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SAFETY PRECAUTIONS

Thank you for purchasing American Sammy’s NINJA TARO Gameboy cartridge,
Before you start, please read this manual carefully and follow the instructions.

1) Avoid subjecting this high precision Game Pak to exlreme temperatures and
shock. Furthermore, never attempt to disassemble your game pak.

2) Do avoid touching the connectors, Store the game pak in its protective
STORAGE case.

3) Use of thinners, solvents, benzene, alcohol and other cleaning agents can
damage the game pak.

4) Pause for 10-15 minutes after 2 hours or more of
continuous game playing.
This will extend the life of your game pak.

LIGENSED BY

NINTENDO, GAME BOY

AND THE OFFICIAL SEALS

ARE TRADEMARKS OF
NINTENDO OF AMERICA INC.
W1891 NINTENDC CF AMERICA

"THIS OFFICIAL' SEAL 1S YOUR
ASSURANCE THAT NINTENDC, HAS
APPROVED THE QUALITY OF THIS
PRODUCT, ALWAYS LOCK FOR
THIS SEAL WHEN BUYING GAMES
AND ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY WITH
YOUR GAME BOY SYSTEM
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ONCE UPON A TIME...

In an age of civil war in Japan, one warlord by the name of Nobu Oda fought to
unity the nation. His ambition was almost realized, when he heard a rumor that
Shin Takeda, an old and feared rival, was dead. He called his counsel and argued
the situation...

"What? Shin dead!?"

"Well, sir, it is only rumor..."

“Make certain of it — there can be no mistakes...find me the best Ninja warrior!"

At that time, in the countryside of Hida, a lone ninja trained under the great master
Kashi-Koji. His name was Ninja Taro.

The story opens as Taro visits his master's dwelling. ..

CAST OF CHARACTERS

KASHI- Ninja Taro's master,

he will give the young ninja

©advice and items as the
story progresses.

NINJA TARO- The hero of the
game — hey, that's you! g

' NOBU ODA- The ambitious future
| ruler of Japan. He employs Taro to
| discover the whereabouts of Shin.

.‘- find many interesting and helpful
persons, as well as a few villains,




CONTROLS AND INSTRUCTIONS
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PLAYING SCREENS

Fighting screen- This is the main action
screen, where you'll fight mensters, discover
secret passages, and find treasures.

Interaction screen- Allows you to talk to others
in villages, houses, castles, etc.
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items for use in the fighting screen here,

HOW TO START/SAVE

Start your game: To start a game from the beginning,
place the cursor on START, and press the START button,
When you want to continue, select CONTINUE from the
menu, and press the start button. When you continue, you
will return to the last game saved.

Saving your game: There are several areas where you'll
be able to save your game. In villages and castles, an Inn
will be available. In some mazes and in the countryside,
you can save your game with certain characters. When
asked if you want to save, select YES. You will then be
given the option of saving in either File 1 or 2, After you
select the file, you can quit the game by selecting YES
when asked, or select NO if you want to continue the game.
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GAME SCREEN DESCRIPTIONS

YA TREASURE BOX LOW CLIFF
g Contain valuable items Use a ladder to
and equipmeant. lraversa,

DCOR OF DOOM
Entrance into
monster lairs,

NINJA TARQ —————

ITEM EQUIPPED ~—— ITEM EQUIPPED
INB IN A
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LEVEL OR . LEVEL OR QuUANTITY " STONE STATUE NARFOW RIVER

QUANTITY OF ITEM QF ITEM IN A Often located around secret Use a Water Spider to
INB HIT POINTS entrances. Use an Otering, traverse.
and the statwe will help you.
CASTLES l STAIRWAY

VILLAGE Similar 1o a Village. Yeu'll CAVE ENTRANCE PIT Allows you 10 move
Talk to villagers or find persens of Imponance Enfrance to One-way trip up or down in an
SAVE atan Inn, in these places. underground caverns. underground. area.
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COTTAGE CAVES STALAGMITE VILLAGE ENTRANGE
Talk te occupant(s), Scattered throughout Some ma* be secrat Entar a village thraugh
the territory. doonvays! here,
DANGER!

10




EQUIPMENT SCREEN EXPLANATION

EQUIPPED ITEM INB
[In case of weapon,

Weapon Level + Power Level)

MAX. NO. OF

; EQUIPPED ITEM IN A
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QUANTITY OF I'l'EMJ
(Max, = 15)
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ITEMS WHIGH AFFECT THE STORY.
YOU CANNOT MANIPULATE THEM

WHEN A WEAPON IS EQUIPPED

Asum-
M| TOTAL WEAPON POWER

USING THE EQUIPMENT SCREEN

To change the equipment you are currently using, first press the START button, then follow the instructions below,

1. To change the equipment on the A button, first
press that button,

2. A cursor will appear on the items currently in
use.

3. Hold the A button and use the controller to
move to the new items — either left or right.

4. Release the A button, and the item you have
selected will be ready for use,

Follow the same procedure for the B button.
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ITEMS FOR A TRAVELING NINJA

There are two categories for Ninja Taro's equipment. While some are immediately
effective as soon as you possess them, others must be used in a particular
position by the game-player. Below is a list of those items.

WEAPONS

BASIC ITEMS

Ninja Sword- The basic weapon of
the ninja, it will become more
powerful as you advance, It is your
most powarful attacking weapon

Offering- Use these items to
receive hints from the Stone
Statues.

Murasame Sword- An agile
sword, the Murasama is capable
of attacking enemies on either
side of Taro. However, it is not as
powerful as the Ninja sword,

“
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Ladder- Place the ladder against a
Lraak in the cliff, and you'll be
able to climb it.

Throwing Knife- Slim and fast,
the knife is perfect for quick
eliminations, but it is not very
powerful,

Water Spider- Used to traverse
rivers at their narrowest points,

Throwing Star- An elegant
weapon, the Star is not as fast as
the knife, but it is mare powerful!

)
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Bomb- A very potent time-delay
Weapon,

BASIC ITEMS

IMMEDIATE ITEMS

Those items are immediately effective ance you pick them up,

[Camouflage- Use this, and your
enemies won't know you from
your surroundings!

Power item- Gain 1 extra
point of power.

T
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Fire- Creates flames around Ninja
Taro that can burn ancoming
enemias, The fire will extinguish
after a short time,

Life item- Gain 2 points
towards your maximum hit
points.

Herb- Heal your wounds and
recover hit points,

Amulet- Get this item and
gain 2 hit points after the
defeat of an enemy,

Medicine- Recovers maximum hit
noints.

Meat- Recovers 4 hit points,
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TRAVELING TIPS FOR THE UP AND COMING NINJA

RULE #1

RULE #2

RULE #3

RULE #4

RULE #5

There are secret doorways almost everywhere, Search every inch.

As the story advances, visit the important people — Kashi, Nobu,
and the daughter of the Ninja Master. You may find much needed
information.

Be careful of how you use your items. The placement of some may
be critical to your adventure. Investigate first, then decide where to
use certain items.

In the beginning, Ninja Taro will not be well-equipped. Try fighting
the weaker enemies for a while, gain some items, then move-on,

Many of the characters you meet have lots of information. Even
though they seem like they're finished talking, it's a gocd idea to
press the conversation further, as that might not be all they have
to say!
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THE FIRST SCENARIO
The Samural's Stolen Scroll

When Ninja Taro begins his adventure, his first duty is to help the Samural to recover his scroll, This

scenario will not only get you started, but aid you in future adventures as well.

Taro's quest begins in
Baeng \| his master's audi-
(EE SRR ence. He is instructed

MOy
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As Tare enters the
countryside, you'll
soon find that he is

1o visit Lerd Nobu because of a pressing matter,
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rather weak and easily hurt. Nevertheless, attack
the enemy, so you may find extra items to help in
your quest. Try the frogs near the river lo receive
axtra herbs.

When you reach the village, you'll find
that the south gate is locked, and none

can pass without the key. Oh, well..
Might as well visit the Samurai, He will tell you of the thief that has
stolen his gift scroll, and paint to where the fiend can be found. You
might want to stop at the Inn to save your game — just in case.
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90-DAY LIMITED WARRANTY:

Aamerican Sammy Corporalion ("Amencan Sarmmy’) warrants to the original consumer 1hat this AMERICAN SAMMY Game Pak
CEAKT ot ineluting Game Pak Accessories of ROBOT ACCESSORIES) shall be frae lrom delacts in material and workmanship for
0 pencd of 90 days rom date of purchase. I a detect coverad by this warranty occurs dufing B0-day warranty periad, American Sammy
will rapaur of repace the PAK, at its opton, froe of charge

[T | Tureoeve llis warranty service
[ T T N I IR BT t D0 NOT return your defectve Game Pak te the relaler
2. Notily the Amencan Sammy Division of the preblem requiing warianty serice by calling (213) 3207167,
== 3, IFne Amencan Sammy $omaco loehnican 15 unable 1o solve the problem by phone. he will provids you with a Returm
Enter the cavern and make your way to the Door of Wateh aut! The thief is fasl and tricky! Autnarization numier. Simply reeord this numbor on thi oulsdo packaging of your defoctive PAK, and raturm yaur PAK
Doom that sils in an adracam room. There are Iots of You'll have to defeal him in order to ;:l?;: ::qr.uuald. atyour rigk of damage. logether with your salas slip or similar proot-of-purchase within the G0.diy warranly
chests and valuable equipment down here, retrieve the scroll, Amorican Sammy Cofperation Gonsumar Division

2421 205th Sirewt, Suite 0104, Torranco, GA 90601
This warranty shall rat apply if the PAK has besn damaged by negligence, aceident, unreasonable use, modilication, 1ampering, or
by other causas unralated 1o defective materials or workmanship.

AEPAINS AFTEA EXPIRATION OF WARRANTY!
I the PAK dovolops a prablem alter the 90-day warranty period, you may contact American Sammy Consumer Service Division at
! ! o 1 tho phone number nated above, | the Amarican Sammy sorvico technician (s unablo to selve the problam by ghena, hi may provide
T [T you with @ Roturn Aulhorizalion number, Yeu may (hen recerd (his number on the outside packaging of the detective PAK and return
[ MIEFET 0 1 hean by OFEM T G, the defective PAK freignt propaid 1o American Sammy, enclosing a choch or menoy erder lur $10,00 payablu lo Amurican Sammy
OLUF R, Carparation. Amarican Sammy will, a1 15 option, subjeet o the conditions above, repairihe PAK or replace It with a new or repaired PAK
If repracement PAKS are not available, the dofective PAK will bo retumod and the $10.00 payment relunded,

Once you're back In the wllaga go to lhe-Samurau

and ratum ihe soroll, Heyl Ther's Al a key I the ANY APPLICADLE IMPLIED WARRANTIES, NOLUDING WARHANTIES. OF MERCHANTABILITY AND FITNESS FOR 4
1 p iy’ LICABLE | = 1ES, INCI ) 5 H, | | B
bag, just right for the south gate of the village! PARTICULAR PUAPOSE, ARE HEAEBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND FOR A PARTICULAR
B d h | h PUAPOEE, ARE HEHERY LIMITER TONINETY DAYSFROM THE DATE QF PURCHASE AND ARE SUBJECT TO THE CONDITIONS
eyond the i i ini | SETFORTHHEREIN, INNQ EVENT SHALL AMERIGAN SAMMY BE LIABLE FOR CONSECQUENTIAL OR INGIDENTAL DAMAGES
y 7 gate es t e vasl and 1aSCInat|ng wc”d Of Nln]a Taro BESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES,
You'll have to flgure eVelehI ng else out from here... Tha provisions nrlme WATTANTY 470 valid 10 116 Umloﬂ Stalos only. Soma states do natalow | milations on how long an mpled warranty
: it o il oF 1ne: 0 the above imitations ang exclusion may not apply 10 you. This wareanty
Good ‘UDk, and QDOd hunti ng' Qves you spoclio Iﬁqnl rlghl' and you may also have uther rights whicl vary Trom state e slate,
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