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

Tf.'."s officlal seal is your asswrance thaf Nintendo has
approved the quality of this product. Always look for this

Hici v ¢
O seal when buying games and acoessories to ensure
complete compatibility with your Super Nintendo
Seal of Quality Entestainment System. All Nintendo prodiicts are

licensed by sale for use onily with other authonized
products bearing the official Nintendo Seal of Quality.

LICENEED BY

NADE W JAPAN. NNTENCO, SUPER NNTENCO ENTERTAINMENT
m SVETEM AND THE OFFICIAL SEALS ARE REGISTERED TRADEMARKS CF
NINTENCO OF AMERICA ING € 1932 NNTENOO OF AMERICA G

Thank you for selecting the Raiden Trad™ Game Pak for your Super Nintendo
Entertainment Systam. =

Please read this instruction booklel thoroughly to ensure maximum enjoyment of
your new game. Then save this book for future reference.
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Thank you for purchasing Electro Brain Corp's version of the arcade classic Raiden
Trad for your Super Nintendo Entertainment System. We recommend you read the
following instructions carefully before embarking on your mission to save Earth. We
fear that it you refrain from doing so you will find yoursalf not only hopelessly un-
able to effectively pilot your "Raiden” aircraft, but quick to realize that you are lo-
tally oblivicus of your mission and thus may further jeopardize the future of Earth
as well. Please keap this bockiet close at hand for future reference, the future of
Earlh depends onit,

TM & % are vademarks of Nintenco of America inc
T 1992 Niatende of Amarica Inc,

The Battle for Earth, the Carnassials have landed!

Introducing the Most Horrifying Type of World War, the likes and sounds of
which the Earth has never seen, Interplanetary World War,

The year is A.D. 2090. Shortly after the tum of the century the inhabitants
of Earth established what was thought to be a lasting world peace. They thought
wrong. Due to countless years of global strife, nation after nation helped to con-
struct a new type of representative government allied under one cause, world
peace. Little did earth's inhabitants know that the fast planet they would ever
have to worry about would not be their own.

Shimmering metallic chjects seemed to fill the midnight skies that fateful
night, December 2, 2089. The attack was on, taking the earthen people com-
pletely by surprise. Assembled in huge numbers above the planet earth, the in-
vading Carnassial force was beginning the first stages cof their planetary con-
quest. The people of earth were horrified, they were utterly helpless and there
was nothing anyone could do.

Over the course of the next year the planet earth was ravaged by war, The
combined forces of the allied earthen armies tried their best to halt the Camassial
advance, howaver, it was to no avail. By 2090 the Carnassials had already taken
control of capital cities, decimated millions, and fertified five strategic outposts
beyond any offensive reach. The future of a free, peacefu! earth looked dim. . . .or
did it?

Late in the year 2080, the earthen armies managed to capture various alien
weapons and assault vehicles, Although it didn't even dent the Carnassial war
machine it offered a unique cffensive opportunity for the united armies of earth.
What would it be? Would this new opportunity be big enough to save the earth?

The world allied government gathered superior engineers from all over the

vorid to construct the ultimate weapon, the innerspace bember "Raiden.” Con-
structed entirely out of alien parts and armed with the latest earthen weaponry,
the "Raiden" bomber promised to be the savior of earth, Who would be able to
pilot such a craft?

Pilots from all over the world attempted to qualify for the two meager flight
slots available for the only two inner space “Raiden” fighters constructed. They
were subject to rigorous testing both on the ground and in the air. Only two pilots

vere able to pass the réquirements crucial to entering the flight slots. Youand a
friend are the only pilot(s) that can defeat the Carnassial threat and take back
what has been stolen from you: freedom, world peace, and your home planet of

earth! n




Player Options and the Configuration Mode

Insert your Raiden Trad game pak into your Super Nintendo Entertainment
System. Make sure the power is turned on.

As the title screen appears you will see the underside of a Carnassial craft
entering the earth's atmosphere in atiack formation. As socon as you see the
laserbeams start to infiltrate the lower portion of the earthen atmosphere, press
start to proceed to the menu screen and to eventually begin the game.

The Menu Screen:

The menu screen provides three different game play options for the playe
1o choose from. To select the option desired, move the directional control pad up
or dewn and then press start to enter that option,
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. One player mode provides the game player with the challenge of rescuing the
earth and obliterating the alien forces by him or herself.
2. Two player mode provides two game players with the same L.mque challenge
as above, but allows & second “Raiden” fighter to join in the fight for freedom
against the alien tyranny. The option not only doubles the potential firepower of
the alied earthen forces, but doubles the amount of attacking forces as well. In
this mode two players can either cooperate with each other and share the icons
when they appear on the screen or the two players can compete with each other
and "hog" al! of the items for him or herself.

Note: All icons and their descripticns will be thoroughly discussed in

section four of this booklet,

3. The Configuration Mode zliows the game player or players, in the case of a
two player game, to custemize the eventual game play in six specific areas.
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To select the area you wish to customize, move the directional contrel pad
up or down to find the desired area, then left or right to begin the customizing
process. The saven areas that can be player customized are the following:

--Hero, this is the number of lives every player or players, in the case of a two
player game, has for every “life" played. (Any amount of lives between, and or in-
cluding, 2 and & can be selected.)
--Bombers, this is the number of bombs or nuclear explosives every player or
players, in the case of a two player game, has for every “life” played. The number
of bombs each player has in stock can of course be added to by picking up the
Triangular B icon. For every “B” icon obtained another bomb will be added to
your arsenal. This is the only way to cbtain more bombs. (Any amcunt of bombers
hetween, and or including, 2 and 5 can be selected in the Configuration Mode.)

Note: Picking up an icon shaped like a bomb DOES NOT give the player
extra bombs or nuclear explosives. This icon merely adds a 1,000 peint bonus to
the final individual score of the specific lavel for every one the player picked up,

Every time the player loses a life, or “"Raiden” aircrafi, the number of
bombs criginally set by the computer cr the player in the Configuration Mode will
be the number cf bombs or nuclear explosives available in the arsenal of the
‘naw” life.

--Level, these are the various levels of difficulty that the player cr players, in the

case of a two player game, will be subjected to. You can ¢choose from:

eEasy

»Semi-gasy

*Normal

sHard

*Pro




. Mission One: A Brief Flying Lesson

--Rapid fire, you can turn it either on or off,
--B.G.M., this opticn allows the player or players, in the case cf a two player
game, to select the background music for the game to be played. Choose from
any of the fellowing titles or sections of the game:
* Gallantry
+ Lightning War
* Rough and Tumble
* Fighting Thunder
Go to Blazes
Centinue
Name Register
Opening
Ending
Intermission
© --8.E., this is the number of unique sound effects the player or players, in the
case of a two player game, can incorporate into the up and coming adventure,

Player(s} can select any sound effect desired, but only one of the 16 can be
incorperated into the game at any one time.

When you have finished customizing the game, move the cursor to the exit
command and press start. These options entered will apply towards the up and
coming game unless the player(s) wish to redo the customizing process. You will
return to the menu and title screens, select either the one or two player mode and
va-veom, you're off to save the world, the wonderful world of earth.

As you have already been briefed, the Carnassials have assembled above
the planet earth in preparation of a world wide invasion. Your objective is, of
course, two fold. As a "Raiden” pilot, a suave, tough guy top gun, you know the
type - you and a friend, in the case of a twe player mission, must.rescue a de-
fenseless Mother Earth from an onslaught of ruthless Carnassial laserfire and nu-
clear bombardment. Your second objective is to vanquish the enemy invaders
and destroy their five earthen strongholds. Keep in mind that our alien nemesis
will do everything in its power to prevent these two chjectives from being met.
The cdds are heavily against you, but with patience, excellent marksmanship, and
dexterity you can beat the odds. Now all you need is a flying lesson.

°
°
L]
L]
°
L]

The innerspace fighter bomber, known as “Raiden,” has intense firepower
and superior mobility. In order to use the “Raiden” fighter's incredible technology
most effectively against the Carnassial invaders you must master the following:

LEFT OR “L" BUTTON Gl oR i

BUTTON
X BUTTON
DIRECTIONAL ABUTTON
CONTROL PAD
B BUTTON
SELECT START
BUTTON BUTTON Y BUTTON

The directional control pad capabilities: this littie bad boy makes
"Raiden’s" supericr mobility possible. Press it
sl eft or right to move your fighter left or right respectively;
*Up to advance to the top portion of the screen;
*Down to reduce the forward thrust of the fighter and return the fighter to
the bottom of the screen.

B-button: Press this buiton and you will be able to deploy the weapon you
most recently acquired. Differant weapons and types of artillery/ammunition can
be cbtained by picking up their representative icons as they become available on
the battlefield. Each icon is different for each weapoen (this will be explained in full
detail in section four of this booklet.) Be on the lookeut for the icen/waapen that
will benefit you the most for every situation on the battlefield. The weapon yeu
hold can make or oreak your defense against an enemy onslaught, heavy or light.
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Note: Once a "Raiden” fighter is shot down, resulting in the loss of one life,
the icons previcusly collected for the preceeding fighter will also be lost. The naw
fighter and its weapons will be the equivalent of those when the game began.
Pick up more icons and you're back to high power fightin' in the sky!

Y-button: Every time you press this butten your "Raiden” fighter will drop
one bomb, or nuclear explosive, provided you have soeme in stock. The number of
bombs the “Raiden" fighter begins the game with is limited by either the amount
selected by the computer or the player in the Configuraticn Mode. {You have al-
ready have been told how to acquire meore bombs in section two of this booklet.)
It is imperative that you use good judgement in deploying this special weapon. If
you drep your entire “stash” in the early stages of an enemy confrentation, you
may find yourself in a very sticky situation as the battle rages on. Comprende?

Start button: This button allows the player to:

oMove from the title screen to the selection/menu screen

»Start the game and call the game’s "configuration”

*Pause and continue game play

The select, X, A, L and R buttens have no function in this game - so hey,
DON'T WORRY ABCOUT EM', EH! THIS MEANS YCU! Well, we've got to keep you
on your toes somehow, right?

Raiden Trad is a special game in that it provides the player and a compan-
ion an option for a two player simultaneous game. In this situation, both of the
players maneuver and deploy their weaponry in the same fashicon as stated in the
above guidelines.

Once a player loses his/her last remaining fighter and has, in one player
game only, exhausted the continue option, the game for that playeris cver. At this
time, the top ten scores are indicated on the screen. If the player, that's you by
the way, was a good encugh pilot to be ranked in the top ten scores, his or her in-
dividua! ranking will be indicated by their respective player number on the right
hand side of the ranking list.
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Way to go hotshot!

Now that you know what to do, let's jump into the game. The player or
players, in the case of a two player game, begin their adventure from their special
isolated “Raiden” fighter aerospace carrier just off shore from the first enemy
camp. Be careful, the enamy onslaught could come at anytime. Be cautious | say!

You're clear for take-off.

As the campaign rages on after the initial sighting of the enemy be sure to
collect all of the icons you can and above all else watch the comers of the screen.
They tell you things like:

» The total points for the individual player

* The number of lives remaining

¢ The number of nuclear explosives the

player has in stock

s The opportunity to continue for a one

player game only




Mission Two: Weaponry and Special Icons

Note: In the case of a two player game the above information is printed for player
one on the left side of the screen, and player two on the right. Player one is al-
ways the red fighter, player two is always the blue fighter.

When a stage is cleared the "Raiden” fighter or fighters, in the case of a
two player game, will land for a brief moment. At this time the stage clear mes-
sage will appear and tally each individual(s) total points for the stage. (Bonus
peints are added to the reguiar score at this time.

Whoooooopseeseee!

Let’s talk guns, big guns, one’s that go "“BOOM!" Wait a minute, you need
amme to shoot out of them, what could you use?

There are several types of special weapons and hard hitting explosives that
can brighten the earth's future and dim that of the aliens. You obtain these
weapens and explosives by picking up icons as they appear on the screen. lcons
appear in two instances. First of all, any icon can appear whenever you destroy
something, and | mean anything, alien. The second instance, and this is more
common than the first, is to seek and destroy orange and grey bunkers. Both of
these bunkers hold the bomb {bonus points) icon and the other weapons repre-
sentative icons that we shall discuss shortly,
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BOOM, BOOM, BOOM went the bunker, Pumped Up Up went my plane!

The special weapons and explosives ycu can obiain through picking up

icons are as follows:

The Red Shot, this icon doubles the shots of
your original weapon. It improves the
weapons surface area by enhancing its
“spray.”

The Blue Shot, this icon will add a single
laser beam {0 your weaponry,




There is some important information that every player should know about
the Red and Blue shot icons. First of all, they are the same icon in that the icon
will change it's color over a pericd of a few seconds and then back again. When
the color of the icon matches the color of the weapon you wish to obtain pick up
the icon. Second of all, the more icons of a particular color {in this case red or
blue) you pick up the better. The reason behind this is that if you stick to cne
color icon, you can max out your “Raiden” fighters weaponry for that particular
icon.

Maxed out red shot Maxed out blue shot

Note: If you are involved in 2 two player game try shocting the jet stream of the
other player. A special weapon will appear that will knock your socks off. You
have to see it to believe it!

Heat seeking missiles, like the reg-
ular missiles described below are
types of sub-weapons that can be
used in coordination with either &
Red or Blue Shot weapon.

Regular missiles that will tear the
enemy apart.

Like the Red Shot and Blue Shot icons, the heat seeking missiles and regu-
lar missiles are also part of the same icon. These two subweapons change color
back and forth like the Red and Blue Shot icons but do not build up, or max its
power out like the others do. One of these icons will de it all.

The P Square will power up weapons to their
maximum potential without having to collect more
icons.

The Triangular B icon will add one nuclear explo-
sive to your arsenal every time you pick one up. It
may also make a gift of say, bonus points.

The Bonus Point icon will add 1,000 bonus
points to your score at the end of the stage you
obtained them in.

The One-up icon will add an extra "Raiden”
fighter to your reserves every time you pick cne
up.

5,000 bonus points are awarded if you make it to the end of a stage with
your power maxed out. The bonus points are, of course, added to the total stage
score and are dependent according to the number of bonus items accumulated
on each screan in an individual stage. m




. The Carnassial Invaders - Seek and Destroy!

When a “Raiden” fighter has been completely maxed out, its overall ap- When you see the green of their skin, fire! Here is a sample of
pearance will change. some of the Carnassial you will encounter. Their numbers are absolutely
- : unaccouniable and terrifying. They are always within their weapons, like
the following:

There are two types of special icons that do not add weaponry to your
fighter but points to your score, These icens are hard to find and have, therefore,
heen put in a class of their own.

Fairy icon. This icon shows up mystericusly, some-
times accompanying weaponry icons, Why? It's a se-
cret, see if you can figure it out, or how you can see
her more oiten!

The Configuration Monitor. The heroic scientists
who created “Raiden” use this monitor to look after
their beloved creation while you fight for freedom and
a restored world peace. Find this well hidden “cam”
and you'll be 5,000 points stronger.

Hovergun

——
~

As the battles ravage both countryside and metropolis and the destruction
eats at you mentally and emoticnally, well, C.K., physically too, be sure to collect
all of the icons listed above as often as you can to defend yourself. Be careful ‘ .
about it though, it is very possible to become a tad over zealous while collecting War Bunker Boom Box Space Speeder
icons and run into a barrage of enemy fire. That's stupid. Watch yourself and
don’t get gready. Oftentimes greed doesn't pay cff in the long run, either for you
or earth.




The Theaters of the Interplanetary World War!

v

Spidér' Tank ' Stingray . S!ac One Thg Bread S'tage Two: The Levaeled  Stage Three:
Basket of America City of Kyote, Japan The Suez Canal

alal il nen

Stage Four: The Ruins Stage Five: Rancho Stage Six: The Black

r

PGPSR I IE P of Ancient Greece Mirage, California Void of Death

Sea Tank Track Terror Talon

And there are many, many more, You have just begun to fight.

e [
Stage Seven Stage Eight: The Planet of utter Carnage,
The Mother Ship Carnass, the source of the alien tyranny.

If you can defeat all eight stages of alien bembardment, earth will be saved
and the Carnassials will be vanguished! Only you have the power to defeat such a
vile nemesis, only you have the power of "Raiden!”
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Limited Warranty
——

Electro Brain Corp., Inc. warrants to the original purchaser of this Electro Brain Corp.
software preduct that the medium on which this computer pregram is recorded is free
from defects in materials and workmanship for a period of ninety {30) days from the
date of purchase. This Electro Brain Corp. software pregram is sold "as is," without
express or implled warranty of any kind, and Electro Brain Corp. is not liable for any
losses or damages of any kind resulting from use of this program.

Electro Brain Corp. agrees for a period of ninety (90) days to either repair or re-
place, at its option, free of charge, any Electro Brain software product, postage
paid, with proof of date of purchase, at its Factory Service Center.
To receive this warranty:
1, DO NOT return your defective Game Pak to the retailer.
2, Notify the Electro Brain Corp. Factory Service Center at 573 East 300
‘South, Salt Lake City, Utah 84102 (801-531-1867). When you write to us,
please provide us with your phone number and a brief explanation of
what appears to be wrong.

This warranty is not applicable to normal wear and tear, This warranty shall not be ap-
plicable and shall be void if the defect in the Electro Brain Corp. software product has
arisen through abuse, unreascnable 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 ELECTRO BRAIN
CORP. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRCDUCT,
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICU-
LAR PURPOSE, ARE LIMITED TO THE NINETY (20} DAY PERIOD DESCRIBED
ABOVE. IN NO EVENT WILL ELECTRO BRAIN CORP, 8E LIABLE FOR ANY SPECIAL
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION,
USE OR MALFUNCTION OF THIS ELECTRO BRAIN CORP. 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 limita-
tions and/or exclusions of liability may net apply to you. This warranty gives you spe-
cific rights, and you may also have other rights which vary from state to state.




