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COMING SOON! m BAN DAI |

2 Great New Game Paks, to be used with the unique Control Mat!

Stadium Events.

Exercise in Track & Field.

Takes you 1o the stadium, whera you can
compete with your friends in a number of
exciting track and field events!

7 Aerobics

| Imagine that your room is an aerobics class
74l where you can select a course that suits
A | you. Follow the coach’s instructions and
| have fun getting into shape!

INSTRUCTION BOOKLET

i
DAl Distribuded by Bandai America, Inc. Allendale, M 0740

Printad in Japan
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This game is licensed by
Nintendo for play on the

(Hintendﬂll

ENTERTARAINMENT SYSTEM.

Please read the Instruction Booklet carafully to ensure proper handling of
your new game. Save the Booklet for future reference.

Family Fun Fitness is a game that vou conlrol by using
yvour entire body on the Control Mat. One of many
forthcoming games from Bandai that test your athletic
abilities, Athletic World requires the use of the (@) side
on your Control Mat. The other soon-to-be-available
software Game Paks will require the use of the (8 side
on your Control Mat.

Family Fun Fitness and Athletic World are
trademarks of Bandai America, Inc.
i 1987 Bandai Amenca, Ing,

Bandai is a registered trademark of Bandai America, Inc.

tintendo and Mintendo Enlerfainment Systam are frademarks ol
Mintendo of Amearica Inc.




1. ATHLETIC WORLD MAP
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2. CONTROL MAT

HOW TO CONNECT THE CONTROL MAT TO YOUR
For the Athletic Woeld Game, use the (&) side of the Control Mat. The () NINTENDO ENTERTAINMENT SYSTEM
Side of the Control Mat is to be used with the forthcoming Gama Paks “To adgust the tebevision screen when connecting the Nintenda Entertainment
from Bandai. System to your television, carefully read the Nintendo Entertainment
System and television instructions,
NAMES OF PARTS croucH NINTENDO 1. Turn the Nintendo Entertainment

PADS ENTERTAINMENT System Power Switch to OFF.
SYSTEM Plug the Nintendo Entertainment
aystem Controller Connector into
the No. 1 socket on the front of
the Nintendo Entertainment System.

2. Plug the Control Mat Connector into
= CONNECTPR the No. 2 socket on the front of the
Nintendo Entertainment System.

FORWARD

PADS RIGHT
LEFT 3. Inzerl the Game Pak into the Nintendo
PAD Entertainment System. Open up the

Control Mat completely; then turn
on the Power Switch on the Nintendo
Entertainment System.

BACKWARD PADS

HOW TO FOLD THE CONTROL MAT

| After playing, fold the Control Mat as
[ shown in the drawing, and store for lang
| time use.

Armows indicate the direction in which to
fold the Control Mat.




@ LEFT PAD
Step to the left red pad

with your right loat and left
HOW TO USE THE PADS ON THE CONTROL MAT oL TS ek aihet v

want the runner to move to

1 FORWARD I'-‘_AIJE the left side of the course.

If wou walk or rum in place

an these pads, the runner i :

you hop on one leg on this

moves forward. pad, the runner will hop on
the left side of the course
and move forsard.

@ BACKWARD PADS

If wou walk or run in place
on these pads, the runner

If you walk or run on the laft

moves backward. red pad and this pad, the
funner maowves fonwsard on the
lett =ide af the course,

@ RIGHT PAD

Step to the right red pad

with your left foat and right
foot on this pad, when you
want the runner to move to
the right side of the course.

“If wou step from the LEFT pad to the RIGHT pad, or vice versa, without
stepping on the FORWARD pads, the runner will nat be able to move tn
the left nor to the right. You must first step on the FORWARD pads.

& CROUCH PADS
With both feet on the b
FORWARD, LEFT or RIGHT
pad positions, if you press
the CROUCH pads with bath
hands, the runner will b i Ml
crouch down. hHE P R b b et
JUMPING
S I you jump up on any pad, the mnner will
= also jump in the pasition that he is in.

_ “After you have started to play the game,
if the pads on the Control Mat are not
prassad, the runner will jump. You may
need to practice how o press the pads
on the Control Mat correctly.

If vou hap on one keg on this
pad, the runner will hop on
the nght side of the course
and move forward,

I you walk or run on the right
red pad and this pad, the
runner moves forward on
the right side of the course.




3. NAMES OF THE NINTENDO
ENTERTAINMENT SYSTEM CONTROLLER
PARTS AND OPERATING INSTRUCTIONS

SELECT button. . . . . . . Usa this butfon to select either the Training,
Beginner, or Expert Course, You may have fo input
| your name, age, sex, and date after you have
input your selectad course,

| START button . . . . . . . . Press this button to begin the game.
4+ button. . .. ... ... Usethis button fo input individual information.
(Aybutbon. . ... ..... Use this button to move the blinking cursor to the
right on the screen.
(B button. . . ... .. .. Use this button to move the blinking cursor to the
left on the screen.
PALISE button. . . . . . . K you wish to stop or interrupt play in the mid-

dle of the game, press the START button. The
PAUSE tone will sound and the game will stop.
Press the START button again when you wish fo
continue playing. The game will continue from
where you left ofl.

Al the Certificate screen, the PAUSE function works automatically If you
press any button on the contraller, it will releasa the PAUSE function,
and will automatically move to the next screen,

4. COURSE SELECTION

= Choose one of the courses listed on the screen by pressing the SELECT
button, Then prass the START buttan.

COURSE SELECTION SCREEN

FIELD SELECTION SCREEN

B HenpLeS - ——"—
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TRAINING COURSE
You can train for any one of the five fields. Choose the field you wish fo
train for by pressing the SELECT button, and then the START button.

BEGINNER COURSE

This course continuously covers the first field through the fifth field. When
the time limit for the specific field is over, it will automatically move fo

the next field.

EXPERT COURSE

Until the time limit for the game is over, the play
will continuousty cycle through fields ane through
five. Each activity is one round. In the Expert
Course, obstacles such as fish, frogs, elc. will
appear. Starting with the second round, the
distance to the goal becomes longer and night
scanas will appeac

TIME OVER
When the turtle, at the bottom of the screen, reaches
the goal during the play, time is over

“TIME LIMIT—The time limit of each course changes
according 1o the age and sex information input




5. INPUT OF NAME, AGE, SEX, AND DATE

6. WARM-UP AND TIME LIMIT

When you start the Beginner or Expert Course, the REGISTRATION Screan
will appear.

INFPUT SOUR NOHE . A0E
AND SEM.AND THE DATE .

© MAME :
- BEM:_ |

.E1I-'J¢ DEFGHI JHLHN
OPLIRSTUWHEYZ , _

0133456789 _ HALE

ARROW CURSOR  BLINKING CURSOR  BLANK MARK

» Use the + button to position the arrow cursar to the appropriate lsting.
Then press the SELECT button,

NAME |=| AGE (=3 | SEX |==| DATE

» The writing position (blinking cursar) can be maved to the left by using
the (B} buttan, or to the right by using the (&) button.

 When you wanl to correct a listing, bring the blinking cursor to where
the errar is by using (&) button or (B button. Then correct the listing.

= lse the BLANK MARK to erase unnecessary letters. Maove the BLINKING
CURSOR, by using (&) button or () buttan, to the letter(s) you want
1o erase. Point the ARROW CURSOR to the BLANK MARK and press the
SELECT button. The letter(s) you want to erase will disappear.

*If you choose not to input or register your age and sex, the game will begin
at a level suitable for a 10-year ald boy

10

# [o some warm-up exercises such as keg stretches, touching your toes,
and jurmping, before starting the game. Select a course by using the
Confrodler, and then step on the FORWARD pads, (START pads) on the
Conirad Mat and the game will start.

\ JUMP UP!
A LITTLE
" HIGHER!

TOUCH THOSE
TOES! KEEP
THOSE
LEGS
STRAIGHT!

LEG STRETCHES!
FEEL THAT BURN!

* ABOUT THE TIME LIMIT
s By inputting your age and sex, the time limit will change according to
the Bandai Athletic World standards.

11



7. HOW TO PLAY 1. HURDLES

 Test your ability to run and jump by do-

ing continuous jumping over the hurdles. <
Run on the FORWARD pads, then jump
when the runner reaches the hurdles.

l EXPERT COURSE

In the Expert Course a male Eﬁ “i i-ﬁ i.F-i -
appears and serves asan W7 - T
obstacle that should be . < BV v geeg . -.
avoided. When the male .~ =%, =R -
appears, instead of jump- £

ing over it, an easier way
fo avord if would be by
changing the runners
course by maving 1o the
left or to the right.

* ADVICE

If the runner falls when trying
10 jump over the hurdles, wart
until he stands up, then you
can jump again, If this doesn't
wark, mowve backward by wsing
the BACKWARD pads, then

Jump again. o
WS R

12 13



2. ANIMAL TRAIL

EXPERT COURSE

During the Expert Coursa, the
wild boars appear from the
frant also.

Fgﬁ’-
PP pES T e
ﬁg@fﬁf"ﬂ

You can complete the animal trail wsing your
agility Run, sprint, 2nd dash at times, in
order to avoid the wild boar thal appears
{rem the back. You have to move fo the
left or 1o the right so that the runner wil
avoid the boar

* ADVICE

An important point to remam-
ber in order to complate this
course is not to step out of
the pads on the Control Mat.
And, dont panic! If you dash
o sprint, some boars cannol
reach you. You will be able

to outrun some boars.

14 15



3. DARK TUNNEL
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Your stamina or endurance plays a very EXPERT COURSE ;

o Dats fly overhead in the
- % - Expert Course, Youcan ~ §
= crouch on the Control Mat
by using the CROUCH
pads, until the bat flies
aver the runnar, T vt e

+ ADVICE

Think of the total length of

L the course and pace yoursalf
f{.'g, - : accordinghy. When the runner

0 = § £ goes up the incline, you
? - shaould rum at a consistent
vete.
You should practice at the
Training Course. This is one

“In this field, you will not be able to move mfﬂﬁ'ﬁéﬂiﬁ o

mﬁlgglgnqur;&;: e iy ' ; ; : down the incline, go back-
: wards by using the BACK-
: - WARD pads, then run again.

impartant role in this game, Without stamina
you will not be able fo completa this fiehd.
When the runner has to go up the steep
incline, you'll have 1o run even faster, or
else the runner won't be able to go up the
incline, and he will slide down.




4. HOP A LOG

Lo s o B ]

EXPERT COURSE

Frops appear in the Expert B
Course. Sometimes the ¢
frog will jurmp at the runner.
At other times, the log will 3
saparate from the dock
and the runner has fo jump
across the water, 5o you
have to jump,

This field tests your fiesability. On the dock,
you run using both legs. On the logs, which
appear on the left or on the right, you have
1o use the LEFT or RIGHT hop pad so that
the runner can cross the logs by hopping
on one leq.

* ADVICE

Be careful not to let the runnar
get too closa to the frog. s
batter to wait until the frog
jumps over the runner,

*Whan on top of the log, the
runner cannot crouch.

18 13
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Concentration is extremely important in EXPERT COURSE
this game. g

Fish jUmp out of the water REEREEET-SEs
during the Expert Course.

Jump aver the low logs and crouch undear
P o 4 es=% rou must crouch so that

the high logs. Awoid the rocks that appesar
in the water by moving to the left or to the
right, and then jurmp to the goal.

* ADVICE

- Judge quickly if its a high or
low log. This figld will be easy
for you if vou remember the
areas in which the logs or
obstacles appeared during the
TRAINING Course,

NOTE; When the renner wants

CROUCH DOWN!

to avoid the rocks that appear
*In this field, even if you in the water on the keft or on
stand on the FORWARD or the right, make sure that you
the BACKWARD pads, the step on the FORWARD pads
runner cannot move forward before stepping on the LEFT
nor backward. e pad or the RIGHT pad.
=

X

20




6. EVALUATION AND CERTIFICATE

» The Evaluation and Certificate Screen will appear whan you have com-
pleted the five fields in either the Beginner or Expent Course.

*The Evaluation and Cartificate Screen will not appear when you have
completed the Training Course. Also, if you have not completed all five
fields in the Beginner or Expert Course, the Evaluation and Certificate
Screan will not appear

= When you have reached the goal in each of the five ‘_
fields, a monkey will appear with your score card.
The score card will show how fast you have reached ,.:
the qoal within the time limit (score against the
fime lirmit),

 Your TOTAL SCORE is calculated by adding the TIME
SCORE and the ATHLETIC ABILITY FACTOR SCORE.
A perfect score is 100. To obtain a high score, you iy
have fo reach the goal quickly with the least amount
of mistakes.

S LISTINGS OF ATHLETIC ABILITY FACTORS

&fter you have completed each of the five fields, you will be given & sCore
for each of five specific athletic ability factors: agility, endurance, reflexivity,
flexibility, or concentration. In addition to the one specific athletic ability
measured in that particular field, you will also be judged for the other four
athletic ability factors.

'i'.:ﬂ'-.,

lﬂﬁr‘

# [egree: 10-5tap grading or

ATHLETIC TOTAL

ABILITY SCORE evaluation.

FACTOR # The Cerbificate Screen will not
appear after you have faken

PP om e e
“m.rﬁl........
[y - <o
DOMEEHTESTHH - < -+ |
Ly ---c-- B

e AT R e
THkE VOLF MO TN .
WA BODDE IR Pnin.
S e

LERFORMEHAT | D

the Training Course, nor if your
total score 5 28

 Your Total Score is cakculated by
subtracting your scone from 100,

EEEF FEETiCiE .
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CERTIFICATE

When the Certificate
SCreen appears, there s
an automatic PALISE. Press
any of the butlons on the
Caontroller o move 10 the
next scresn.

CERTIFICATH
MAHE : BANOAT AGEIIE 3o
REEGEHNENR COURBE
U th DEGRED
WE CERTIFY THAT %OU
MWE DBYTATNED THO

':': =' BDVE DEOREE AT Basiodl 'i:
15 . ATHLETIC CLUB. T
Al oSBT

BONDAI ATHLETIC cLus

BEGINNER COURSE EXPERT COURSE

1st Degree 91-100 Points | 1st Degree 1-5 Fields 10 Rounds
2nd Degree  81-80 Points | 2nd Degree  1-5 Felds 9 Rounds
3rd Degree 71-80 Points | 3rd Degree 1-5Fields B Rounds
4th Degree  61-70 Points | 4th Degree  1-5 Fields ¥ Rounds
oth Degree 51-60 Points | Sth Degree 1-5Fields 6 Hounds
Gth Degree 41-50 Ppints | 6th Degree 1-5 Fields 5 Rounds
7th Degrez 31-40 Points | 7th Degree 1-5Fields 4 Rounds
Bth Degree 21-30 Points | 8th Degree 1-5Fields 3 Rounds
gth Degree 11-20 Points Gth Degree 1-5Fields 2 Rounds
10th Degree  1-10 Points | 10th Degree  1-5 Fields 1 Round




8. PRECAUTIONS

= Remave shoes before stepping on the Contral Mat
» Ahways turn off the power supply when inserting or removing the Game

Pak, or the Control Mat.

= This is a high precision game. It should not be stored in placas that
are very hot or very cold, Never hit or drop it. Do not take it apart.

= (o not play with the device in puddies, sandboxes, on dirt, or in mud,

« Do not touch the terminals nor wet them with water.

# Do not play with the game near sources of heat or ofher places where
something potentially dangerous might occur.

= When unplugging the Connector fram the Nintendo Entertainment System,
atways hold the Connector itself, not the cord.

» When cleaning the device, wipe using a soft cloth dampened with water
containing a mild detergent. Do not apply thinness, benzene or any other
volatile petroleum or lcohol distillates.

» When the Control Mat is charged with static electricity, connecting it to
the Nintendo Entertainment System may result in the breakdawn of
the Nintendo Entertainment System. Do not stand on the Control Mat

before connecting it

= We recommend that you do not use the Control Mat in the sun, nor
position it on a soft, thickly padded carpet or soft surface, since the
reaction to your movements could be delayed.

» Please do not stick any sharp objects into the Control Mat since this
could destroy the mechanism inside the Control Mat.

= When the Controd Mat is slippeny, use tape to fasten it to the surface,

COMPLIANCE WITH FCC REGULATIONS

This equipmen! Snerald and Uses w0 hequency
ey and if not instalied and used peoperly, af is,
i =inet accomance wih e mangtacungs inse-
e, el caus inlerlerence do radio and feleesion
recaption. it has been type tesied and found i comply
wih B limis e a Class B compiting device in
accontance wih Be speciicaions in Subpart J of
Part 15 of FGG Rulcs, which ane designed W peovica
nssonabla profection ag@insl such Inlgriemno: in a
reacential nstalation. Hosswg hisre & No JUIEMeS
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thal imlerience will not oo in 4 parbculsn in-
ciallylin, 1 s equipment dnes fasse imereence
o racho oF BkrALan RCRQon, Whach can e delerminad
try tuming e euipment off and o, the s &
enetraged 1 iy o cwmect the nizdeence by one
o e ol B Bolowing messures:

W feongn e reorning antensa

W Raloeatn tha NES with respadt in fia meaar

B kv the KES 2wy hiorm the recehesr

W PAug T KES imin 3 ofierend outiel 50 oMl

and seceiver am on ditferesl oo
I nec=many, e Leew Ehould cofEu R e dealer o an
exparaaced radodesion Bechnicha I adStoal
sugpestions. The wser may tnd fa leliowing booklel
peparad By (he Fedérdl Communications Comme-
5o helph:

How In identity and Resoive Fadie-TV Imatfenance
Przbiems

This bookd? B avaikbla Tom the LS Governmen!
Frmtng Ofice, Wishisglon, (G, JMO0E. Stack Mo

90-DAY LIMITED WARRANTY

GO LIMITED "W RRANTY

danda Amenca, Inc, [“Bandal) wamants o [he ooy
Al coneume puithass thal s Goame Pak |PY
fral nowdng Gane P Accessores or Aohet &
cessaries) shal bo bee hom oefecs o moEns and
workmanship 160 3 pened o B0 & hom dale o
purchzse. B defd crand by his wamnty oo
during ths Skday warmanly penod. Bandal will tepar
o replace the PAK, 3l s opbon, tae ol chame.

To 1ecays This WarlBnly seivice
L 0O kT dehien yoor defectee Game Pak fo the
etz

. Moty the Bondal Gonsumer Sanice (eparmmen
_l]' tha prosdam requeing wamatly senvice Dy cal-
B 120251060 Jw Consemer Serace e
partmen? & m ooeraton from 900 AM 0 500
FM. Easlem Dalighl Tire, Mondry theough Fralay

3 I the Handge service BChncian & unabie 1 5ok
It piolder by phone, he wil peovade you with
a Retuma Ausorzebon numbe: Simply recond This
mATker on the cutsds packaging o your defa
e MK, and retun yoer PAK ireighl peepaid, al
your nsk of Gamage Wgeher Wi gour a3ks
SAD o samelyy peoot-ol-porchas within Pe D0-day
waltaily fernd n:

Bandsi &menca, Inc
Conspmer Service Dipartment
4 Pagrl Couit
fllendale, W 07400
This waranty shall nol apply if the PAK has
damaged by reglgence, acciien, unmassnabie s,

modfegnos, amperng, of By ohed Ches eirekaed
I detacties misdsnas o morkmanshic.

AEFARS AETER EXPRATION OF WARRANTY:

fthe PAK devdligs 3 probles aller tho S0adiy
Wy e, W may condact the Pandal Gon-
sumir Sanice Deparimenl al the ghane number
i, ¥ the Bancai senca lachrician = wnabie &
sche the poblem by phite, he may ponde you
with 2 Refum Aslhorication numbet Yoo say then
racond s fumbir on e oozl packaging ol the
defectve PAK and retlurm Bhe defactie PAK fEght
mregan B Bandal nciieng A dheck or maney ooty
for 390000 ferecbie b Barddai Amenica, Inc. Bandai wil,
it 18 opton, subess 0 the condibons above, resor
the FAK ar eplace il with & niew o repaine BAE
reglacement FRES are nof mailable the dalechive
PRt el b oo e B S90000 paaymien rebornded

WARRANTY LIMTATORS:

AT AFFLIGATLE MPLED WARRAKTIES, IRCLUNNG
WARHAKTIES F MERCHAKTARLITY AND RTNESS
FOR & PAANICILAR PURPOSE, MRS HERERY LIM-
TED T MIMETY DAYS FROM THE DATE OF PLE:
(HAGE AR ARE SLELECT T THE COMDITMIRG SET
FOATH HERER. B M) EVENT SHALL BANDA BE
LILELE FIH COMEEQUENTIAL 0R INJDENTAL DM
MGER FESULTING FROM THE BREACH OF AMY
EXPRESS Of IPLIED WAPRSMTIES

The presisions of ths wamasly s vakd n the
United States only Sama staks do ol aliow bim-
Faions o how g &0 imphed wamanty lasts o
exdusi o cossguentzyl ar incidental amages. 50
e ahown kmitaions and eechsion may nol apek
12wl This waenenly paes wou Specific legal rghts,
and you may dso e other dghts which sary from
stz n shiz
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