rufio earlier in
the game. Strength levels are shown at the top of the screen as bar graphs.
You must outlast Hook to save the children. Whether Pan or Hook tires out
first is up to you, Good luck!
Defeat Hook...
or he'll make you

walk the plank!
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COMPLIANGE WITH FEC REGULATIONS

This equipment generates and uses radio frequency emergy and if nat installed
and used prapery, that is, in sirfel accordance with the manufaciurer's inste:
lions, may cause interfersnce fo radie and lelevision receplion. it has been lype
tested and found to comply with the limils for 3 Class B compuling device in
accordance with the specifications in Subpart J of Part 15 of FOC Rules, which are
designed fo provide reasonable protection agains! such interference in & residen-
fial insialiation. However, thara iz no guarantes that interference will not ocour in a
particular installation. If this equipment does cause fmerference fo radio or
television reception, which can be delermined by turning the equisment off and on,
the user is encouraged fo try to correct the interference by one or mare of the
following measunes:

®m Feorient the receiving antenna

m Relocate the NES with respect 1o the receiver

B Move the NES away from the rocaivar

m Flug the NES info & different oullst 50 that computer and receiver arg

on different circuits.

If mecessary, the user should consult the dealer or an experianced radiofelavision
technician for addifional suggestions. The wser may find the following bookiat
preparad by the Federal Communications Commission halpful:

‘How fo Identify and Resolve Radio- TV Interfarence Problems.” This bookiat is
available from the ULS. Government Printing Office, Washingtan DLC. 20402,
Stock No, 004-000-00345-4,
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SONY IMAGESOFT INC. LIMITED WARRANTY

Sony Imageasoft Inc. warrants 1o the criginal purchaser of this Sony Imagesoll product that this
carrndge is free fram delects in materials and workmanship for a pencd of ninsty (90) days from
live date of purchase. This Sony Imagesoft product |s sold “as is,” withoul express or implied
warranty of any kind, and Sony Imagesall is not liable for any losses or damages of any kind
resulting from use of s product. Sony Imagesolt agrees dor a period of ninety (90) days ko eilher
repair of repdace, at its option, free ol charge, any Sony Imagesadt product. Send product posiage
paid, alomg with dated prood of purchase, fo the address shown below,

This warranty shall not be appicabie and shall be void if the defact inthe Sony Imegesoft product
has afisan through abuse, unreasonable use, mistreatment of negiect, THIS WARRANTY IS M
LIELNOF ALL OTHER WARRANTIES AND MO OTHER REPRESENTATIONS OR CLAIME OF ANY
NATURE SHALL BE BINDING 0N OR OBLIGATE SONY IMAGESOFT. ANY IMPLIED WARRANTIES
APPLICABLE TOTHIS PRODUCT, INCLUDIMG \WARRANTIES OF MERCHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE MINETY {$0) DAY PERIOD DESCRIBED
ABOVE, IN NOEVENT WILL SONY IMAGESOFRT BE LIABLE FOR ANY SPECIAL, IMGIDENTAL, OR
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSIONS, USE OF MALFUNCTION OF
THES SONY BAAGESOFT PRODUCT.

Some slates do not allow limitations as to how hong an imglied warranty lasts andier exclusions
of liméitations of incidental or cansequerdial damages, so the above limiations andior exclusions
eriay not apply to you. This warranty gives you spectic rights, and you may also have other rights
which vary from s1ate to state,

SONY IMAGESOFT ING,
B200 Sunsaet Boulevard, Suite 820
Los Angedas. GA B0062
{213) A58-377FT
31
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