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A Special Message From

CARING FOR YOUR CARTRIDGE

1. Please store this cartridge In a dry place at room temperature.
Avold subjecting the cartridge to extreme temperatures.

Thark you for selecting exciting and
fun-filled STRIDER™. .. One of our
exclusive family of computer/home
wvidea games from CAPCOM's
Captain Commando ™

AEhallenge Seaee. 2. Store the cartridge In the protective case and avoid touching the

terminal connectors.

STRIDER™, created by CAPCOM™

. premier

wwirlag-wide arcade game designer .
.. features colorful state-of-the-art
migh resalution graphics.

Licensed by Nintendo For Play On

3. Never attempt to disassemble your cartridge.

4. Use of thinners, solvents, benzene, alcohol and other strong
cleaning agents can damage the cartridge.

Tred officral seal is yOur S55Urance that Mroendo® nag
e TS piociuact and chat it has met ou sLandards fior
eacelence N workrnanshig, feéliabifty and entertain meril
walie. Alearys ook for this seal when buyng games and
ACCERSGMICS B0 SN fompkse compacbhiing with your
MinEng0 Erfeaainment Sysiem

CAPCOM arcd Caplain Cormmanto ane regismemd rademaks of CAPCIM LLSA, INC.

Hirtercka ard Nnendo Erfemsinment SyRem ane sngisened trackemarks aof Ninterndo of America e 3



THE STORY OF STRIDER “"HIRYU"

"Strider” is the strongest secret maneuvers group in the world. Itspecializes in
smuggling, kidnapping, demolitions, disruption, etc. One strider of C-grade
is equivalent to one well-rained team of the special corps,

Hinyu was the youngest strider of Super-A grade. After eliminating the sister
of a mad A-grade Strider, he decided to retire and was spending his life
peacefully in Mongolia.

Cine day the Vice-Director of Strider, Matic, showed up. Apparently, Hingu's
friend Kain had been caught by the enemy. Matic ordered Hinyu to destrony
his friend Kain and threatenad to stan slaughtering the Mongolians if Hingu
refused,

Hiryu dad no choice but to retum. After rescuing Kain, he discovered the
fearful plan conceived by the Striders and an organization called "Enterprise”,
an evil project called "ZAIN"

Hiryu decided to destoy the ZAIN mind-control weapon along with
Enterprise and the Striders.  The fate of the world hangs in the balance.

I. Insert the STRIDER cartridge and tum on your Nintendo machine.

2. The STRIDER title screen should be on the screen, Use Select to choose
Game Start or PASSWORD mode. Press Start to begin the game. The
PASSWORD cption will be discussed later in the Passwords section of
the manual.

3. Before the game starts you will receive a message from Matic, the Vice-
Director of the Striders. After reading each screen, hit the A button to go to
the next screen. After the whole message is shown, you will go to the
Blue Dragon conscle.

Quick-Start: Ifyou don’t want to read the whole message at the beginning
of the game, select PASSWORD instead of GAME 5TART and hit the A
button 12 times. Mow you will go directly to the Blue Dragon Console.



THE BLUE DRAGON CONSOLE

The Blue Dragon console is the headquarters for Hiryu. From here you may
transfer to different places in the world, analyze message disks, and check
passwords. Lse the control pad to set the cursor to TRANSFER, ANALYZE,
or PASSWORD. Fress the A button to select the aption.

After selecting TRANSFER and you may use the control pad to select the
lacation you would like to go to and press the A button to transfer. The
number of places available toyou will increase as you collect information by
analyzing message disks,

To analyze a disk, you must first find it. When you find a disk, you must retur
to the Blue Dragon console and select ANALYZE. If you have mare than
one disk, use the control pad to select the disk you wishto analyze, then press
the A button. Press the A button as each page is displayed. Often you will
get infomation about places you need ta go o complete your mission.

Select PASSWORD to check on the cument password. For more information,
see the Passwords section of the manual,

&

CONTROLLING STRIDER "HIRYU"

The contrals for Strider are simple but become a little more complex as Hiryu
acquires maore abilities.

The A button makes Hiryu jump.
The B button makes Hingu hit.
The START button will pause the game.

Pushing RIGHT or LEFT on the contraller moves Hinyu right or left,
This works even when he is jumping or falling.
Remember thisl It is an important feature,

When UP s pushed, Hinyu will put his Cipher in the air. This may be used for
stabbing enemies that are overhead. Later on Hiryu will acquire the Plasma
Arrow ability. To use this, hold the controller UP for 3-5 seconds and then
press the hit (B) button to fire a plasma arrow. Hinyu does not have this abilfty
at the beginning of the game.



: CONTROLLING STRIDER "HIRYU"

Pressing DOWN will cause Hiryu to crouch, This is useful for avoiding fying
enemies orenemy bullets. Later an Hiryu will learn how to slide. To da this,
hold DOVWN along with either LEFT or RIGHT and press the Jump [A)
button. This is useful for sliding under enemies as they jump. Hinyu does not
have this ability at the beginning of the game.

The SELECT button is used for seeing the Status Screen and selecting tricks.
Initially, Hityu has no tricks, but as he acquires them, be can select a trick with
the contral pad. Press the A button to select the trick. Press the SELECT
button to ignone the changes.

You can return to the Blue Dragon console by jurmnping in the left edge of the
beginning screen of each stage,

CONTROL 'Lﬁ_i r l - B
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SELECT — — START

Some doors require a certain key to open them. When you have the keywith
the same number as the number on the door, you can go through. Some
doars open automatically after you eliminate all of the enemies on the screen

The keys you have are displayed in the lower right hand comer of the Status
Screen,

You can obtain the Message Disks by killing certain enemies. 5ome Disks are
hidden somewhere or are obtained by talking, Analyze them at the Blue
Dragon console,




TRIANGLE JUMP POWER TRICKS

It is possible to jump very high by bouncing off walls. Jump toward a wall Press the SELECT button to bring up the Status Screen, Use the control pad
and when you hit it, jump again in the opposite direction. Itis even possible to move up and down the list of tricks, Press the A button to select a trick
to do a series of these and dlimb up chimneys. The Medical tricks add to your Health Points and then set your weapon to the

Cipher. You weapon also remains the Cipher when using the jump trick.

The tricks are: *Flre: (5] You canshoot fire bullet
Medical: (I0] Recover 20 health paints
When Hinyu runs down a siope, he speeds up. You can take advantage of the “Spark: (5] Roll electric ball
speed to jump farther, Jump: 10}  Improve jump for a short amount of time
Warp [30] Return to Blue Dragon base
*Ground: [30) Artack all enemies on the screen.
Medical 2: (25 Recover 50 health points
*Spark Ball: (15 Throw electric ball
Medical 3: [50] Recover 150 health points

-

The tricks marked with a * are used by pressing the hit B button. The numiber
in [ ] is the number of energy points consumed by each use of the trick, ie.
Warp uses 30 points.




BOOTS

There are three different types of boots.

Magnet boots (red);
You can climb where the ground is flashing.

Agua boots |blue);
You can walk on water.

Attack Boots [yellow):
You can kick and kill the enemy by sliding,

Attack Energy

ENERGY

In the upper left hand corner of the game SCreen are two energy counters.
The first shows how many more points of damage Hiryu is capable of
absorbing. When the number reaches zero points, Hinyu is defeated.

There are a number of abjects that Hinyu can find that will increase his energy.
There is an energy peliet and an energy ball. These add a little energy and a
lot of energy respectively.

The second meter tells how much attack energy remains for doing tricks. If
there is not encugh energy. the trick may not be performed. Attack energy
may be increased with weapon energy pellets and balls,

PASSWORDS

Even though Hinyu is defeated, his accomplishments are remembered.
When you start anather game, you automatically continue with the items
you acquired. If you select PASSWORD, the current password will be
shown. You may right this dowen and use it to retum to the same point later
lperhaps the nextday.) Use the Aand B buttons to move the Cursor right and
left and use the control pad to change the letters.
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and used
properly, Bhat is, in sifct atcordance with the manufaciuners’ instructions, may cause interference
to radio and television reception. It has baen type tested and found to comphy wwith the [imits for
a Class B computing device in accondance wath the specifications in Subpar 1 of Fart 15 of FCC
Rules, which are designed to provide reasonable protection against such interference in
residential inst@llanon.  Howewver, thene -is no guarantse that interference will mot ooour in a
particular installaton. If this equipment does cause interference o radio or teleyision fecepuon,
which can be determined by tuming the equipment off and on, the user is encouraged to try 10
comect the interference by ane or more of the following measures

— Reodignt the receiving antenna

— Relocate the compLEer wWith respect to the receiver

— Mo the computer away from the receier

— Fiug the computer into a different outlet 5o that computer and recedver ae -on different

—Circuis.
If necessany, the wser should consult the dealer or an experienced radio/television technician for
additional suggestions.  The user may find the following bookiet prepared by the Federal
Communications Commission helpful:

How 1o Identify and Resohse Radio-TV Interference Prodlems.
This booklet is available from the US, Govemnment Frinting Office, Washingmon, D.C. 20402,
Stock Mo, 004-000-00345-4,
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90-DAY LIMITED WARRANTY

S0-0AY LIMITED WARRANTY

CAPCOM LIEA . Inc [MCagoom”] warants o B original
corsuimer al this Capcom Game Pak ['FAR") shall be fee
froim dedects in maten 3l and workmanship ke period of 71
dans Bom daie af purchase, IFa defect covered by Bhis
Wwamanhyoorus duming this So-daywamangy penod, Capoom
il repar o replace the PAE, at its optan, free of charge.

1. D0 MOT repum o defective Game Fak o the refader.

2. Moify the Caprom Corsumer Sorsce Depamment af
the peochilem mouinng wamanty serdoe by calling:
Curnde Cadforva Shate (300] 8434622 ar lnside
Caiforria Hate ca¥l [(408] 7457081,  Owr consumer
Senyice Departereent r operation Fom B0 A M o500
P, Pacific Time, Monclay trioug Fridiy,

S0 the Capcirn senace bechriician s anabie i osoive the
e by phore, e il piceice you wilh 9 Retum
ALEROAZAIoN number. Smply iecosd Wis number an
e autsice packaging of yourdefeciive PAE and reoum
ok PAK feighs prepand. o1 your ek of damage.
together with yoar sales slip or smilar progf-of-
purc s within the Sl-day waranty pemod boo

CAPCOM ULA, I

Corrumir Sence Depariment
3303 Scoet B

Sarta Clara, CA 55054
This waimarity shall not apoty if the PAK has bear damaged
Ly neglligerce, aociden], unmessonable i, modicat,
LMD, Of by U CaLISES urefanid io defeciive maleniats
O WOrkmarsip.

REPAIRS AFTER EXPIRATION OF WARRANTY.

IF the PAK develops 3 probdem afner the 90-day warranty
e, YO Ty oA the Capoom ConsumeT Senice
Depamment 2 the phone number noed abowe. I the
CARCOem Senace iRchinde i i unabile 10 sove the pootdern Dy
phone, e may peowice yo wath 5 Belun ALshorizabion
reamien o e then recand s sumber on the oulsice
packaging of the defective PAK and retum the defeorive FAK
feeight prepasd 0 Capoom enoosing a chedk ar money
order o SI000 pasatie i CARPCOM LISA, e Caprom
sl 31 00S opnon sLbect o the conditkons abowe, repair the
PAK OF mpiacs iU with ainesw arrepaired PAK. If replacernent
PAES are rab availatle, e defecies PAE wdl Be meumed
and the 0000 payvener refunded.

WARRANTY LIMITATIONS:

ANTAPPLICABLE IWAPLIED WARRAN TIES. INMCLLIDING WAAR-
RANTIES OF MERCHANTABIITY AMD FTMESS FOR A
FARTICLILAR PLIRPOSE. ARE HEREY LIMITED TOF MIMETY
CyAxS FROM THE DATE GF PURCHASE AND ARE SUBECT
T THE COMDITIONS SE T AORTH HEREIRL 1M AO EVEMT
SHALL CAPCOM BE LIABLE FOR CONSECUENTIAL OR
INCIDENTAL DAMAGES RESULTING FROM THE BREACH
CF AT EXPRESS OR WAPLIED WARBANTIES,

The prosasions of this warariby ane valid in the Linited Sams
oty Some states do oot aliow lrrations on how lang an
impled warsanty fass of exchisions. of coresquennal or
incickenal damages, 50 the aboee lImiasicns and eaduson
ey NCEARD 0 You, THiS wananty oives you specific legal
figils. 3 yoi may hawe other nghts wiie b vany frorm slate
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