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. Monster Health Blocks
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%ﬁ\t the end of each level, when :
"""" __vou're up against the monster
“ boss of that level, you'll see his
ea]th Blocks across the top of
he screen. Each monster boss
arts out with 10 Health Blocks.
1; ou and Viking Child must
. _ reduce them to zero before you
. can defeat hlm and go on to the
. next level
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Young Vikmg Ch:]cl must pass thmugh &13?';% beautiful but treachemus ,

- terrams befcre hE”'fEHches h:s fmal dﬁtmatmn the---aﬁ-‘-ﬁ-]uded m@untam- .

1
..............
g

''''''''''''''
e na e

‘E’W” a map of .dm S
f;i;;_ﬁ;;;vlu WI” Start at the mllagﬂ ngre&&mg

..........
o
................




R e e 4
(RS -
il ._::.._._..."'.&

=
.

.-"'
.

1
IIIIII

T
£

e,
ﬁ%’-ﬁ:ﬂf}

. .-'-E:'E':':'E':':' e
s
l.lll -LLLLRLE::I _::'.-!'.-"-':I..-. il

s
e =

.f"

.."f"
E' E:ﬁﬁ ,#'

;;;EVEL 3 The Castle
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EVEL 4 The Fﬂrest

LEVEL 7 The Landbndge

| EVEL 8 The Mountain Hﬂme af the Evil Odln

But wrth practtce perseverance ancl g blt c}f magic, you will eventua]ly bﬁ

_able to overshadow them, thus saving your people from a most unfortu-
nate fate. Listed here are Odin's eight apprentices to Evil.

LEVEL 1, The Village: The Giant Frog

1EVEL J The Well: Giant Boxing Rat

LEVEL 3, Thﬁ--Castle Grumpy Knight
LEVEL 4, The Forest: Giant Mushroﬂm Man

;LEVEL 5, The Lava Fields:

Manstmus [.ava Man

| EVEL 6, The Ocean Bottom: Slimy Serpent

LEVEL ? The | andbridge: Horrible Ogre

Mountain: Derek the Dragﬂn
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Secrets for Success

e Don't squander your money. Save it for extra lives — they are the most valu-
able items you can buy.

e Speed is important. But so is your stash of cash and weapons. So don't race
through so quickly that you miss or forget to pick up these valuable items along

the way.

e [f you want to defeat the Guardians or clear out an enemy in advance of a big
jump, don't forget your special weapons! They're crucial at times like these.

e Race through the lava fields as fast as you can. A burn here or there is
inevitable. But if you dawdle, you're really going to get fried.

e Every enemy has a unique movement pattern. Study it first (at a distance)
before you charge ahead and get hammered, so you know what he’s going to do.

e [n the final level take a short rest to prepare for the really important jumps.
The extra time you take to get your bearings will pay ott in the end.

American Gladiators

Now challenge the American Gladiators-
stars of the hit TV show-right in your own
living room. 1| or 2 players go against a dif-
ferent Gladiator in each of the 5 events. If
you're good enough to go 4 levels of
increasingly ditticult play, you'll advance to
the Eliminator round. So if you think you're
good, you better be great ...'cause these

guys are "BAD"

American Gladiators © 1992 Samuel Goldwyn Company.

Super Jeopardy!

Enjoy the suspense and brain-teasing
excitement of the primetime version of
America's favorite TV game show. In addi:
tion to enhanced graphics and 2,000 new
answers, this version speaks to you!' To
add to the challenge, Super Jeopardy! is 4-
player compatible.
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Wheel of
Fortune®

The highest-rated game
show in TV history makes
for exciting Nintendo
game play. Spin the
wheel, guess the letters,
and watch the pretty host-
ess reveal the words.
Hours of family challenges!
Hours of family fun!
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Jeopardy!

Be the first to press the
buzzer and the “cash” is
yours. With almost 2,000
"answers” just waiting for
your 'questions’, this
Nintendo version of the
second-highest-rated TV
game show is great fun and
a great challenge!

BASED ON
‘THE CHALLENGING
YELEVISIDR GAME SHOW!

Concentration

Test your skill and memory
as you try to match the
prizes behind the numbers,
then guess the rebus on the
gameboard. This exciting
game is one ol the most
popular, long-running
shows on TV. It's great
fun for the whole family!

© ® 1987, 1989 Jeopardy! Productions, Inc. All rights reserved.
Copyright © 1990 The Concentration Company. All rights reserved.
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Wheel of Fortune® 1990, Califon Productions, Inc. All rights reserved.
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Famlly Feud

The whole family gets to pick the most
popular answers to some usual and
unusual questions! Then, go for the big
bucks in the final round. This high-
action game plays just like the popular
TV game show.

Harlem Clobetrotters

All the action and challenge you'd
expect from a basketball game, PLUS
the incredible trick shots and eye-catch-
ing passing that the Harlem
GClobetrotters have made famous over
the past 65 years.

Copyright © 1990 The Family Company. All rights reserved.

© 1990 Harlem Globetrotters, a division of International Broadcasting Corp.
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GameTek would like to thank the following people tor their time and etfort in creating
Viking Child"" for the Game Boy System:

e Programmed by S. Golding

e Craphics by M. Hanrahan, S. Golding and C. Jackson

® Music and SFX by B. Leitch

e Manual Written by Paula Polley
* Package Design by Stephen Curran

e [|lustration by David Moses
® Produced by Rod Humble

* Executive Producer Elizabeth Curran
e Manual Design by Bracchi Design, Inc.

ADVISORY
READ BEFORE USING YOUR GAME BOY SYSTEM

A very small portion of the population may experience epileptic seizures when viewing
certain kinds of flashing lights or patterns that are commonly present in our daily environment.
These persons may experience seizures while watching some kinds ol television pictures or playing
certain video games including games played on the Game Boy Compact Video Game System.
Players who have not had any previous seizures may nonetheless have an undetected epileptic con-
dition. Consult your physician betore playing video games if you have any epileptic condition
Consult your physician it you experience any of the tollowing symptoms while playing video

vames: altered vision, muscle twitching, other involuntary movements, loss of awareness ol your

surroundings, mental confusion, and/or convulsions.

GAMEIEK LIMITED WARRANTY

CGAMETEK warrants to the original purchaser only, that the software program coded on the car-
tridge provided with this manual will perform in accordance with the description in this manual
(when used with the specitied equipment) for a period of ninety (90) days from the date of pur-
chase. It the program is found defective within 90 days from the date of purchase, it will be
replaced. Simply return the cartridge to GAMETEK, along with a dated proof of purchase.
Replacement of the cartridge, tree of charge to the original purchaser (except for the cost of return-

ing the cartridge) is the tull extent of our liability. THIS WARRANTY IS IN LIEU OF ALL WAR-
RANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED WAR-
RANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTICU-
AR PURPOSE, IF APPLICABLE, ARE LIMITED IN DURATION TO 90 DAYS FROM THE
DATE OF PURCHASE OF THIS PRODUCT.

GAMETEK shall not be liable for incidental and/or consequential damages tor the breach of any
cxpress or implied warranty including damage to property and, to the extent permitted by law,
damages from personal injury, even it GAMETEK has been advised of the possibilities of such dam-
ages. Some states do not allow the exclusion of limitations of incidental or consequential damages
or limitations on how long an implied warranty lasts, so the above limitations or exclusions may
not apply to you.

| his warranty shall not be applicable to the extent that any provision of this warranty is prohibited
by any ftederal, state, or municipal law which cannot be pre-empted. This warranty gives you spe-
cihie legal rights and you may also have other rights which vary from state (o state.

CGAMETEK
2999 NL.E. 191st Street, Suite 800, North Miami Beach, FL. 33180
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