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WARNINGS AND CONSUMER INFORMATION

WARNING:PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET
CONTAINS IMPORTANT SAFETY INFORMATION.

CAUTION: THE NINTENDO 64® GENERATES REALISTIC IMAGES AND 3-D SIMULATIONS
WHILE PLAYING OR WATCHING CERTAIN VIDEO IMAGES, SOME PEOPLE MAY
EXPERIENCE DIZZINESS, MOTION SICKNESS OR NAUSEA. IF YOU OR YOUR CHILD
EXPERIENCE ANY OF THESE SYMPTOMS, DISCONTINUE USE AND PLAY AGAIN LATER.

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATING
BOARD. FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE
APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772.

THE OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS
APPROVYED THE QUALITY OF THIS PRODUCT, ALWAYS LOOK FOR THIS

‘i SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY. ALL NINTENDO PRODUCTS ARE LICENSED
BY SALE FOR USE ONLY WITH OTHER AUTHORIZED PRODUCTS
BEARING THE OFFICIAL NINTENDO SEAL OF QUALITY.

LICENSED BY WINTENDO
MINTEMDO, THE OFFICIAL SEAL, NINTENDOQ &4 AND
THE 3-D "N" LOGO ARE TRADEMARKS OF NINTEWDO OF AMERICA TR
21 FE NMINTEMDO OF AMERICA IME,
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The Making of Turok®: Dinosaur Hunter

i b
T 'E
: for Nintendo 64

THE NINTENDO 64 CONTROLLER™

> b : : Turok's History d P
| [ Contiotick Fumction Turok, a superhero from the pages of Acclaim Comics, was introduced to the American public in 1954, -.

f The Nintendo 64 Controller contains a Control Stick which uses an analog system to (SR AT G T R A T Y e @ S el P gy e R e |
S\ 4" read the angles and direction of its movement, This allows subtle contral that is not and diawn by Rafael Kayanan, who also hrought Canan to lfe. 1l

possihle using the conventional + Control Pad. Turok: Dinosaur Hunter for the NG4 represents only a chapter of the legend of Turok, as chronicled in the
comic hook series. The mantle of Turok is passed down through the generations to the eldest-born male
of the Fireseed family, and each generation’s Turok bears the responsibility of protecting and safeguarding
the barrier between Earth and the Lost Land, populated hy a heinous mix of aliens, hizane creatures. and
bionic dinosaurs intent on hreaching the harier and ruling the Earth.

- Creating the Game '
13 Building on the foundation of the comic, Acclaim in 1935 hegan developing a completely new kind of

é' by When turning the Control Deck power ON, do not move the Control Stick from its
neutral position an the controller.

!f the E“_m"]" Stick is held at an angled position (s Sown . graphics and technical power of the NG4. Acclaim drew on a talented Turok
In the picture an the left) when the power is tumed O, creative team at its Austin, Texas-based studio, Iyuana Entertainment. There, a top-notch crew of
this position will be set as neutral. This will cause games artists, animators, designers, musicians, programmers and weapons experts dove into the waild of
\ using the Control Stick to operate incorrectly. Turak, transforming the Lost Land and, indeed, Turak himself from the 2-D comic page to the 3-D waild
X - of the N64. The result is a cutting-edge gaming experience that goes beyond anything ever imagined
In terms of graphics, weapons, speed and gameplay.
n You are now Turok -~ and your time has come.....
To reset the neutral position once the game has started, let  [REEIUCISTTECE IR ERTTHIN ElRE
43 go of the Control Stick so it can return to its center pasition It's always a theill to he among the first to offer a gaming experience that breaks new ground.

Some of the technical achievements of Turok: Dinosaur Hunter deserve special mention:
® High performance 30 engine runs at 30 frames per second

® 256 levels of transparency and an advanced real-time particle system create the highest level
of realism and pyrotechnic intensity ever

® Real-time lighting effects for even more realism

® Huge 3D levels with aver 5,000,000 square feet and over 300,000 polygons

® (ver 10,000 frames of 3D character animation

® (ver 2,000 texture maps create startling diversity and richness

® Advance artificial intelligence allows creatures to see, hear, walk, swim, climb and fly
® Enemy head tracking keeps you syuare in their sights

® Animation blendiny eliminates unrealistic mation and heightens the level of immersion.

For more information on TUROK®: I]INI]SMJH HUNTER uisit_uur weh site at
http://www.acclaimnation.com

(as shown in the picture on the left) then press START
while holding down the L and R Buttons.

The Control Stick is a precision instrument, make sure not to spill liquids or place any
foreign objects into it.




» savage land torn by conflict. An evil overlord knawn as ‘The Campaigner” seeks to shred
‘o the fahric of time and wle the universe using an ancient artifact known as ‘The
- Chronoscepter'. The Chranoscepter was shattered thousands of years ago in an effort to
1 keepit from falling into evil hands. The Campaigner has constructed a massive focusing
./ away which he plans to use to magnify and pervert the power of the Chronoscepter in
order to shatter the bamiers hetween the ages and rule the universe. Turok has vowed

looks. ... Ta learn more you must enter the world of TUROK®: DINOSAUR HUNTER.

-~
s M

. Make sure the power is OFF on your Nintendo 64 Control Deck.
2. Insert your TUROK® DINOSAUR HUNTER Nintendo 64 Game Pak into the

£ Control Deck as described in the instruction manual.
50| 3. Insert Controller into Socket 1.
L 4 Ifyou wish to save a yame, insert a Nintendo Controller Pak (sold separately)

3 _In the slot on the hottom of the controller.

9. Shde the power switch to DN (important: make sure not to touch
! the Control Stick when doing so).
tia The title screen will appear, with these choices: START GAME, LOAD GAME,

\i

», selection, highlight it with the Control Stick and press the A BUTTON.
i

to find the eight pieces of the Chronoscepter spread throughout the Lost Land and put 3
an end to The Campaigner's evil plot. The Campaigner has amassed a tenifying army to 88
stop him. Turok must face not only ferocious Velociraptors, but vile aliens and other
terrifying beasts all bent on scorching him from the face of the Earth. The first ule of &%
survival is know thy enemy, hut the second edict, know thyself, assumes greater &%
importance as Turok struggles to understand the fatal forces that have brought him here
and what he must do in order to meet the ever-escalating threats that luk wherever he %8

TRAINING, OPTIONS, SKILL LEVEL, ENTER CHEAT, CHEAT MENU. To make your |

'y The Lost Land. A world where time has no meaning - and evil knows no bounds. Torn _f |
from a world long gone, the time traveling wanior Turok has found himself thustintoa 3%

‘game was saved, with option settings and any cheat you may have activated intact.

* different control skills and game actions in TUROK®: DINOSAUR HUNTER, Once you
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Start Game begins a new game.

Load Game will bring you to the restore screen, where you can choose
any of your saved games to play. To do so, highlight a game slot with the Control
Stick then press the A BUTTON. You will hegin gameplay at the point where the

Training mode allows players to familiarize themselves with the many

select TRAINING you will be able to choose to enter either Tutorial mode or Time
Challenge. TUTORIAL will guide you through a number of small ohstacle courses, and
hone your control skills. TIME CHALLENGE will challenge the player to run through the
entire training gauntlet as guickly as possible. Players will then he evaluated based
on their performance. If you think you can beat the developer's hest time, go for it!

[lpti'nns features many ways o alter gameplay. Use UP or DOWN on the Control Stick
to highlight an option, and LEFT or RIGHT to adjust sliders and the A BUTTON .




Music Volume

Use the slider to adjust the volume of the in-game music.

Sound FX Unlﬂmﬂ

Use the slider to adjust the volume of in-yame sound effects.

Opacity

Use the slider to adjust the transparency of the on-screen, display.

Horizontal Analog
Use the slider to adjust the horizontal sensitivity of the Control Stick {left is low
sensitivity, right is high).

Vertical Analog
Use the slider to adjust the vertical sensitivity of the Contral Stick (left is low
sensitivity, right is high). ;

Right Handed/ Left Handed
Press the A Buttan fo toggle the control settings between right handed (the default)

and left handed modes.

Red Blood/Green Blood/No Blood
Press the A BUTTON to toggle blood effects.

Exit
Retum to the Main Menu.

entered, it will be stored and added to the CHEAT MENU screen described helow.

Skill Level
The Skill Level allows the player to select from ‘easy’, ‘normal’, and “hard’ skill levels.

Select skill level hy using the Control Stick to highlight it, then erEE the ABUTTON to
toggle hetween difficulty settings.

Enter Cheat

Selecting this option brings up the Enter Cheat screen. From this screen the player can
enter cheat codes that may have surprising effects! Once a cheat code has heen

Cheat Menu
This screen will list all of the cheat codes the player has entered previously, and give

the player the option to turn them on or off, As you discover more cheat codes, the
menu choices will grow!




3 Vlast players will be comfortable gripping the center grip with the left hand (thumb on
| S Control Stick, forefinger on the trigger (Z) BUTTON) and the right grip with the right &%

Health |
Turok's health is shown as a number at the bottom left of the screen. When the number
7 is 100, Turok is at full health. As he is injured the value decreases, and when health drops

o 0, Turok loses a life. It is possible for Turak's health (via powerups) to get over 100.

Ammunition

. The number of rounds that Turok has for the currently selected weapon appears at the

hottom left of the screen next to his Health. This number decreases each time the

7 weapon s fired. If you have more than one kind of ammunition for a weapon, the more

nowerful type will he used up first.
Lilefoice

screen when he picks up a token. When Turok has acquired 100 lifeforce tokens he eams
one exira life. Pausing the game allows you to see how much lifeforce Turok currently has.

Lives .
The number of lives Turok has remaining is shown at the top left of the screen.

Available Weapons

cycle up in weapons power, B will cycle down. If Turok is out of ammunition for a
particular weapon, he will not he able to use It.

The controls in Turok: Dinosaur Hunter are designed to take full advantage of the
technical ahilities of the Nintendo 64. The controls may take some getting used to at
first, but try some Training and pretty soon you'll be zapping Velociraptors like a pro.

hand (thumb on A, B or C BUTTONS, forefinger on Right Shoulder (R) BUTTON).

The number of lifeforce tokens that Turok has picked up appears at the top right of the |

To view your current inventory of weapons, press the A or [ buttons. The A button will @&

e
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Moving
It's good idea to try out the Training mode to get used to the movement controls in this
game. Otherwise, you're liable to he dinosaur dinner before you know it.

In the 3D worlds you'll be in, you will have two inds of mavement control.
1. Use the C BUTTONS to control where Turok moves to.

2. Use the Control Stick to contral the direction Turok faces.
& - {Use it to look or aim a weapon in any direction without actually
| ‘moving In that direction.)

. Swimming
You may need to swim in a stream, a river, or a lake. Use the C BUTTONS to move, and
the Cantrol Stick to control Turok's orientation -- this lets you swim down, up, left, and
right. If you get disoriented, holding down the jump hutton (B) will cause Turok to head
for the surface.

WEAPONS NOTE: YOU CAN ONLY USE THE KNIFE WHEN UNDER WATER.

TOGGLE RUN/WALK MODES - IN MAP MODE IT CAN BE USED
T0 SCROLL AROUND THE REVEALED AREAS WHILE HOLDING (L)%

Jumping

Master this basic skill if you hope to survive! Fress the Right shoulder ( R ) BUTTON
o ]ump The lungar you hold the r.nntrnl the higher the jump. Use with the C BUTTONS

to aim your jump.

Climbing

Certain sheer surfaces can he climbed. These surfaces are usually different in some
way than the other surfaces in the game. For example, a section of cliff may he covered
in dense vines, etc. To climb a sheer surface use the C BUTTONS. As you move forward -
and come in contact with the climbing surface, the camera angle will shift and Turak
will climb up the wall. The Control Stick can be used to look around from a higher
vantage point. Pressing the R BUTTON will cause Turok to leap from the wall he is
climbing. You cannot use any weapons while climhing.
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In the waild where",mur struggles take place, a mastery af old-fashioned hand-to-hand
techniques will prove essential. . . You start out with just a knife and tek bow. As Turok's
. (quest continues, more and more advanced pieces of destructive hardware will require new
skills to be leamed and new strategies to he developed.

Weapons appear helow in order of power, hut remember that each weapon has
advantages and disadvantages depending on what you're hunting. . .

s nife
Down and dirty for those times when the heavy
artillery 1s low on ammo.

i Tek Bow
A sophisticated bow with added strength, thls 18 the first step in
distance fighting.

{ Standard Arrows

Low tech but lethal, holding down the trigger langer will cause
Turok to drawr hack the bow and hold. Releasing the trigger after
Turok has drawn the arrow hack completely will result in greater
= distance and damage.

i Tek Arrows
These exploding arrows offer a taste of high-tech death to
enemies.

g Pistol/ Pistol Ammo
A fairly basic semi-automatic weapon. Look for
extra ammo clips.

{ Assauli Rifle

Fires short 3-round bursts-- a handy way to dispatch dinosaurs!
Holds many rounds and uses the same ammo as the Pistol.

e Shotgun

Best at short range, this will take down all kinds of critters -
especially if you find some explosive shells for it.

i Automatic Shotgun

A shotgun with no reload time offers plenty of high speed
carnage. This one can use explosive shells, too.

i Grenade Launcher

The entry level in mass destruction, each explosion affects an
area avound it and can destroy certain pieces of the landscape.
Look for extra grenades as you progress. -

e Pulse Rifle

A rapid fire energy weapnﬁ, this fires super-heated bursts of
plasma at high speed. A favorite of the Longhunter, you can

sl reload with energy cells when you deplete its ammo.

\Whini Gun

Don't let the name fool you -- this is one of the most powerful
weapons you will find. It burmns ammo though, so you'll need to

reload by the box full.

i Alien Weapon

Pick up discarded alien weapons and start spewing anti-matter
charges. The initial impact does minimal damage, but the ensuing

explosion will rock their world! Use energy cells to recharge this one.




i (uad Rocket Launcher
Need we say more?

e article Accelerator

Fires high-energy particle blasts. This one can break down the
atomic structure of the enemy, first causing cessation of
movement at the molecular level, and then... never mind, try it
" and see. Charge it longer by holding down the trigger button for
a considerably Iarger radius of effect. Uses energy cells to reload. Remember, the
longer you charge it, the more energy it will use!

e [usion Gannon _

Slow but unstoppable. Send a rolling ball of nuclear mayhem their
way, but don't get any closer than you need to! It only holds 2
shots, so you'll need to track down more fusion charges as you go.

B Chronoseeypier
If you can get a hold of the pieces of this item hefore the

it and amplifies its power exponentially. The Chronoscepter would hypothetically work
hest as a weapon if used on a relatively stationary target. It cannot he recharged.

ECII.IIDITIEﬂt

s Tel Armor

™ | lttakes more than a few workouts at the gym to have Abs of Steel-
-it takes Tek Armor. The kind that adds extra protection that may
mean the difference between life and death! Tek Armor wil

Campaigner does, you can assemble them into an apparatus of ™%

ultimate destruction. The Chronoscepter is capahle of creating
p— micro-tears in the fabric of space time, thus disrupting matterat %

a fm:us pnlnt Nu one is certain what will happen if the Campaigner gets his hands on

™' automatically be discarded when it has absorhed too much damage.

= S ,Al-;i.‘,.ﬂ'

as he fns amungst them. The effect lasts only for a short while, so he quick!

& Backpack !
This allows Turok to go from class to class without stopping at |
his locker. Actually, it allows you to carry more ammunition than
you normally could--stock up today!

Health

Health pickups come in 4 grades. The elementary ones restore increasing amounts to
Turok’s health meter. The more powerful ones can totally restore, or even add health.
If Health is above 100, Full and 25% health can't he collected.

- I\r’imtﬂl Wound

 Although Turak is adept at using high- teuh weaponry, he is also
deadly with the weapons of his heritage. If Turok slays an enemy
with his knife or standard arrows, a special ‘mortal wound'
* pickup may emerge. If it does, grab it quickly! This pickup will :
raise Turok's hit point level by 5 points.

sy Spivital Invincibility ' 3

This is the ane pickup you don't want to miss! Once you collect
it, Turok is transformed into pure spiritual energy, and can move
between one moment and the next. His enemy’s movements will ]
* appear to slow to a crawl, and to them Turok will appear a blur

o life Force
Collect these to add up extra Life Force

points. If you can collect 100 points, Turok
Is awarded an extra lifel

= Yellow 1 point, Purple 10 points
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screen will appear, with these choices: RESUME GAME, OPTIONS, KEYS, LOAD GAME,
ENTER CHEAT, CHEAT MENU, RESTART GAME. To make your selection, highlight it using
any UP or DOWN direction control and press the START BUTTON.

' Resume Game
Options
see page b. .

Keys

Chronoscepter you have found in the game.

Load Game/Enter Cheat/Cheat men;
see page 4

Restart Game
Quit to the Main Menu and hegin a new game.

This screen displays which keys you may or may not have found, and the levels they
are located in. Keys that have heen found are illuminated on the screen, while keys
that have not been found appear dark. This screen also displays which pieces of the

_-l'-"l_-:..l"

Note: You must have a Controller Pak (sold separately) inserted in your controller to save games.

At various times in the game, you will reach a Save Point. A prompt will appear asking
whether or not you wish to save your game progress. YES is the default. Toggle your

choice with the Control Stick and press the A BUTTON. You then see the Save screen with i

prompts on the left side to Save, Delete, Show All, or Exit. Save is the default choice.

dave

On the right hand side there is the aption to “Create new slot” (this is the default
setting). Pressing the A BUTTON at this point will save the game to a new slot. You
can save over a previously saved game hy highlighting its slot (labeled Turok A,
Turok B , etc...) and pressing the A BUTTON. A prompt will appear asking “Save over
existing game” "yes/na". Highlight and select “Yes” {press the A button) to save over
the game. “No” will hring you hack to the Save menu.

Delete
If you highlight “Delete” then select a previous save and press A, a prompt will
appear : “Delete this game yes/no” , with no as the default.

Show all

Highlight this to display a complete listing of all the saved Nintendo 64 games on
your Controller Pak.

Exit
To retum to the game, highlight EXIT and press the A BUTTON.

There are eight massive levels for Turok to explore. Terrain features range from vast
jungles to ancient cities to the Lost Land itself, Take time to thoroughly explore the
terrain around you; not all of the landscape will be obvious, and some will not reveal
itself on your map.

The Hub

The first level of the game leads to the Mystical "Hub’ Ruins. From this ancient place, | |
access to all of the levels of the game is granted. The Hub Ruins are a series of arched LE B

\

f

VAN




gateways surrounding a central platform. The arched Gateways provide access to
levels 2-7, and the gateway to the last level of the game is found directly at the center
of the platform. Each Gateway is marked with ancient inscriptions that reveal which

keys are necessary to open the level portal. Keys are inserted into lock mechanisms at

the edges of the central platform facing the corresponding Gateway. When a key is
inserted, the inscriptions on the gate will be illuminated. When all of the keys have

"\ heen placed, the portal will open and allow entry to another level of the game.

KEYS S
e . Within each level, keys
' are hidden. On the ground
leading into the Gateways
there are floor files that
| show how many keys are
I hidden in the level. These
~ -1 files will illummnate once a
o ! key has heen found. By
= =1 examining the floor tiles
~f =1 you can see exactly how
= many keys are hidden in
! the level, and which ones

hﬂue H|I'EH[I';I’ heen Inum:l Em:h Ieuel ﬂlsu nnntams one IIIEI':E of the Ehmnusuepter Tiles

on the ground will Muminate with a hlue & symbol when the piece of the
Chronoscepter in the level has been found. -

Here are just a few of the fearsome foes Turok w:II encounter. Be wamﬂtil There
are many more!

¢ Ancient W’trrims

look like walking dead. Extremely accurate with blowguns, they
fall easy prey to a 12 gauge round.

%& Allied with The Campaigner, these evil natives are painted up to

sssy faptors
.|| Vile, evil creatures bio-engineered for extra ferocity. Normal

" other bizarre shapes they might take on....

& leapers

" males can pack a wallop.

| Pur-lins
| Massive gonilla-like aliens can easily pound you into dust. They

“ fire devastating firehalls.

i  Alien Infaniry

" enemies in the game.

g Subierraneans

ol These foul-smelling creatures will spit globs of toxic saliva, and

| Sludge heasts

raptors can only attack Turok up close, making them helpless at
a distance. As you progress into the game, who knows what

Disgusting cave dwellers with a taste for blood. Their diagonal
jumping patterns make them elusive targets in the open.
Hatchlings and mature adults are not very strong, hut large

are slow moving, hut can send you flying off of a cliff with a
well-placed hackhand. Some are EIIIIIEﬂ with large blasters that

Insectoid raiders from a far awﬁy nalaxy, they fire powerful
photon blasts, and are very good shots. And hey, those packs
on their hacks ain't there for nothing! One of the more deadly

Massive hurrowing worms that move as easily through the earth
as Turok does through air. They will continually retreat into the
ground, only to burst up and renew the attack at close range.

can deliver alarmingly powerful physical attacks up close.

Giant crah-like creatures fand of ﬁw sewage. As if that wasn't
unpleasant enough, they also have a taste for flesh.

L B el



s [Gller Plants
Not your ‘garden variety’ vegetable. They have a nasty hite,
and ean fire needle sharp barhs as well.

sy Triceratops
Lumbering behemoths that are armed with duel rocket
launchers. Get too close and they will erush Turok like a hug.

ga Demons
Terrifying and evil denizens of the Lost Land, they are more
deadly than humans, and able to take more punishment. They
can attack with hand-held weapons, or fire blasts of energy
from their hands.

giisgy Cyhorgs |
| The Campaigner’s elite troops. Far tougher
1 than human enemies, these steel-plaid
menaces are impervious to arrows and
i " SeEm——— shotgun blasts.
. [, HINTS:
h A . ® The forests teem with life. Hunting wild boar and deer can yield exira healh pickups.
: ® Be sure to search around the hodies of enemies for weapons. Many weapons
e i have ammo clips of varying amounts which can be found.
3.

@ Leam to perform the diagonal jump, as it will allow Turok to jump further than
he can normally.

e (Certain longer duration weapans work hetter on slow or stationary opponents.
Find out which weapons work best in which situations. -

© Remember that even though Turok has gotten all the keys from a level, there
may be things of value to him there later in the game.

® You may come across areas in the map that you cannot access immediately. Don't womy!
Try retuming later on and blasting your way in when you have some explosives!
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Ladd SOSHUA HRESEED,
CINLEGE BASEBALL

S8 HOTSHOT. A FEA
| MONTHS BACK, MY

EINCLE CARE KICKED

o THE BUICKET BEFORE
o HE SHUFRFLEDL HE

GAVE ME AN ANCIENT # ol
EMPTY SATCHEL. .
HE CALLED T
THE LIGHT BURDEN,

SN HE TOLD ME IT WAS
S| MY RESPONSIBILITY.

HE TOLD ME I WOLLD
MEELX (T T SURVIVE, ;
HE TOLD ME A LOT

OF THINGS, THE BAG

o WS EMPTY INSIDE --

8 N T THOUGHT -- UNTIL I

8 DYSCOVERED THE TRUTH.

W THE LANGLAGE

-

OF MY NATION, THE SAQLINGS,

THAT MEANS 7O BE A4 SON

STONE, A DEFENDER OF LAND

A PROTECTOR OF EARTH, FROM
WHAT, YOLIRE ASKINGT FROM :
THE THREATS THAT IKEEP COMING
OUT OF A PLACE CALLED THE

LOST LAND., (£ YOU THiNK OF Att U

TIME AND SPACE LIKE WEATER iN i
A BATHILE, THEN THE LOST LANC

15 MADE UP OF WHAT GETS CAUGHT
W FHE DRAIN HILTER, CAWOSALRS \
CAWOISONDS, ALENS, MONSTERS,

HONS AND TIGERS AND BEARS, Of MY, | |

NOW. TAM SUBPOSED TO BE KEEPING

US SAFE FROM ALL THAT (TS MY JOB, o

FHE ELDEST BORM MALE IN EVERY

8 GENERATION OF HRESEEDS |5
o RESPONSIBLE FOR BEING A TURCNC,

FTHE FAMILY BUSINESS PRETTY MUCH

| SUCKS, Bul? OF WELL, AS LINCLE

CARL 542, “ITS A LIVING --
AND A DYING."

E CREAHOMA COLLEGE

AT OKLAHOMA CiTY...
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ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY

ACCLAIM ENTERTAINMENT, INC. (ACCLAIM) warrants to the original purchaser only of this
AGCLAIM software product that the medium on which this software program is recorded
is free from defects in materials and workmanship for a period of ninety (90) days from
the date of purchase. This ACCLAIM software pruglnam is sold “as is,” without express or
implied warranty of any kind, and ACCLAIM is not liable for any losses or damages of any
kind resulting from use of this program. ACCLAIM agrees for a period of ninety (90) days
to either repair or replace, at its option, free of charge, any ACCLAIM software product,
postage paid, with proof of date of purchase, at its Factory Service Center. Replacement
of the game pak, free of charge to the original purchaser (except for the cost of returning
the game pak) 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 the defect in the ACCLAIM software product has arisen
through abuse, unreasonable use, mistreatment or neglect, THIS WARRANTY IS IN LIEU OF
ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY
NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITMESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE LIABLE FOR
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THIS ACCLAIM 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-emptied.

Repairs/Service after Expiration of Warranty- If your game pak 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.

ACCLAIM Hotline/Consumer Service Dept.(516) 759-7800
Marketed by Acclaim Entertainment, Inc. Distributed by Acclaim Distribution, Inc.
One Acclaim Plaza, Glen Cove, New York 11542-2777

TUROK DINOSAUR HUNTER @ 1997 Acclaim Entertainment, Inc, All rights reserved. TUROK:
® & © 1997, GBPC, a subsidiary of Golden Books Family Entertainment. Al rights reserved.
All other characters herein and the distinct likenesses thereof are trademarks of Acclaim
Comics Inc. All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc, ® & ©
1997 Acclaim Entertainment, Inc. All rights reserved.
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THE NEW TUROK COMIC BOOK IS AVAILABLE
AT SPECIALTY STORES EVERYWHERE.
CALL THE COMIC SHOP LOCATOR SERVICE--
TOLL FREE 888-266-4226
FOR THE STORE NEAREST YOU!

ACCLAIM ENTERTAINMENT. INC.
OME ACCLAIM PLAZA. GLEN COVE, NEW YORK 11542-2777
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