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CULTUREE BRAIN

Official

)

. Seal of Qulllty

This official seal is your assurance
thut Nintendo  has approved the
quality of this product. Always look
for this seal when buying games
and accessories 1o ensure complete
compatibility with your Game Boy
System,

NINTENDO, GAME BOY
AND THE OFFICIAL SEALS
ARE TRADEMARKS OF
NINTENDO OF AMERICA INC.

TS and @ 1991 CULTURE BRAIN USA, INC
AN tighey eserve

(This is a high precision Game Pak. [t should
not be stored in places that are very Im'( or
cold. Never hit it or drop it. Do not take Jt
apart.

OAvcnd wuchmg lh= connectors. Do not et
them wet or dirty. Doing so may dnmuge the
Game Pk and Jor the Control Deck.

(Do not clean with benzeng, paint thinncr
alcohol or other such solvents. ! g
()Store the Game Pak in its prorectwe cise
when not in use.

OAlways trn the power off before msertmg
or removing the cartridge from the Game Boy*
System. )
(yWhen playing the game for long periods of
time. it is recommended that you take a 100
1o 20 minutes break for every 2 hours of play.

®E@ORY

After the Tusk Soldiers were defeated, another warrior group called
the “Dark Dragons” came to power. The world of contact sports is
in chaos again. Now the Dark Dragons are on their way to “Mountain
of the Dragon” where our hero Rick, the Flying Warrior,was born.
Their purpose is to obtain the “Medallion™
which is a legendary treasure hidden in the
mountain.

Now the desperate battle for the medallion
is about to begin.
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@) button

B button
/

CONTROLLER button

© OPERATION CHART/MASTER

START button
SELECT button

1. CONTROLLER |

e ) = ® @ @ +®
Posture kick-middle punch-middle spin kick-middle
: Tdef z in kick
up JHmp; 3‘ i kick-upper punch-upper "?ﬂir:wmno L
J walk/ defense - e |
right : big jump 2
iia T ddle kick-middle punch-middle  f—
G@H left SR big jump =~
l qg:i down defense-lower tripping squat spin kick-down
* When the KO guuge is full, you can use a special technique, Hiryu no ken.

4

OPERATION gl a g

him by pushing

SPECIAL OPERATION |

When you grab an opponent by his arm while defending your upper part, you can throw
b and @ + (Kung-fu fighter only).
When the KO gauge is full and you are transformed into a Warrior, you can fire the
cosmic saucer by pushing B). When your enemy grasps you, you can break Joose by re-
peating cf1 or (&) + (B) several times.

Gl - ® @® ®+®
posture punch/kick middle : spin kick-middle
2 jump,/defense . " JE, spin kick-upper
o up ik upper punch/kick upper (Hiryu no ken
right alk/ jump .~
@ walky g:i[:gi': punch/kick middle
ﬁgj,]l:ﬂ jump "
Eébdnwn defense lower leg sweep squat spin kick-down




journey, and man - to-man match.

Flying Warriors, the supplementary story has 2 action modes - A scroll action

® How to read the screen display

#* You will encounter various types of
enemies on your journey. You will clear

your life score
| |
i
YOULTTITITITIO 0000900
LD 2»»» 300
r 1 ]T
I— L KO gauge time

kind of cosmic saucer

~——Your enemy

cach round by defeating one of the
MATENSHLU.
There are four rounds o clear.

is waiting for you behind the door !

® How to read the Sub-screen

Push START button to enter the sub-screen.

} 1. Medals you have obtained

J 2. Number of secret files you have obtained

3. Complete figure of Medallion

Push START to enter the sub-screen.

MAGIC WATER — You will regain your power.

TRANSFORMATION — When you encounter Evil Warriors, Rick will transform into
a Flying Warrior.




3, HOW TO PLAY THE MATCH

match mark on the fighter's body. That indicates

you will see a ©
of the fighter's body.

Defend when it

During the
the weakest

part

appears on  your fighter's body,
attack when it appears on the opponent’s body.
When a (® mark appears, hil the (% mark.
You can attack several tmes without the opponent
fighting. back. When you in defending, your
KO gauge will gain more power,
When the KO pgauge becomes full,
special and the Cosmic saucer.

suceeed

you can use the

technigue

CAUTION

The KO gauge has different features when in the Journey or Match mode.

l

o How to read the screen display

your life - score
| |
e U o e 0000B000
KQ rrrrrrrrro
EN [TITTIO © 300
6166 [ I

magic water opponent’s life  time

® Encounter in the Dark Field

Transformation - when
choose TRANSFORMATION in the

you encounter

The
full.

following techniques are

P+ @) A (B e Hiryu no Ken

MATENSHU,

subsscreen.

available when

(B) oo Cosmic Saucer

the KO gauge is




Obtain

these

O

'

items by breaking blocks during the journey.

COIN this  will raise

your score.

MAGIC WATER — you
will regain your strength
with this water. There ure
two kinds of magic water :
one that gives you the strength

immediately und the other that you can
keep for later use. Push SELECT button
to use the magic water.

COSMIC SAUCER —
There are three kinds of
Cosmic Saucers,

COSMIC SHIELD
Your KO gauge will regain
power.

TOP SECRET FILE
You can find out useflul
information about Dark
Dragon in this file.

Choose “one player™ in select mode.
Choose athletic or master .

Level of the game.

®e e

Your fighter and the type of match you want to play.

You can choose either a single match game or three match games.




7. FIEHTERS YOU CAN OPERATE AND THEIR FEATURES

KUNG-FU ?1'9 $ WRESTLING
Originated in China. There \@ﬁ The strength of his muscles make
o are many different tricks \t\ 3 J’=/ him as strong as iron, so it is
Al \_f

6. HOW TO PLAY THE MATCH - 2 Players

(1) Only one person can choose the following.

@ Choose "2 players” in select mode.
which are easy to use. difficult to knock him down.
His punch is also powerful.
BOXING

A powerful punch can be
very useful, but is rather
difficult to control.

@ Choose athletic or master, level of the game,

\

the type of match you want to play.
KARATE

Originated in Japan, and is
very popular all over the

world. The TRIANGLE

JUMP is a super accurate
and potent kick.

MARTIAL ARTS
Originated in the USA using
basic karate technigues,
This uses techniques from
all fighting styles.

KICK BOXING
One of the strongest fighting

DOUBLE SWORDMANSHIP
Special technique used only

in this game. It is useful
when attacking from a dis-
tance and is good for a
handicap match. 13

o ISSUES OF THE MATCH b : -V methods in the whole world.
, e \/L‘/ The JUMPING KNEE KICK

You have 3 minutes to play. The fighter who loses all his life power as shown on s isa effective technique.
the gauge or whose score is less than his opponent's loses the match.

If the scores of both fighters are equal, you can play a rematch,

12
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8. OPERATION CHART FOR ALL THE FIGHTERS
pErrErt Lt e st b v e e S e e ey o

KUNG-FU | KARATE [KICK BOXI)

MARTIAL ARTS|  BOXING [WRESTLING]

DO UBLE
SWORD MANSHIP|

UPPER DEFENSE/SMALL JUMP

MIDDLE DEFENSE/WALK

DEFENSE

LOWER DEFENSE/SQUAT

) |UPPER KICK [UPPER KICK [HIGH KICK |HIGH KICK IAB A ans | UPPER SLASH
aEn(B) [MIDDLE KICK [MIDDLE KICK | KICK | sipDLE Kick | MIPDLE - fwinoLe kick | mwopte stasn
cth(B) |LOWER KICK [ LOWER KicK |LOWER KiCK | LOWER Kick LOWER SLASH

LPPER PUNCH

UPPER PUNCH |UPPER PUNCH [UPPER PUNCH (UPPER PUNCH | STRAIGHT UPPER SLASH
2 HEAD GRASE
(] - - &
E &BB(A) | MIDDLE PUNCH [MIDDLE PUNCH [KNEE KICK rmﬁn)(susrfn MDD - IMIDDLE KICK | MIDDLE SLASH
-
h@ LOWER KICK | LOWER KICH | LOWER KICK | oo | e LOWER SLASH
£ |UPPER SPIN KICK[UPPER KICK | HIGH KICK | HIGH KICK | URPER HOOK UEELI BUNCILLIUMP AND SLASH
KEPA)B) [HIRYL NO KEN] [[TRIANGLE JUMP] |sUMPING KNEE RICK] | (HURRICANE KICK] [[TYPHOON FLURRY] | mres kot srines | HIRYU NO KEN
PAD) Jume
PRI So ik | LOWER KICK | LOWER KICH | LOWER KICK | eooeviee | oo LOWER SLASH
® @ | $pin Kick [MPOLE Kick [KNEE Kick| KICK o | MIDDLE ynnie kick | MboLE stash

90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

F0-DAY LIMITED WARRANTY:

Culture Brain warrants fo the original eonsumer purchiser that this Game
Paki"PAK") shall be free from defects m materinl and workmanship for
u petind of 90 days from date of purchase if o defect covered by  this
wecurs during this Xday wurranty Period, Cultare Brain will e
puit or replace the PAK. at its option. free of charge

wan

To receive this warrunty service:
I B0 NOT return your defective Game Pk 1o the retailer

2 Newfy the Cubiure Bran Consumer Service Depanment of the
peablem requiring warraniy service by calling;  1-206-442.2339,

Our Consumer Service Depariment i in operation from 9 ; 00

AM 1o S:00 P M. Puific Tane, Mosday through Fridayitime
subject 10 changel. Please Do Not sond your Pak 10 Culture Brain

befure calling the Comumer Serviee Department

1T the Culture Brain Service Represwniative is unable o solve the
problem by phone, you will be provided with a Return Authorize:
thon number. Simply recond thia number on the outside’ packuging
af your defective PAK, und return your PAK.

FREIGHT PREFAID AND INSURED FOR LOSS OR DAMAGE.

together with your sales shp or similar proofol-purchase within
the Wh.day wartanty period 1o

Culture Brain USA, Ine.
Consumer Service Depanmem
15318 NE 90ih Redmond

WA 9ROS Y
KA &

This warrany shall not apply If the PAK has boen damaged dy negli-
gence, acident, unreasanable wse, modification, Lampering, or by other
Causes uieluted 1o detestive materials or work manihip

REPAIRS # SERVICE AFTER EXPIRATION OF WARRANTY:

If the PAK devclops a problem afier the $0-day warranty period, yoin
may wontsct the Culwre frain Consumer Service  Department  af the
phonc number noted st befl, I the Culture Braim Service Representitive
is unable to solve the problem by phone.  you will be sdvisd of the
approvimate cost for Cultere Brain 1o repair or replace the PAK and will
be given o Rétum Autharieation nuenber

Vo may then record this number on the outside packaging of the de-
lective. PAK and return the defective PAK.
AND INSURED FOR LOSS OR DAMAGE 1o Cullure Brain,  en-
Claning @ cheek or money order payable fo Culture Brain, for (he east
quoted you

WARRANTY LIMITATIONS

ANY APPLICABL| IMPLIED WARRANTIES, INCLUDING
WARRANTIES OF MERCHANATHILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY
DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT
TO THE CONDITIONS SET FORTH HEREIN, IN NO EVENT
SHALL CULTURE BRAIN BE LIABLE FOR CONSEQUENTIAL
OR' INCIDENTAL DAMAGES RESULTING FROM THE BREACH
OF ANY EXPRESS OR IMPLIED WARRANTIES.

The provisions of this warmanty ure valid in the Unised States and
Canndi only, Some wiates - provinces do ot allow. [imitations on how
long an implied warranty bty or exclusion of consequentiol or ingi -
dental damages, so the wbove limitaions and exclusion may not apply
10 you. This warrunty gives you specific Tegal rights, and you may ahso
have other rights which vary between stules - provinees

FREIGHT PREPAID




