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LDOK FOR THIS SEAL WHEN
TING GAMES AND
ACCESSC}MES TO ENSURE
PLETE COMPATIBILITY
WITH YOURCAMEBOY SYSTEM.
ALL MINTENDO MRODUCTS ARE
LICENSED BY SALE FOM USE
ORNLY WITH OTHER
AUTHORIZED  PRODUCTS
BEARING  THE  OFFICIAL
MINTEMEO SEAL OF QUALITY,

LICENSED BY

Thank you for buying RING RAGE™ far Game Boy, We suggest
you read the manual completely before playing the game,

TAKING CARE OF YOUR GAME

1} IfFyou play for long periads, take 2 1016 15 minute break every lour o so.

2) This equipment is precision-built, Do nat use or store it under conditions of
extreme temperature, or subject i to raugh handling or shock. Alse, da not
disassemble the unir.

3) Do nar touch the terminals or let them come ints cantact with water, as this
can cause malfunceion

4) Do not wipe this equipment with volutile selvents such as thinnor, benzene, or
alcohal,

5) Store the Game Pak in Its protective case when not in use.

ADVISORY
READ BEFORE USING YOUR GAME BOY SYSTEM

A very small portion of the population may experience epileptic seizures when

viewing certain Kinds of flashing lights or pateerns that are commenly present in aur
daily envirenment, These persons may experience seizures while wacching some
kinds of television pictures or playing certain videa games including gamas played on
the Game Boy Compact Video Game System, P\ayarn whnhava nothad any previous
seizures may heless have an i dition. Cansult your

NATSIME

( Nimendo‘)

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

01980 NINTENDO OF AMERICA INC.

hysician bofore playing video games if you \nwanyupllupdc condition. Consultyour
phys\cinn if you experience any of the following symptems while playing video gnmes:
aleered vision, muscle twitching, other inveluntary mevements, loss of awareness of

your surr lings, mental confusion, andfor Isi

RING RAGE'™ ®|993 Taite Corporation,
Taito is a trademark of Taito Corp. ©1993 Taite,
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GETTING STARTED
THE RULES
FIGHT SITES
GAME SCREEN_______
THE PLAYERS_10




{472 EEIRE _—3 sl ;g ' §__ W Once you turnon the Game Boy, this
Allright kid, this is the big time--we're on the road to the TWF FalEeiEE peein us SRl obegl

[%
Championship! Just listen to me, your old coach, and ['ll steer play. ; \
you straight to the top! After you choose to be one of five ¥ Select one of the three modes with SIFSTANT
fighters, grind the other four into the mat and the title will be the Control Pad, then push the Start |, IAITS,
yours! No sweat! button. See Page 6 for more details. :

—o GAME SCREEN WHESTLER  SELECT

This is how the screen looks. “:l::,.
/| —= CONTROL PAD (CP)
7 Prcss _and hold this to walk; push twice in the same : v Use the Control Pad to pick your
zreglthJ?l'rll'gN fighter. Next select an opponent. e —
/ Us:ethcseforspccialmovesandwithlheConlroIPadfcr Then push the A or Start Button. !'ll,b;‘kaimi;:l:?.l;iilrr
] combination technigues. See Pages 10-14 for details. ¥ You also use the Control Pad to
4 i L6
+—e START BUTTON choose the ring where you want to e
: Push to begin or pause the game, and to select a mode, fight, then push A. See Page 7 for [\ | L
O R R information about rings. LV
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TOURNAMENT

In this mode, you've got to wipe out four opponents
before you enter the title match. But you can do it!

1P EXTRA MATCH

O.K. kid, we choose our opponent and his level this
time. Just take two out of three matches to win!

2P EXTRA MATCH

Connect two Game Boys with the Game Link Cable
to battle a friend. You cannot both fight with the
same man,

A
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TWF MARTIAL ARTS
GIAND PRIN

i TOURNAMENT
1D EXTRA MATCH
20 EXTRA MATCH

PUSH START

TWO PLAYER SET UP

For two players, you need two Game Boys, two
Game Paks, and a Game Link Cable. After
connecting, push Start.

._v..

You get to choose the arena, so thlnk carefully Pick your
favorite city to keep your spirits high. There's nothing better
than a home audience!

MIAMI sisisiciiimisanns NORMAL RING
LOS ANGELES ....... NORMAL RING
CALGARY i NORMAL RING

..IRON RING
CHAIN RING

NEW YORK .eeenes
.84 o | (89,1 50 HIN—"
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TURNBUCKLE e

b |—= 1 PLAYER

ROPES o—

-—e 2 PLAYER

—® RING MAT

_o 2 PLAYER'S

SCREEN

1 PLAYER'S -] L W
SCREEN gﬁ = [LX
o
TIME
POWER i s

METER &

I RORES S RING MAT

Some attack skills use the ropes, but
you cannot protect yourself with them.

Stand tough, kid. Once you are on the
mat, you can't leave it for any reason.

TURNBUCKLE

You can't throw an opponent into the
turnbuckle, but you can leap onto him
from it.

TIME

Each game is three 10-minute rounds.
You lose a round if you go down for the
count.

1, 2 PLAYER'S SCREEN

You can watch the faces of your fighter
and the opponent in these boxes.

1, 2 PLAYERS

Atthe beginning, Player 1 (you) appears
on the left, Player 2 on the right.

POWER METER

When your opponent’s meter is below
50%, try for a pin. Injuries lower your

power,

COUNT

The count begins if a player is being
pinned. He must rise by the count of
three.
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GUNBOAT RODY weestune SPIKE WRESTLING
HEIGHT .. . 6-FEET, 5-INCHES HE| G T it aisiaisst i 7-FEET, 6-INCHES
WEIGHT ...... . 230 POUNDS WEIGHT ...... . 330 POUNDS
| BIRTHPLACE ... <. AUSTRIA | BIRTHPLACE ... ... NEW YORK
Tl FINISH BLOW ooriereivserssnssesssssesseses CLOTHESLINE 2o FINISH BLOW wovveveveesvevvsonseneenens HIGH KICK
o™ BUTTON |  ON HIS FEET DOWN o N BUTTON |  ON HIS FEET DOWN
STANDING B RABBIT PUNCH DESTROYER STOMP STANDING B QUICK PUNCH BODY SMASH
A CANNON KICK DESTROYER STOMP A FIRE KICK BODY SMASH
A+B _ |CANNON KICK PANCAKE A+B__|FIREKICK PANCAIGE
RUNNING B LARIAT ATTACK LARIAT ATTACK RUNNING B UMPINGKNEEBLOW | FIST DROP
A DROP KICK ELBOW DROP A UMPING KNEEBLOW | GUILLOTINE DROF
A+8  |SHOULDER TACKLE _ |SHOULDER TACKLE A+B__|KNEE DROP KNEE DROP
B DIVING ELBOW DROP | DIVING ELBOW DROP "FROM TOP B DIVING KNEE DROP___| DIVING GUILLOTINE DROP
A DIVING ELBOW DROP | DIVING ELEOW DROP OF A DIVING KNEE DROP | DIVING GUILLOTINE DROP
A+B | TURNBUCKLE BOMB | TURNBUCKLE BOMB TURNBUCKLE| A+ B | TURNBUCKLE BOME | TURNBUCKLE BOMB
Control Pad|  COMBINATION TECHNIQUES Control Pad|  COMBINATION TECHNIQUES
NOT USED | ELBOW SMASH 25% NOT USED |HYDRAULIC KNEE LIFT
¥ BOOMERANG TOSS 50% ¥ BOOMERANG TOSS
€9 |POWER THROW B5% € |POWER THROW
T CLOTHESLINE 100% 1 HIGH KICK
- V-




HEIGHT .,

YASHA

KARATE

. 6-FEET

.220 POUNDS

BIRTHPLACE . o JAPAN
FINISH BLOW . ... SUPER KICK
oL LIONNT BUTTON | ON HIS FEET DOWN
STANDING B STRAIGHT PUNCH BONE STOMP
A FRONT KICK TO THE WAIST | BONE STOMP
A+B AIRPLANE PANCAKE |
RUNNING B PENETRATING PUNCH | PENETRATING PUNCH
A KNEE DROP KNEE DROP
A+B SCISSOR LEG ATTACK | SCISSOR LEG ATTACK
FROM TOP B DIVING KNEE DROP | DIVING KNEE DROP
OF A SCISSOR LEG ATTACK | SCISSOR LEG ATTACK
TURNBUCKLE At+B TURNBUCKLE BOMB___| TURNBUCKLE BOMB

_|Control Pad|

| COMBINATION TECHNIQUES

25% NOT USED | PENETRATING PUNCH
50% 4 BOOMERANG TOSS
85% e AIRPLANE THROW
100% * SUPER KICK

! _-:i-_‘

SHADAM WRESTLING

i HEIGHT .. .. 6-FEET, 3-INCHES
4 | WEIGHT .. 270 POUNDS
i ; B\RTHPLACE . THE MIDDLE EAST
el FINISH BLOW .ooiivviaiismsrsssissnrissn SUPER THRUST
o IONNT BUTTON | ON HIS FEET DOWN
STANDING B DESERT PUNCH DRILL STOMP
A DOUBLE KICK DRILL STOMP
A+B DOUBLE KICK PANCAKE
RUNNING B HYPER PUNCH HIP PRESS
A SPINNING ATTACK SPINNING ATTACK
A+ B FRONT KNEE DROP FRONT KNEE DROP
FROM TOP B DIVING KNEE DROP DIVING HIP PRESS
OF A DIVING KNEE DROP | DIVING HIP PRESS
TURNBUCKLE A+B TURNBUCKLE BOMB | TURNBUCKLE BOMB
'l POWER Control Padj_ COMBINATION TECHNIQUES
25% NOT USED | HYPER PUNCH
50% 3 BOOMERANG TOSS
B5% o SAND BAG THROW
[00% T SUPER THRUST
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N O JOE KICK BOXING
i BEGET s iins 6-FEET, 4-INCHES
WEIGHT ..... o0 260 POUNDS
" | BIRTHPLACE . ...SAN FRANCISCO
el FINISH BLOW v ...SUPER UPPERCUT
TOLTONENT) BUTTON ON HIS FEET DOWN
B WILD JUMP JELLY 5STOMP
STANDING A JELLY KICK JELLY STOMP
A+B 3ELLY KICK | PANCAKE OPPONENT |
RUNN B TRAIGHT PUNCH STRAIGHT PUNCH
e A FLYING KICK FLYING KICK
A+B KNEE BLOWY KNEE BLOW
"FROM TOP B DIVING K Lo DIVING KNEE BLOW
OF A BIVING KNEE BLOW | DIVING KNEE BLOW
TURNBUCKLE| A +B TURNBUCKLE BLOWY | TURNBUCKLE BOMB
[ POWER |Control Pad COMBINATION TECHNIQUES |
25% NOT USED | BODY SLAM
50% ¥ BOOMERANG TOSS
85% &+ KO THROW
[00% 1 SUPER UPPER CUT.
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Warranty

slatsume Ine, warrants 1o the original purchasar of this Natsurme product that this game pak is free foin delacts in mater-
als andl werkmanship 1or a perlod of pingty (90} days from e date of purchases. This Malsumea product is sold “as 18"
witheut axpressed o implied saranty of any kind, and natsume is not habile for any losses or damages of any kind rosull-
ing fram the use of this product. It a detest covered by this warranly occurs during this 90-day warranty poriod, Nalsume
will reparr of replace the game pak, at its option, {ree of charge, Send produst pestage paid, along with dated proof af pur-
chase, 1o 1he address shown below,

This warranty snall not be applicacle and shall bo void if the defect in the natsume product has arises through abuse,
anreasenably Use, mislreatinent or neglect THIS WARRBANTY 15 1N LIEU OF ALL OTHER WARRANTIES AND NO
OTHEA REPRESENTATIONS OR CLAIME QF ANY NATURE SHALL BE BINDING QN OR OBLIGATE NATSUME. ANY
IMPLIED WARRANTIES APPLICABLE T THIS PRODUGT, INCLUDING WAHRANTIES OF MERCHANTABILITY AND
FITNESS FOR A PARTICULAR PURPGSE, ARE LIMITED TO THE NINETY (00) DAY PERIOD DESCRIBED ABOVE. IN
NOEVENT WILL NATSUME BE LIABLE FOR ANY SPEGIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULT-
ING FROM POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT.

Somea slatas ta not allow limitations as to hew long on mpled warranly lasts anddor axclusions of limitations of incidental
o consoquential damagas. so he above hmitalions andicr oxelusions of liability may not apply 10 you. This warranty gives
you speilic rights, and you may alsa have other dghls which vary from state 1o s1ate.

Natsume Inc.

Customer Service C/O SVG Distribution
8411 8. La Cienega Blvd.
Inglewood, CA, 90301
Tel:(888) 784-0409
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