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Thankyou for choosing the fun-filled
NIN.JA GAIDENIIgame pak by
TECMO, INC.
SAFETY PRECAUTIONS

Please take time to ead the Impartant snstructions in this
bioklet. Observing the step by step instructions, and com-
plyimg with warnings will be your personal guarastee to
greates gama satisfaction cver & long perlod of time,

AHAWARNING A

DO NOT U'SE WITH FRONT OR REAR PROJECTION TV
Do mot use a front o rear projection tedevision with your Nmtenda
Entertainment System® (MES) and MES games. Your projection tel-
ewision scréen may be permamemtly damaged if video games with
stationary scenes or patiems an pieyed 0n your progection Lelavi-
shan. Simikar damage may occur if you place a video game on hold
of pause. If you wse your projection television with NES games,
Wintendo will not be liable for any damage. This situation is not
caused by & delect in the NES or MES games: other fixed or repeti-
tive imagas may cause similar damage to 8 projection tedevision.
Please contact your TV manufacturer for further information,
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Long befare the civilization of mankind, exiremely
fierce yet primitive life forms roamad the earth and
hattled for supremacy. Thousands of years ago, the final
batthe took place. One side, after using all its strength, 8
perished while the other was sant to and sealed off in a
different dimension. The tale of this battle was pre-
served in legend after mankind began to populate the
garth and the two farces, knawn respectivaly as the
gods of the Dragon and the demons of Darkness, came
to be revered by certain clans amang the people.

o

By the summer of A.D. 1988, even thiz ancient great
4 tale had almost been completely forgotian. Howaver,

4 one very evil being appeared and, with the help of his
followers, begen to bulld an Empire of Darkness. That
being was Jaguio — a member of the Demon clan who
plotted to bring the demons of Darkness back to the
garth. He secretly schemad to steal and bring together,

for the first time in aeons, the two "Statuas of Light
= and Darknass™ said to contain great magical power. This
wiotld open the pessagewsy between the dimensions.

Thene was, however, one man wha would stop at nothing to foil Jaguio's l
evil plans — head of the Oragon clan, Ken Hayabusa. After entrusting the  §g
Dragon Swaord, an heidoom of the family and clan 50 old that no one knew
when it had been made, to his son Ryu, Ken left for the fateful battle. Un- -
fortunately, Ken was defeated by a powerful wamior and the Statue he was 3
protecting fell into the hands of Jagquio.

After hearing af his fathar's daath, Ryu took the Dragon Sword and went | g
1o Amarica. Aided by a female CIA spy, Irene, Ryu stealthily infiltrated
Januio's saceat hideout.

The inewitable dusl hetween them
ended in victory for Ryu. Jaguio was
yanquished alang with his Empire of
Daricness. Or so it seemed.....

Ashtar hid himself in the
darkness, assessing his
enemy. His eyes shined and
ha licked his lips. He had
only to wait for his enemy.

Watching this duel fram afar was
the real evil, tha head of the Demon
clan, the Evil Lord himself, Ashtar. As
it turned out, Jaguin was nothing more
than a pawn of this greater pawer. i




A year passed

While pursubng her investigation into the movements
of the mystesious Ashtar, ireng suddenly disappeared.
A super-secrat CIA special force platoon then becama
pinned down in front of some old ruins that were ba-
lieved to house Ashiar's headquarters. The situation
looked desperate,

At thiz point. Ashtar, who himself had actually seen

tha birth of the Dragon Sword and knew of its potential-

Iy awesoma powers, amerged again from the depths of
his dark reabm. Ryu, who knew nathing of all this, was
in grave danger as Ashtar worked his biack magic to
destroy him.

And now, the saga continues with
the final tale of batte for our brave
hern. After Ryu's victorious duel with
Jaguio, Ashtar retumed to the bowels
of darkness and hided His time. But
another evil creature was already on
its way 25 another adventure awaits
the unsuspecting Ryu Hayabusa...

_.im this, the final chapter of Minja
Gaiden.

2. Continue Modes

= Continue

You will be given only 5 chances o continue your game, Push
the start button when you reach the GAME OVER screen!
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3. Explanations of Screen Symbols 4. Operation of the Game Console

Controller #1
4 Button Select Button
1 : # Mot used
' E Button & Button
¥ B | | = Controls Ryw
l | = LQ]—Q] A Button A Button
Select Button — - Start Button . Jumps
Start Button B Button
= Press this when you want to starf the gamea. * fittacks with the Dragan swords
#|f you press it during a game. you can pause the play.

(1) Scare display while you are playing,

{2) The stage number while you are playing.

{3} If the time drops to 0, you lose one life.

{4} When the number of lives is 0, the game iz over.

(5) Minfa power; the left side shows the power now, and the rght side the maximum power. You cannot
have mare power than the maximum amount

(6) Types of special weapans you Can now use.

{7} Your player's strength, This goes down if he's hurt. If it reaches 0, you lose ona life. ¥ou can jump onto @ wall or post and hang on. While hanging on, you can climb or descend by using

; : ! the 4 buttan. Or if while you are grasping & wall, you press the < button in the opposite direction Ryu s
{8) Strength of the enemy Boss. This goes down as he's hurt. If it falls to 0, you have overcome the angmy. | facing, and at the same Hnie press the A bution, you can kg dewn from the wal,

# Y can use it to skip the cinema screens. Comroiar is: nal used.




* Attacking from a wall

White youw are hanging onfto a wall you can only attack
with zpecial weapons. By prazsing the <= button left
or right, and pressing the B button, you can attack with
WERPans in the direction the < button was pressed.

“If you prazs the B button without pressing the 4+
button, Ryu will sttack with weapons in the direction he
iz facing.

«Climbing on Top of a Wall

When you climb to the highest point of & wall or
column, press the 4 button in the direction Ryu is
facing, and press the & button to enable Ayu to climb
an top of the wall (Figura 1),

sHanging Down

If there are pipes or jungle vy, press the A button, to
jump, fly, and hang down. While hanging down, press
the <= button to move beft and right (Figure 2). Also
press the A button, and yau can climb up on 10 the
pipe. Press the ¥ button down and the A button, and
you will jump dowen. (Figure 3).

When you are on top of the pipes, you can move just
flike at other timaz. If you press the 4+ button down and
the A button you will jump down from the pipes. if you
Iet go of the 4 button in the middie of jumping down,
yau Gan hang down from the pipes. If you kesp holding
the 4 button down, you can descend to the bottom in a
single bound.




When you come upon a Dragon Spirit Crystal ball, a

special weapon or an itern will appear. Use them effectively

Whila you ara hanging dewn you can anly attack with to press the fight to your advantage. (You must slash oruse |8
special weapons. Press the B button te attack n the a spedial weapon {o release the power of the crystal. Move

dirgction Ryu is facing, @éﬁ\ quickly, before the power of the crystal disappeors. )

sNinja Power

i This is the special power necessary when Rya wses Ninja arts.,
¥ Take it, and his Minja power revives. There are two types, blue and

red. Blue is worth 10 points, and red brings you back 1o full power.

sRecovery Medicine

This pill will heal Ryu's fighting fatigue.
Take one of these and 6 units af the strength
meter scale will be restored,

e

e1 UP
3¢ *The Scroll of the 'ﬂu’lsli::m increases your
spirit of the Dragon supply of livas by one. This
Take one of these and overall Ninja power iz an (tem you definitely

3 for Ryu will increase. want to take.




sDragon Spirit Sword

The power of the dragon god dwells in this
powerful sward. Take this and you'll widen
your range of attack.

6. Special Weapons

Take a power increase, and you will be able fo use Ninja arts. However, when you
do, your Ninja power will be used up. You can use Ninja arts by pressing the & bution
up, and the B bulton. The number in parentheses is the amount of Ninfa power thet
will e consumed, each time you use the weapon.

*Fire Dragon Balls
(B points
Only the person carmying the
dragon swond is permitted to use
i this art. The power dwelling in the
dragon swond is changed into 2
ball, which you can throw down-

*Windmill Throwing
Star (10 points)
Thaze will fly straight and
pierce the enemy, go as far as the
edge of the screen and return.
During this flight it will damage

all enemies it strikes. ward 2t an angie.
*Vacuum Wave Art
oFire Wheel Art {18 points)

Thiz is the art whene you can
4 transfoom the "spirt” that dwealls
within you into & vacuum blade

(8 points)
This is the secret art Ryu invent-
ed at the end of his spacial train- and throw it up and down at the

ing. You can throw a flame at an same time. This cuts all enemies
upward angle and burn the enemy. whi touch it




sInvincible Fire Wheel
(20 points)

Ryu can call up fire, hawa it
rapidly revolve around him, and
inflict fatal wounds on the anamy.
This art lasts for 4 seconds and
destroys all enemies. But take
ather spacial weapons and this will
Inse effect. so use it with care.

e —

7. The Cast

RYU HAYABUSA

Dascendent of the Dragan clan. In the fight with Jaguio, the sperit
of the Ninja Dragon was awakened. He was falsely accused of irena’s
murder, and sets out to find the trth.

IRENE LEW

Ci# special task force analyst. She met Ryu through the Jaquio case.
She was said to hove died in the process of further investigation of
Jaguio, but...

High ranking CIA statf officer. He uses Ryu to crush the evil designs of
Jaquio, He discovers a certain fact, What would that fact be?

H.P CLANCY

A mysterious person Ryu meets. [t seems he knows something about
Irene’s case, but...




8. The Four Great Beasts

STAGE 1 BOSS

MANTISS WARRIGR

A manitlss bionoid, the beast
commander of fire. With szbers
on hath arms, he guards ham-
self 2gainst attacks by Ryu's
swned. The fire that cemes out |
ol Fis chest crawle along the
ground end sttacks Ayu.

Mot good at close combat.

STAGE 3 BOSS
GREAT KOGANE! -

The beast commander o™
water. A lizard hionoid skilleg
in Minja arts, He can solit his

bady and wse Windmill Throwing
Stars to plague Ryw,

e

: STAGE 4 BOSS

! SANDEATER

S5TAGE 2 BOSS
WlIGHT DAVER

Thie beast commandear of the
aky. Able to My freely through
the eky, ha is ecpecislly good
at suaprise sttscks from the
shy. Opath blows ars dealkt out
with fremendnis momentum,
and lie a glowing bomb he
sttacks Ayul

Thit beast commandar of
aarth. Ha iz rankad as the
teader of the four main unit
beasl commanders. He cen
muove reedy through the earth
and attack with Hyu's Ninja
"Fire Wheal Art”.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not instaled and used
properly in atrict accordance with the manufacturers’ instruections, Interference to radio and
television reception may occur, it has been type tested and found fo comply with the limits for
a Class B computing device in accordance with the specifications in Subpart J of Part 15 of
FCC Rules, which are designed to provide reasonable profection against such interference in
a residential installation. Howewer, there is no guarantee that interference will Aol GCCUF in
a particubar installation. If this eguipment does cause infedference to radio or television
reception, which can bé determined by tuming the equipmeant on and off, the wser is
encouraged to try to correct the interference by one or more of the foligwing measures:

— Reorient the receiving antenna

— Relocate the NES with respect 1o the recaiver

~ Move the NES awsy from the receiver

— Plug the NES into a different outled so that computer and recaiver are on ditterent Circuts.
I necessary, the user should consull the dealer or an experienced radio/television technician
for additional suggestions. The user may find the following booklet prepared by the Federal
Communication Commission helpful:

How 1o Identify and Reschve Radio — TV Interference Problems.
This booklet is avallable from the LLS. Government Printing Office, Washington, D.C. 20402,
Stock Mo, 004-000-00345-4,
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90-DAY LIMITED WARRANTY TECMO GAME PAKS

80-DAY LIMITED WARRANTY:

Tecma, Ine CTacmo™) waeTanls o the ongnsd consumar that Ihis Tecmo Gama Pak (Pl dnot wnoluding Game Pak
Apcessorios or Bobot Accasoriag) shall be oo rom defect in maserial amd worksanahip for a peod ol 30 days Drom Sabe of
ourchise I a delect cossred by his warranty opours durisg S S0-diy saranty paricd, Teomo will reoair or replece the PAK, at
gz opion, Iree of chargs
Ta recaiva this warranty senice:
1. DO NOT rstum your cebectve Game Pak o T retalker
2. Hoslty ihe Tecmo Comswmer Divesion of the prothes requiteg waranly service by caling; 1-213-320- 8880
Qur conmumer Dinsion is in oparaton from 5:00 AR o 5:00 PM Pacific Time, Monday Begugh Friday
3, il the Tacme sardce techrécian is unable o solve the probiles by phang, i will peosdoe you willh 2 Aaten Adatharizalion
rramibnr. Simphy record This g & N outaide packogeang of vour detective PAK. snd refurn your PRE freighl prapaid, at
wine Figk ol damage, igether with pour sake sbp or simite proal-cl-gurePade within the 30-day warranty period 10
Tecma, Inr Comssmer Divizion: Victoria Business Park 18006 B Adria Wary Lane Carsos, C& 80746

This warrandy =hall nod appdy f the PAK has bees damaged by negligence. accident unreasonatds was modfcation
wmpeing. of by other causes wunrHabed to delective satenials or workmanahg

REPAIRS AFTER EXPIRATION OF WARRANTY:

i the BAK develaps prabiams alter e 90-tay warrersy poricd, you may condsct the Tesma Corapmar Divigean 81 the phons
nembed noted abowe H the Tecm o Serdce Sechnictan |k unabe G eabm P probiem by phorss, P may provide you with e Relam
Murthorization number fou miry ken rcord Shis number on the oulside pecka ging of the defective PAX and selyen thi Selactive
P kemight prenaid o Teomo, enciosing & check or morey Grder far 31000 payatis t0 Tecma, Inc. Tecmo wil, at ibs option,
subject 1o the condiliors shove, ok the PAK or replaco it with o new or repaered 8K I repfacemant PARS are ool geaileble,
the gafactive PAE will be returmesd and tee 0000 payment miyesdad

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPUED WARRANTES, INCLUDING WARRAKTIES OF MERGHANTABILITY AND AITHESS FOR A PARTICALAR
FLIRFRSE, ARE HEREBY LIMITED T NINETY (&S FROM THE DATA OF PURCHASE AND ARE SUBJECT TO THE CONDITEONS
SET FORTH HERER. IH 80 EVENT SHALL TECMO BE LABLE FOR CONSEQUENTIAL QR INCIDENTAL DAMAGES AESULTNG
FROM THE BREAGCH OF AMY EXPRESSED OR WMPLED WARRANTIES. Tha proviskons of s warranty ane valid i the Ussd
Sfates only. Some slalas 8o mal low limbalions on how long an imoled warranty IsEts of axdhugan al consequantial of
incidantal damages, so the abowe Hmitstions asd seclugian mey ol apoly 10 v, This wastanty gives wou specilic legal rights,
and you ray st have ctser fights which vary from shate 1o stale

ADVISORY
READ BEFORE USING YOUR NES/SUPER NES

A very small portion of the population may experience epileptic seizures when viewing
certain kinds of flashing lights or patterns that are commaonly present in our daily environ-
ment. These persons may experience seizures while watching some kinds of television
pictures or playing certain video games. Players who have not had any previous seizures
may nonetheless have an undetected epileptic condition. We suggest that you consult
your physician if you have an epileptic condition or if you experience any of the following
symptoms while playing video games: altered vision, muscle twitching, other involuntary
movements, loss of awareness of your surroundings, mental confusion and/or convulsions.
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