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LICENSED BY

THIS CFFICIAL SEAL IS YOUR
ASSURANCE THAT NINTENDO HAS
APPROVED THE QUALITY OF THIS
PRODUCT, ALWAYS LOOK FOR THIS
SEAL WHEN BUYING GAMES AND
ACCESS0RIES TO ENSURE COM-
PLETE COMPATIBILITY WITH YOUR
GAME BOY SYSTEM.

NINTENDO®, GAME BOY AND THE

OFFICIAL SEALS ARE TRADEMARKS

OF NINTENDO OF AMERICA INC.

THE TALE OF THE DOUBLE DRAGONS
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F THE DOUBLE DRAGON
=

our name is Billy Lee. You're Double Dragon dojo, hbr'ff
young, but you've already lived of the mighty Double.
through enough agony to fill Dragon Warriors.
three lifetimes. You saw your You knew whath
city obliterated in a nuclear done. S h* 3
war. You saw roving gangs of :
thugs take over the streefs. You Ygu ?grg"fd e"‘l'en’ ‘
learned the hard way that e nowletge gk 'g
A e succeeded in \mpmg
might makes right” is the rule Black Shadow Wari
of law in @ world where only the 2 2L §
strong survive. wasn’t easy, but you did it.”
= o e Finally, you were able
Sl YOUSAWYOLT GO But not for long.— -

get gunned down by the Black
Shadow Warriors. And you felt . : 2 2 )
helpless as they destroyed your sharp. you and yo 1 G e | EEDL o e = '

home: the world-famous Jimmy joined the - = " —




You saw the envy and
hatred that burned in
Anderson’s eyes. You knew he
would be trouble someday, but
you never dreamed he would
eliminate Wright (cinother
Scorpion Instructor), scrawl your
name on the floor, and pin the
blame on you! You were
horrified when Gordon actually
believed Anderson's twisted
tale of evil and ordered you
and Jimmy to pay for the
crime... with your lives.

Now the war has spiled out
of the dojo and info the sfreets.
You must battle countless
enemies bent on your desfruc-
tion, as you prowl nightrarish

urban ruins in search of one
man who framed you and
another who ordered your
death.

There must be no mercy,
You must clear your name.
You have all the tools you
need to get the job done:
fists of fire, feet of fury, and the
martial arts skils of the Double
Dragon.

Once,again, you know
what \_‘_ o be done. And

1. Make sure the GAME BOY

3. Turn the power switch

M power switch Is OFF. ON.

i 2. Insert the Double Dragon |l When you see the DOUBLE
cartridge as described in DRAGON |l title screen, press
your Nintendo GAME BOY the START BUTTON.,

instruction manual.
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Three skills levels are available
to you when you first press the
START BUTTON: Easy. Normal,
and Hard, Press the LEFT or
RIGHT CONTROL PAD ARROWS
to indicate which level you
prefer.

Once you've chosen your skill
level, use the UP or DOWN
CONTROL PAD ARROWS to
determine whether you will play
a 1 player cr 2 player game,
and whether you are beginning
a new game or continuing a
previous game.

* SELECT YOUR GAME

Note: When playing a 2
player game, you will need
to connect the units with the
video link cable.

When you're ready to hit
the streets, press the START

DOUB .
bg.ﬂ.

» 1P START
1P CONTINUE

2P START
2P CONTINUE

ENSYRNORMAL HARD!

BUTTON. A brief overview of
The Tale of the Double Dragon
will appear. To bypass the
story, press the START BUTTON
two more times.

/;v‘

If you choose to add/”
(buy-in) a second player,
just follow the following
instructions: \
Player *1 press select.
A buy-in screen will
appear. Now conne:
the 2 Game Boy units
together with the gagr
link cable. Player ‘2

Note: In a 2 player game, both
players will appear on both
screens. The second player's
man will appear faded on the first
player's screen, and vice-versa.

on\é\ome Boy,and waits for
title screen to ippear, then
presses START. A garne
select screén will now

Pigyér 11 then hifs the
TARTbutton, A counter wil
tick down from 8 to 0 and
then the game will start,

Note: A second player

pearon the unit of player

cannot buy-in on mission *10.




Your DOUBLE DRAGON i
display provides you with
all the essential survival
information you need:

STRENGTH

(When this meter decreases from | s
& units o 0 units, you lose a life.
Note: Your strength is replenished
to 6 units each time you
successfully complete one of the
10 missions.) #

1P 223288 2P 220008 |

LIVES REMAINING  SCORE
(Each heart represents one life.)

TO MOVE around fhe screen,
use the LEFT, RIGHT, UP,

and DOWN CONTROL PAD
ARROWS.

TO GRAB an enemy by the
collar, move in close by using
the CONTROL PAD ARROWS.

TO PUNCH an enemy, press
the A BUTTON.

TO KICK an enemy, press
the B BUTTON.

TO PAUSE the game,
press the START BUTTON.
To restart the game, press
the START BUTTON again.
10




The following moves set a
Double Dragon Warrior apart
from the rest of the martial arfs
pack:

A HIGH KICK is delivered when
you press the B BUTTON after
you've weakened your enemy
fo the
point
where
heisin
the
crouch-
ing
position.

the move.)

A FLYING KNEEDROP is
delivered when your oppo-
nent is down and you press ;-
either the A or B BUTTON. -
(NOTE: You must be standing
near your opponent to
execute this move.)

AN AERIAL UPPERCUT is delivered
when you press the A and B
BUTTONS simultaneously twice.
(NOTE: The first time you press
the buttons you will move into a
kneeling position. You must
press them again to complete

Your martial arts skills will be put
to the test on 10 missions as
you move through the city.
Along the way a map will
update you on your progress.
NOTE: This happens after
mission 4 and 8 only.




There are three dangerous areas you must
negotiate if you are to find the building that
shields Anderson and Gordon: Streets
(mission 1, 5, 9), subway platforms (missions
2.4, 6, 8), and subway cars (mission 3, 7).

Mission 10 will take you info the building you
seek, but beware: Dangers lurk on every
floor and in every elevator! You will need to
w cadllupon all the

I mental discipline of
your Double Dragon
fraining if you are to
reach Anderson and
Gordon'’s inner
sanctum!

ACCLAIM ENTERTAINMENT, INC. LIMITED WARRANTY

Acclgim Enfertainment, Inc. (Acclaim) warrants to the arginal purchaser anly of this Acclaim software praduct that the
radium on which this computer program is recorded i res from defects in materiols and workmanship fora period of ninsty
(50 days from thedate of purchase, This Acclaim software program s sold "as is,” without express orimplied waranty of any
kind. and Acclaim is not liable for any lasses or damoges of any kind resulfing from use of this program. Acclaim agrees for a
period of ninsty (90) days to elther repair or reploce. ofitsoption, free of charge. any Accloim software product, postoge paid
with preaf of date of purchase, ot its Foctory Service C 1. Replocement of the cartridge, free of charge to the criginal
purchaser (except for the cost of retuming the corfridge) s !uﬂ extent of our kability.

This warranty is not applicoble to normal wear and tear. This wamranty shall not be opplicable and shall be void \!dcfﬁc!
in the Acclaim software product has arisen through cbuse, unreasonabsle use, mistrectment or neglect. THIS WARR.

IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING DN OI?
OBUG.&TE ACCLNM ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WAERANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICUU\R PURPOSE, ARE LIMITED TOTHE MINETY (90) DAY PERIOD DESCRIBED ABOVE
FN NO EVENT WILL ACCLAIM BE LIABLE FOR ANY SPECIAL INCIDENTAL OR COMNSEQUENTIAL DAMAGES RESULT\NG FROM

POSSESSION, USE OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT,

Some states do not allow imitations as fo how long on implied warranty losts and Jor exclusions ot imitations of incidental
or consecuential damages so the above limitations and/ orexclusions of liabiity may not apply to you. Ths warranty gives you
spacific fights, and you maoy alsa have other rights which vary from state to state.

This warranty shall not be applicabia fo the extent that any provision of fhis warronty is prohibited by ony federal, state or
municipal law which cannot be pre-empted.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency enargy and if not installed and used propery. that (s, In stict
accordonce with the manufacturer's instructions, may couse interference fo radio and televislon reception. It has been
type tested and found fo comply with the limits for a Class B computing device in accordonce with the specificotions in
Subpart J of Part 15 of FCC Rules which are designed 1o provide raasoncobla protection against such inferference in a
residential installation. However. there Is no guaraniee that interference will not occur in a particular installation. [ this
equipment doas cause interference to radio or television receplion, which can be determined by tuming the equipment
offand an, the user Is encouraged to try and corect the interference by one or more of the following measures: - Reorient
tha receling antenna - Relocate the NES with respect to the receiver - Move the NES away from the receiver - Plug the
MES inta a different oullet so that the compuler and receiver are an different circuits,

Il necessary, the user should consull an experienced radio/television technician for additional suggestions, The user
may find the following booklet prepared by the Federal Communications Commission helpful, How to identity and Resolve
gUdIO TV Inrelfatence Pl()mams This booklet is available from the U.S, Government anlngolﬂca Wclshmgmn DC 20402
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