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O Thi is a high precision Game Pak. It should 
not be stored in places that are very hot or 
cold. Never hit it or drop it. Do not take it 
apart. 
Q Avoid touching the connectors. Do not get 
them wet or dirty. Doing so may damage the 
Game Pak and / or the Control Deck. 
()Do not clean with benzene, paint thinner, 
alcohol or other uch solvents. 
()Store the Game Pak in its protective case 
when not in use. 
()Alway turn the power off before inserting 
or removing the cartridge from the Game Boy9 

System. 
() When playing the game for long periods of 
time. it is recommended that you take a I 0 
to 20 minutes break for every 2 hours of play. 



After the Tusk Soldiers were defeated, another warrior group called 
the ff Dark Dragon '' ca me to power. The world of contact sports is 
in chaos again. Now the Dark Drago n are on their way to ff Mounta in 
of the Dragon '' wl1ere our hero Rick , the Flying Warrior, was born. 
Their purpo e i to obtain the ff 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 

--- $) button 

~=::::::._--'-------CONTROLLER button 
~ ~ '------ START button 

"---Y-'___,,,7'-------SELECT button 
. 

• OPERATION CHART /MASTER 

~ - @ ) + @ 

Po ture kick-middle punch-midd le 
. 

k ick-m idd le spin 

0 up j ump defen e kick-upper punch-upper spin kick 
uooer * ( H irvu no ken) 

0 right wa lk/ defen e - big jump )'I midd le k ick-m idd le punch-midd le 

~ wa lk / defense -left big jump midd le 

0 down def en se-1 ower 
. . 

pin kick-down tr1pp1ng quat 

* When the KO gauge 1 ful l, yo u ca n use a specia l techn ique, H iryu no ken. 
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PERATIDN 

SPECIAL OPERATION 
When you gr,1b ,tn o pponent by his ,trm w hi le defending your upper part, you can throw 

11 i m by push i 11g c:fr1 ,t nd ) + (13) (Ku ng-f u ft gh ter on I y ). 

When the KO g,1uge i fu ll and you ,tre tr,1n. formed in to ,l W arri or, 

cosmic aucer by pt1shing (B) . When yo t1r enemy gr,1sps y<) U, you c,1n 

pea ting 0 or + (8) . e er,1 I times . 

•ATHLETIC 

~ - (8) 

po ·ture punch ki k midd le . 

cP> up 
. 

defense 
Jump 

Jump punch kick LI pper upper 

~ right 
. 

w,11 k defense Jump 
punch ki ck n1idd le 

0 1eft 
midd le • 

Jump 

V down def en. e I ower leg . weep quat 

you ca n fire the 

brea k loo e bv re --

) + (8) 

. 
k ick-m idd le ptn 

pin k i ck -upper 
(Hirvu no ken) 

) 

~ 

. 
kick-down sp in 
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Flying Warriors, the supplementary story 

journey, and man - to - man match. 

• How to read the screen display 

your life score 
. I 

YOU I I I I I I I~ I I J OOOOCC JO 

LO >>>>> ~ 300 
• • 

..... KO gauge time 

has 2 
. 

action modes : A scroll action 

• 

* You will encounter various types of 

enemies on your journey. You will clear 

each round by defeating one of the 

MATENSHU. 
• • ........ kind of cosmic saucer There are four rounds to clear . 

'----Your enemy i waiting for you behind the door ! 



·-- -----------------------------------------------------------­allrllr--- -- .. ,. --- • -- .,. ---.r• Ir-- a-.rar-- - .. ,. --,. -- • •-.ra,.,_~,. ~ •-.r- .,.,. .,.,. • 

THE JOURNEY 

• How to read the Sub-screen 

Pu h START button to enter the sub- creen. 

J: l<E 

BLUE 
RED 

GA■ EN 

S-FIIF 

} I. Medal you have obtai ned 

} 2. Number of ecret file 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 encou nter Evi l Warriors, Rick will transform into 
a Flying Warrior. 
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• Mind's Eye 

During the 

the weake t 

match 

part 

you 

of the 

3. HOW TD PLAY 

wi ll ,ee a ©) mark on the fi ghter'~ body. That indicate 

fighter' , body. 

Defend when it ,1ppec1r on your fighter ' body, 

attack when 1t ,1ppe,1r on the opponent' body. 

When a (;fJ mark appear, , hit the @ mark. 

Yo u can at t ,l ck e er a I ti me without the opponent 

fi ghting. back . When yo u ~ucceed in defending, your 

KO gauge wi 11 g,t in more power. 

When the KO g,1ugc become full , you can u e the 

pecial technique ,ind the c--- o mic aucer. 

,--------- CAUTION---------

The KO gauge ha different feature~ when in the Jo urney or Match mode. 

• 
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THE MATCH 

• How to read the screen display 

your life score 

YOU []II CI I--1 l_[J 
KO CIII l:I_.._I 1: 1:J 
E N~~ ~ 

00000 

300 

magic water opponent 's life time 

• Encounter in the Dark Field 

Tran fo rmati on - \\. hen y<.) LJ cnc<.) unter MATEN SHU, 

choo e TRANSJ-.ORMATION in the ub- crecn . 

The fo ll ow ing technique ,ire ,1 ailable when the KO g,lugc i~ 

f u 11 . 

(13 

+ ~ • • · •••••• Hi ry u no Ken 

··· ·····•Co mic Saucer 
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Obtain the e 

4. ITEMS 

. 
items by breaking block during the journey . 

COIN this will 
. 

rat e 

your score. 

MAGIC WATER - you 

will regain your strength 

with this water. There are 

two kinds of magic water : 

one that gives you the trength 

immediately and the other that you ca n 

keep for later use. Pu h SELE T button 

to use the magic water. 

COSM IC SAUCER -

There are three kind of 

o m ic Saucers. 

OSM IC SH IELD -

Your KO gauge will regain 

power. 

TOP SECRET F IL E -

You can find out 

information about 

Dragon in this file. 

u eful 

Dark 
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CD Choose ' ' o ne player ' ' in select mode. 

® Choose athletic o r master . 

@ Level o f the game . 

@ Your fi ghter a nd the type o f match you want to play . 

EXPERT 

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

I I 



CD Onl y one per, on ca n choo e the fo llowing. 

CZ) C hoose ff 2 player '' 
. 

elect mode. In 

® C hoo e clthletic or ma ter, le el o f the game, 

the type o f match you w ant to play. 

e ISSUES OF THE MATCH 

Y ou ha e 3 
. 

pl ,1y. The fi ghter w h() lo~c5 minute~ to 

the w ho~c 
. 

less th ,tn hi~ 
, 

gauge o r ~core I <)pponent 

I f the cores o f b<) lh fi ghter are eq ua I, yo u c cl n p I ,t y a 

12 

a 11 his Ii fe 

lose · the 

rematch. 

LEC Ti MBDE.tlllllllll!I-­

AC T J:ON 

ONE Pl.AYER 
~ TWO PLAYERS 

lW(l PLAYE RS 

-oPERATXOH HOOE­
STANDARD 
HA& T E R 

TYPE------.<·~ 

KUNG FU 
OICARATE 

K,BO>CXNG 
H - ARTS 

BOX XNG 
NRESTL R 

S MOROHAN - S HJ:P ---
power a5 hown on 

match. 
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7. FIGHTERS YOU CAN OPERATE AND THEIR FEATURES 

K NG-FU 
Originated in C hina. There 
,tre many di fferent trick 
which are ea y to u e. 

KAR ATE 
Originated in J"1pan , and i 

ery popul c:tr a ll o er the 
world . T he TR IANG LE 
J MP i · a uper accur,1tc 
and potent kick . 

K IC K BO X ING 
One of the tronge t fi ghting 
meth od in the who le world . 
The JU MPING KNE K IC .. K 
i a effecti ve technique. 

-

WR ESTLING 
T he trength of hi · muscles make 

him as trong a · iron, o it i 
d ifft cult to knock him dow n. 
His punch i al o powerful . 

BOX ING 

A powerful punch ca n be 
very u eful , but i rather 
difficult to control. 

MARTI AL ARTS 
Originated in the USA u 
ba ic ka ra te technique . 
Thi u ·e techniq ue. from 
a ll fi ghting tyle . 

. 
1ng 

DOU BLE SWORDM ANSIIIP 

Specia l technique u ed only 
in thi s game. It i u ef ul 
when ,1ttacking from a di. -
ta nee ·1 nd i good for a 
hand ica p match. 

13 



B. OPERATION CHART FDR ALL THE FIGHTERS 

K UNG-FU KARATE KICK BOXING MARTIAL ARTS BOXING WR ESTLING DOUBLE 
SWORD MANSHIP 

UJ <o> U PPER D E F ENS E/SMALL JU MP V) 

z ~o> UJ MIDDL E D E FENSE/ WALK u.. 
UJ qp LOW ER D EF ENSE/SQU AT 0 

~ ® UPPER KICK UPPER KICK HIG H KICK HIG H KICK JAB PPER P NCH UPPER SLASH 
HEAD G RA S P 

~ ® MIDDLE KICK MIDDLE KICK KICK MIDDLE Kl K MIDDLE MIDDLE KICK MIDDLE SLASH STRAI ,I-IT 

0 ® LOWER Kl K LOWER KICK LOWER KICK LOWER Kl K --·········· --. -. ---. -. - LOWER SLASH 

~ PPER P H PPER PUNCH UPPER PUNCH UPPER PUN('H TRAIG IIT lJ PPL. R PU ( ' H UPPER SLASH 
HEAD G RAS P 

::.::: 
u 

~ ® Kl K Mll) D LE <( MIDDLE P CH MIDDLE P NCH KN E Kl ( ' K MIDDLE KICK MIDDLE SLASH 
I- BRAIN BU TER STRAI HT 
~ 

0 ® . . . --------- LOWER KIC'K LOWER KIC~f LOWER Kl K --. . . . -. --. . -. ---------- LOWER SLASH 

---
c;p@@ PPER SPI KICK U PPER Kl ( ' K HIG ~I Kl ( ' K 11 IG H K l ( ' K UPPER HOOK PPER P NCH JUMP AND SLASH 

llllRY NO KE ] jTRIA GLE J MP) IJ MPING K EE Kl KJ jHURRl(A E KICK] ITYPHOO [ l l RR\ ] 
•◄ EAO ( , RASP 

HIRYU NO KEN J MPING K EE ATTACK 

0 ®® JUMP 

0 ®® LOW ER LOWER KICK LOWER Kl H LOWER Kl K LOWER SLASH 
SPIN Kl ( 'K 

--. -. . -. -. -. -. -- -------. 

®@ MIDDL.f 
MIDDLE KICK KN E KICK 

KIC' K MIDDLE MIDDLE KICK MIDDLE SLASH PIN KIC' K BRAIN BUSTER STRAIG HT 

14 
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90- DAY LIMITED WARRANTY NINTENDO GAME PAKS 

90-OAY LIMITED WARRA Nl 'Y: 

( ' ulturc Brain "~1rrant'> to the ong1n.il con~umer purcha~r that th1-, (jJnie 
Pak( .. PA K ") ,ha ll be free from defech 1n mJterial and \\.-Orkman<,h1 p for 

a period of 90 days from da te of purcha-,e 1f a defect CO\ered by thl\ 
\\arranty occur-, during th1-, 90-day \\J rranty Period. ( ulture Brai n \\ill re 
pair or replace the PAK . at 11<, option. lree of charge 

To receive this warranty service : 

I . DO () I return yo ur defcct1"e (iame Pak to the reta iler. 
2. ot1fy the ( ' ulture Brain ( on,u mer • er\ ice [)epartment of the 

problem requiring "arranty -,er"1ce by c..,lling 1-206 -882-2339. 
Our ( 'o n-,umer Ser"1ce Department " 1n operation from 9 : 00 
A. M. to 5 : 00 P M Pacific Time Mond<1y thro ugh f-rid ay(t1 me 
subject to change) Plea<,e Do ot ..end your Pa k to {' ulture Brain 
before ca lling the ( ' on<,umer en,1ce l)cpartment 

J. If the ( ' ultu re Brain • er"1cc RepresentJtl\C ,., unable to oh-e the 

problem b} phone. you "ill be pro"1ded ""1th a Retu rn Authoriza­
tion number. Simply record th1'> number on the out<,1de packaging 
of your defective PAK . and retu rn your PAK 
FREIG HT PRE:PA IO A O ~ RFD f OR LOS OR DAMAGE 

together ""1th your '>a le.. -,lip or -,,milar proof-of- purchase w1 th 1n 
the 90 -day "'arranty period to · 

C ulture Brain A. Inc 

( ' on umer Service Department 

153 15 · E 90th Redmond 

WA 980 52 

RA -... 
This 'warranty hall not apply 1f the PAK ha been damaged dy negli ­
gence. accident . unrea onable use. mod1ficat1 on. tampering. or by other 
ca uses unrela ted to detective material or workman h ip 

REPAIRS/ SERVICE AFTER EX PIRATION OF WARRANTY : 

If the PAK develops a problem after the 90 day ""<1rranty period. you 
m<1y contact the ( ' ulture Brain ( 'on umer Service Department at the 
phone number noted at left If the ( ' ulture Brain erv1ce Represcntat1"e 
1, unable to solve the pro blem by phone. you "'1 II be adv ised of the 
<1pprox1mate co t for ( ' uhure Brain to repai r or replace the PAK and will 
be given a Retu rn Autho rization number 
You may then record th, number on the o ut 1de packaging of the de­

fcct1"e PAK and return the defective PAK . F-R EIG HT PR PAID 
A I) I S RED FOR LOSS OR DAMAGE to ( ' ulture Brain. cn ­
clo.,.ng a check or money order payable to Culture Bra in. for the co'-1 
quoted you 

WARRANTY LIMITATIONS: 

A ) APPL I ABLE IMPLI ED WARRA TI ES. I ( ' L [) ING 
WARRA l it O f- MERC HA ATBILITY A D FITNE: t OR A 
PARTl( ' lJLAR P RPOSE. ARE HEREBY LIMITf:.D TO I E-1 Y 
l)A f ROM T HE DATE Of- P R(' HASE A D AR [ BJE:('T 
TO T Hl '0 D IT IO S SET f- ORTH HEREI . I O E:VE T 
. tl Al l ( ' l T lJRE BRAI BF LIABLF- f-OR ( '0 EQ ENTIAL 
OR I ( ' IDE TAL DAMAGE RE LTI G f-ROM T Hf BRE:.A H 
0 1 A Y EX PRE. OR IMPLll-O WARRA T IE 

The prov, 10n of th1 warranty are alid 1n the United tale'> and 

( anada o nly Some tale!. prov1nc~ do not allo"' lim1t<1t1 un-, on ho"" 
long an implied warran ty la t or exclu ,orr of consequential or 1nc1 • 
den tal damag~. so the abo"e lim1tat1o n and exclusio n may not apply 
to you. Th, warran ty g1v~ you pcc,fic legal rights. and you m.,y aho 
have other right~ which vary between '>lates provinces 
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