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Great Scoft, man! M

icia has been kidnapped!
It's up to the dashing and

s Gomez to rescue her

or she will face a fate worse than life!

IT'S GOMEZ
TO THE RESCUE!

WEIRD IS RELATIVE
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SEAL OF
QUALITY

This official seal is your assurance that this product meets the
highest quality standards of SEGA™. Buy games and acces-
sories with this seal to be sure that they are compatible with the
SEGA™ GENESIS™ SYSTEM.

HANDLING YOUR CARTRIDGE
* The Sega Genesis Cartridge is intended for use exclusively with
the Sega™ Genesis™ System.
* Do not bend it, crush it, or submerge it in liquids.
* Do not leave it in direct sunlight or near a radiator or other
source of heat.
* Be sure to take an occasional recess during extended play,
to rest yourself and the Sega cartridge.
Warning to owners of projection televisions: Still pictures or
images may cause permanent picture tube damage or mark
the phosphor of the CRT. Avoid repeated or extended use of
video games on large-screen projection televisions.

WARNING: READ BEFORE USING YOUR
SEGA VIDEO GAME SYSTEM.

A very small percentage of individuals may experience
epileptic seizures when exposed to certain light
patterns or flashing lights. Exposure to certain patterns
or backgrounds on a television screen or while playing
video games may induce an epileptic seizure in these
individuals. Certain conditions may induce undetected
epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in
your family, has an epileptic condition, consult your
physician prior to playing. If you experience any of the
following symptoms while playing a video game - dizzi-

ness, altered vision, eye or muscle twitches, loss. of

awareness, disorientation, any involuntary movement,
. or convulsions - IMMEDIATELY discontinue use and
onsult your physician before resuming play.

REEPFPY,
KOOIKY,
OOIY, 1
STrOOIKY |

Morticia Has Been
Kidnapped?
Lincle Fester has lost his memory and has fallen
under the spell of Abigail Craven, a conniving
character who is anxious to lay her greedy hands
on the Addams’ hidden fortune. Having recruited
a misled Uncle Fester, and assisted by her
cohorts, Tuly and The Judge, she manages to
capture and imprison the other members of the
Addams Family within the huge Addams
Mansion!

Only Gomez can save the day by freeing his son,
Pugsley, his daughter, Wednesday, and Granny; &
and by restoring Uncle Fester's memoryy.
Accomplishing these tasks is daunting enough -
but then Gomez must seek out Morticia in the
Underground vaults of the Addams mansion
and confront the evil Judge in a kooky

and spooky climax.



SETTMNG U
Set up your Sega” Genesis" as described in its
instruction manual. Plug in control pad 1.

Make sure the power switch is OFF. Then
insert the Sega™ cartridge into the console.

Turn the power switch ON. In a few

- moments, the Title screen appears.

If the Title screen doesn’t appear, turn the
power switch OFF. Make sure youir system is
set up correctly and the cartridge is properly
inserted. Then turn the power switch ON
again.

Important: Always make sure that the
Console is turned OFF when inserting or
removing your Cartridge.

After the Title Screen is displayed, you will be.
presented with an option to START the gaine,

or input a password. If you are playing the
game for the first time, just press your START
button to begin. If you do nothing, the demon-
stration mode will begin. Press any button to
quit this mode.

If you have played the game before and you
have obtained a password, select 'PASS-
WORD' from the menu. You will be presented
with a ‘keyboard’ on-screen. Input your pass-
word using the directions on your Control
Pad, and Button B to “type’ the character
highlighted; Button C deletes the character
highlighted.




MOVES GOMEZ LEFT.

MAKES GOMEZ DUCK.
MAKES GOMEZ CLIMB
| DOWN A ROPE/VINE. ALSO
i ENABLES GOMEZ TO
| ACCESS AN ENTRY BELOW
HIM (PIPES, ETC.).

PAUSES THE GAME.
CONFIRMS PASSWORD OR
START GAME. PRESS START

MAKES GOMEZ ENTER A DOOR/OPENING.
MAKES GOMEZ CLIMB UP A ROPE/VINE.
ALSO JAB UPWARDS WITH SWORD
(WITH BUTTON Q).

MOVES GOMEZ RIGHT. | MAKES GOMEZ JAB
HIS SWORD, OR

THROW A GOLFBALL

MAKES GOMEZ JUMP; THE LONGER THE BUTTON IS
PRESSED, THE HIGHER HE WILL JUMP. ALSO CAN BE USED i
WITH CONTROL PAD LEFT OR RIGHT TO :
CONTROL/CHANGE THE DIRECTION OF THE JUMP.
WHEN UNDERWATER, REPEATED PRESSING OF THIS BUT-
TON WILL HELP GOMEZ SWIM; SIMILARLY, WHEN GOMEZ
HAS THE ‘FEZI-COPTER’, THIS ACTION HELPS HIM FLY.
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ENERG Y You begin the game with just two

heart units, which means that Gomez can sustain
two hits before losing a life. These Units can be
replenished along the way, but there are opportu-
nities to collect an extra THREE energy units by
defeating some of the large guardians (bringing
your heart quota up fo a potential FIVE, allowing
you to now sustain five ‘hits’!). The top left of the
screen displays your energy information; the
number of hearts shows how many energy units
you have in total - the ‘solid’ ones show how
many hits you have left before losing a life.

M ON E YA]OH‘_T the way, Gomez can collect

money, shown as $. For every 25%, you will have
a heart replenished (if necessary). On collecting
100%, you will get a 1 -UP. The $ collected are
displayed on the bottom left of the screen.

LI VE Gomez has an infinite number of lives,

due to the continue option (see CONTINUE).
Howewver, he only has so many ‘lives” per attempt,
before he is put back to the start. These lives are 0
displayed next to the $ on the bottom left of the ;,"’F ‘
screen. Additional 1-UPS can be collected along z.'f“*
the way, and earned (see MONEY). You begin =, i
the game with 5 lives. '~,_-




S CORE Points are scored each tine

you collect an object, or stomp a nasty.
If you manage to stomp a number of
nasties consecutively, (that is, bounce
from one to the next), the points
scored for each one will double. You
will be awarded a 1-UP for each
50,000 points. The score is displayed
at the bottom right of the screen.

PLAYING 'TEHIER
GAME

Gomez must fully explore the Addams
Mansion and rescue Pugsley, Wednesday,
Granny, Uncle Fester, and finally, Morticia.
The Mansion is enormous, and his journey
will take him inside, outside; above and
below. Walking, flying and swimming,
Gomez must keep his wits about him at all
times, as danger lurks within every scenario.
If anything, the Mansion is even weirder
than the Family, and nothing is quite as it
seems, but careful exploration of walls and
other features may prove very rewarding.

The only information Gomez has is a cryptic
note handed to him by Thing.

“The Big Bird, The Sinister Centipedes and
The Shape-shifting Snowman are Guardians
of the Heart. The wacky Scientist baby-sits
Pugsley, while the Grinning Goblin nurses
Wednesday. Granny cooks for the Funky
Fire-Dragon and Uncle Fester walks hypno-
tised by the Wicked Witch. Liberate theni all
to give Lurch the tune that opens the way to
the Ultimate treasure.”

More information will be given by Thing
along the way, as he is your only ally.




You begin at the front
L. door to the Addams

I\ Mansion. At this point
0 |\ you can explore around
L\ ¢ outside, or enter the

- front door by pushing

the D-Button Up. This
' action is used each time
A you wish to enter a door-
;d way or opening.

Note:

On entering The Mansion, Gomez has a choice of
doors to enter, each accessing a different (and very
large) area of the house. These can be played in any
order, but some are better (and easier) to complete
than others.

Within each area are a number of strange crea-
\ tures who will do their utmost to hinder Gomez.
. The only way to eliminate these guiys is to jump
onto them - but watch out; if any of them has a
pointed or spiked head, you must avoid hitting
them !

Il° Each door from the Hall of Stairs will lead, ulti-
Q— mately, to one of the Big Bad Guys, and there-
be | fore a major reward -either a captured member
sof the Addams Family or an extra Heart.

HALL OF STAIRS

Also, there are items scattered around the
mansion that can assist Gomez in his task (see
PICKUPS). Many of these are in plain view
along the way, but nothing is a straightfor-
ward as it seems! The Addams Family, and
everything associated with them is WEIRD...
especially their home! Secret doors exist every-
where; of course, these doorways are usually
invisible to the human eye, so exploration of
walls and floors is highly
recommended. Look out
especially for inconsisten-
cies in appearance. It is all
very deceptive, but highly
rewarding if discovered!

Each time you rescue a
member of your family,
they will make their way
immediately to the Music
Room. Here Lurch sits at
this organ and plays a
tune. Each member of
the family gives Lurch
a portion of music to
play. This tune will
build up gradually,




i

v as Pugsley, Granny, Wednesday and Uncle
Fester has been rescued. Once they are ALL
congregated in the Music Room, Lurch will have
the entire tune to play which will open up the
secret passage leading to the underground
chambers, and eventually... Morticia!

S WI TCH E SAt strategic places within the

Mansion are Switch-Blocks, sometimes marked
ON or OFF, and sometimes just shown as a pat-
terned block. Jump UP to hit and switch these

A block. The result can be discovered further down
8| your path (or maybe back the way you came!).

| These usually make platforms appear or provide

'\ access to otherwise inaccessible places. YOU
‘must figure out whether they should be switched
% on or off. Experiment!

S

END-OF-LEVEL BAD LT

At the end of each major area of the Mansion,
you will confront a LARGE Bad Guy! To defeat
it, you must stomp on its head a number of
times, while avoiding it and any projectiles it
may launch. An ENERGY METER will appear
on the right side of the
screen to display how v
many hits you need to Y
defeat the Bad Guy.
Accomplish this, and
the reward makes it all
worthwhile!

Comntiznvie

When you lose all of your lives, you are allotwed
to CONTINUE the game, if desired. When this
option is selected, you will restart from the Hall
of Stairs in the Mansion. Howeuver, you will
retain however many HEART Units you had
when you last played, and whichever members
of your family you had rescued.



Fassswvord

When you score a major achievement, such
as gaining an extra HEART, or rescuing a
member of the Family, you will be given a
password - MAKE A CAREFLUIL NOTE OF
THIS! Next time you play the game, you can
input your password to enable you to start
with the same number of Hearts, and Family
rescued, as you had last time you played.
You will, howewver, restart the game in the
Hall of Stairs.

By some of the doors, you will see a box
labeled A. These are Thing’s boxes, and if
you junitp under them, Thing will spring out

ing. These can be really useful! ' -

and reveal a clue for the section you are play-

".“, ot i e o T ) N
P I CK up S There are many items scattered

throughout the Mansion (and beyond) which
will aid Gomtez in his quest.

SMALL HEARTS: Replenish one of
your Heart energy-units. These will
NOT add to your overall Heart Quota.

DOLLARS $: See MONEY.
h 1-UP: Increases your lives by 1.

SHIELD: Makes Gomez indestructible
for a limited time. The shield effect is

portrayed as a ‘star trail’. A noise will @
sound just before your shield expires.

3 M SWORD: Allows Goniez to “eliminate”  \4

any enemies by jabbing at them, both
from the side and belotw. You retain this
weapon until you are hit by a creature (you will
not lose energy, just your weapon).

GOLFBALL: Allows Gomez to throw
golf balls at his enenties to destroy them.
This works in the same way as the
SWORD, except he cannot throw upwards.



RUNNING-SHOES: Makes Gomez
mouve faster and jump farther. You can
lose these the same way as the SWORD.

FEZ: If Gomez jumps into this float-
ing hat, it becomes a ‘Fezi-copter’
and allows him to fly about for a
limited time by repeated pressing of
the JUMP Button. The ‘Fezi-copter’ will be

\. operative until you enter through a door. At
that time, it will flash to signify the remaining
few seconds it is operative.

POINTS: As well as gaining points by collect-

; ing items and stomping enemies, there are

S0\ “invisible’ points scattered throughout the

'} Mansion. You cannot see these, but if you touch

. them, an indication will appear on screen (in
units of 1,000).

i

PLAYING TIFS
Trees are a good place to begin, then find sone-
where cold. The Big Bad Guys at the end of these
sections may be dangerous, but they are not -
heartless.

Going back through the same door does not
always lead you back to the same place.Jumping
and jabbing upwards with your sword may
enable you to pick up an item that is usually
out of reach.

There is always a "safe spot’ when confronted by 1
a Big Bad Guy. Find this and you should defeat
him easily.
Use the creatures as ‘springboards’ to jump on

in order to reach an otherwise inaccessible spot.

Map your progress - remember, the Mansion is
HUGE and you don’t want to forget where
you're going (or have been!).

Platforms may materialize in mid-air as you
walk across - be brave!






FLYING EDGE™
LIMITED WARRANTY

Flying Edge warrants to the original purchaser only of this Flying Edge soft-
ware product that the medium on which this computer program is recorded is
free from defects in materials and workmanship for a period of ninety (90) days
from the date of purchase. This Flying Edge software program is sold “as is,"
without express or implied warranty of any kind, and Flying Edge is not liable
for any losses or damages of any kind resulting from use of this program. Flying
Edge agrees for a period of ninety (90) days to either repair or replace, at its
option, free of charge, any Flying Edge software product, postage paid with
proof of date of purchase, at its Factory Service Center. Replacement of the
cartridge, free of charge to the original purchaser (except for the cost of
returning the cartridge) is the full extent of our liability.

This warranty is not applicable to normal wear and tear. This warranty shall
not be applicable and shall be void if defect in the Flying Edge software product
has arisen through abuse, unreasonable use, mistreatment or neglect. THIS
WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REP-
RESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE FLYING EDGE. ANY IMPLIED WARRANTIES APPLICABLE TO THIS
SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY
(90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL FLYING EDGE BE
LIABLE FOR ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS FLYING
EDGE SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty
lasts and/or exclusions or limitations of incidental or consequential damages
so the above limitations and/or exclusions of liability may not apply to you.
This warranty gives you specific rights, and you may also have other rights
which vary from state to state.

This warranty shall not be applicable to the extent that any provision of
this warranty is prohibited by any federal, state or municipal law which
cannot be pre-empted.

REPAIRS / SERVICE AFTER EXPIRATION OF WARRANTY - If your car-
tridge requires repair after expiration of the 90-day Limited Warranty Period, you
may contact the Consumer Service Department at the number listed below. You
will be advised of the estimated cost of repair and the shipping instructions.

Flying Edge Consumer Service Dept., 71 Audrey Avenue, Oyster Bay, NY 11771
Frying dge Hotline/Consumer Service Dept. (516) 624-9300
Marketed by Flying Edge. Distributed by Acclaim Distribution, Inc.

71 Audrey Avenue, Oyster Bay, New York 11771

The Addams Family™ & © 1991 Paramount Pictures. All rights reserved. THE
ADDAMS FAMILY logo is a Trademark of Paramount Pictures. Sega and Genesis
are trademarks of Sega Enterprises Ltd. Flying Edge is a division of Acclaim
Entertainment, Inc. TM & © 1993 Acclaim Entertainment, Inc. All rights reserved.

Patents: U.S. #s 4, 442, 486/4, 454, 594/4, 462, 076/4, 026, 555; Europe # B0244; Canada #'s 1, 183,
276/1, 082, 351: Hong Kong # 88-4302; Singapore # 88-155; U.K. #1, 535, 999; France # 1, 607, 029;
Japan #'s 1, 632,396/82-205605(Pending)



