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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 patterns that are commonly present in our daily environment. These persons may 
experience seizures while watching some kinds of television pictures or playing certain video games 
played on the Game Boy Compact Video Game System. Players who have not had any previous 
seizures may nonetheless have an undetected epileptic condition. Consult your physician if you experi­
ence any of the following symptoms while playing video games: altered vision, muscle twitching, other 
involuntary movements, loss of awareness of your surroundings, mental confusion, and/or convulsions. 

LICENSED BY 

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

Official 

(Ni!1tendo) 
Seal of Quality 

THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT 
NINTENDO® HAS APPROVED THE QUALITY OF 
THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL 
WHEN BUYING GAMES AND ACCESSORIES TO 
ENSURE COMPLETE COMPATIBILITY WITH YOUR 
GAME BOY® SYSTEM. ALL NINTENDO PRODUCTS 
ARE LICENSED BY SALE FOR USE ONLY WITH 
OTHER AUTHORIZED PRODUCTS BEARING THE 
OFFICIAL NINTENDO SEAL OF QUALITY. 
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Thank you for purchasing the Nintendo GAME BOY Sumo Fighter Game Pak. 

Before you start play, please read this instruction booklet carefully and be sure to follow 
the correct operation procedures. Keep this instruction booklet for your future reference. 
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Cautions During use 
• Always be sure the power is off before attempting to remove or insert this Game Pak. 
• If you play for long periods, take a 10 to 15 minute break every hour or so. 
• this equipment is precision-built. Do not use or store it under conditions of extreme temperature, or 

subject it to rough handling or shock. Do not disassemble this unit. 
• Do not touch the terminals or let them come into contact with water, as this can cause malfunction. 
• Do not wipe this equipment with volatile solvents such as thinner, benzene or alcohol . 
• Be sure to store this Game Pak in its protec tive case when not in use. 



• 

• 

The Legend of the Su~er Sumo Wrestler in Tokaido 

In the middle of the 19th cew1tlJF¾, there was a man named 
Bontaro Heiseiyam0 living iru RyogGku. To all of his friends, he 
was known as Bon Chan. He was the happiest man in the 
world, because he was the undefeated Sumo Champion of 
Japan and was engGJged to ®e married soon to his beautiful 
girlfriend, Miss Kayo . 
While Bon ChaK1 was training one dGM, bie received a note 
from Hambei, the evil mayor of Kyoto. ft;)e note said, ''I have 
kidnapped Miss ~ayo. Come to Kyoto if you ever want to 
see her ag0ir1 I'' ~newirlg B0n Chlan would go to Kyoto and 
try to rescue Miss Kayo, the may®r sent out his best warriors 
to destroy tMim. With Bon Chan out of the way, the mayor's 
sumo challen@er could easily take tne new title of '' Sumo 
Champion.'' 
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Can Bon Chan rescue Miss Kayo and make it in time to 
defend his title in the next Kyoto Sumo Tournament? 
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How to Play 
Sumo FIGHTER is a one pla;y.ar ection game with 15 stages 
( 1- l to 5-3) to clear. There CJre Qlso bonus stages if you can 
find them. One pla:yer guides Bonii Chan to clear all stages. 

Bon Chan has mar:iy eAemies to defeat in each stage. 
Destroy them using his sumo flighting abilities (see Play 
Control). You\ITTust challertge eAd ~eat :the boss at the end 
of each stage to continue pl0y. The final boss is the evil 
mayor and it will take everytning you neN'e to beat him . 

In each sta@e, tnere are r:nar1y items to power up Bon 
Chan's strength levefs. You will fir1d them by beating the 
enemies amd breaking obstacles. lhe higher Bon Chan's 
strength level, the more effect Ae will have on new enemies 
he encounters. Somewhere along tne way, you may find 
one of the temples which take you to the bonus stage I 
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This game has three scroll types: side, up and down scrolls. 

Starting the Game 

l) Insert the ''Sumo FIGHTER'' game pak correctly into the 
Game Boy and turn the power ON. 

2) First, ''Nintendo'' will Qe disP,layed, followed by the ''Sumo 
FIGHTER'' title screen. 

3) Below the title screen, START and Password appear. 
Choose ST ART or PASSWORD by pressing up or down on the 
Control Pad. 
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START 
Select ST ART and press A 0r the Stort button to go to the next 
screen. Choose the play level 0~ Rressing up or down on the 
Control Pad. Press the A buttoo otter your choice is made. 

EASY: 
. HARD: 

SPECIAL: 

PASSWORD 

Use tt1e EASY rnode rno begin. 
After yoa beat the EASY mode. 
Vou c0n try this SuRer Mode only after the 
HARD level. 

Password selection allows you to continue a game at the 
beginning ®f the last level you completed. There are mark­
ers throughout the play of the gaITTe. When you find one, a 
6-number ~0ssword will appear that marks your place and 
level reaotied. 6 



Be sure to write it down, because it will not be repeated. 

Select PASSWORD to get the password screen. Enter your 
password by pressing up, down, right and left on the Control 
Pad. Press the A button after you are done. If your password 
is incorrect, all the numbers will return to 0. Try entering it 

I 

again. 

4) An introduction screen appears next that shows Bon 
Chan's progress to Kyoto. Press the A or Start buffon to 
begin the journey! 
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Play Control 

Dash 
Push right or left of the Control Ras two times quickly. Bon 
Chan will run a sb®rt distance ih1 fHe ~irection the Control 
Pad is pushed . 

Long Jump 
Push A buttoP1 with dasbiog. 

_......ra 

Tuckie 
Push B button with dashing (this is like a running head butt). 
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Foot Stamping 
Push the A button and press down on the Control Pad. This 
technique will damage all enemies on the screen (the 
screen will shake). The higher Bon Chan's stamping power 
level, the more damage he causes. 

Super Slapping 
Push the B button and press up on the Control Pad. This 
technique works when Bon Chan gets the Rice Bag (number 
of super slaps is denoted by the meter under his life meter). 
Bon Ghan can then throw a wave of force at his enemies. 

9 



Screen Display 
( l) Main Picture (See Figure 1, po@e 16) 

1 Lite Meter: 
Bon Chan's life (From 3 mi~. to 8 max.). 

2 The number of Super Slap force waves left: 
(This becomes the Boss~s Life Meter at the end of a level). 

3 EX(tra) 
• Collect Bowls and Fe1ns to get extra power. 

4 LevelUp 
Bon Chan car::l increase one of his powers when EX reaches this level. 

5 Points 
Collect items and beat enemies to get points. 

6 Lives 
The game is over when Bon Chan runs out of lives. Increase Lives by 
collecting l -ups or by reaching l 00 ,000 points. 
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(2) Power Up Select Screen (See Figure 2, page 16) 

Increase Bon Chan's EX by collecting bowls and fans. When 
his EX gets high enough, the power up indicator will flash. To 
select what power to increase, press the Start button. The 
screen will change into the Power Up Select Screen. 

Press the Control Pad up or dewn to move the arrow to 
which selection you want to level up. Press A t)utton to 
choose your selecti0n or press B button to cancel. Press Start 
button to resume game play. 

You can choose to Level Up on the following strengths: 
Super Slapping, Life or Foot Stamping. 

• 
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Super Slapping 
Increase the number of roc~s yQ~ can break and the 
amount of damage to enemies. 

Foot Stamping 
Increases dam©ge to enemies. 

• Life 
Increases the Glmount of Life Powen. 
* Turning off ttie game will reset tne hig~ soore counter to 

' 100,000 poimts. 

Bonus Stage 

There are temples throughout t~e garne. By entering one, 
you have Q €hiance at a Bonus Stage. There are three types 
of games in ftie Bonus Stage: Arm, Thumb and Sumo 12 



Wrestling. Each one will give Bon Chan EX(tras) if he can 
I 

Win. 

Three reversed cards appear when you enter the Bonus 
Stage. One card is blank and the other two cards will enter 
Bon Chan into a Bonus Stage. 0hoose one card by moving 
the (arrow) mark and press the A Dutton to reveal the cho­
sen card. If you pick the blank card, you lose and return to 
the main game. 
If you pick the right 0ne, you play the Bonus Stage ~ound. 

Object of Each Bonus Stage Game: • 

Arm Wrestling 
To pull down the rival's hand to the left in order to win. 

13 
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Sumo Wrestling 
To push the rival from the rir:i~ ~~OlJ are the wrestler on the 
right). 

Thumb Wrestling f 
In this game, tble rival's power is showhl by an arrow under 

the power gauge. Tf:le rival's arrow will stop somewhere on 
the meter. Yau neetJ to st@p f®~r control arrow for a greater 
strength position in 0rder to hola dewn tHe rival's finger. If 
you are held down, y~tJ ____ can get free witrn a greater strength 
position than the riv.al. Hold aowrn youn epponent for three 
counts and ¼OU win. ~~ 

How to Pia~: rbere is a power g@uge at the bottom of the 
screen. The atrow moves from right t® left very quickly. The 
position in tbe middle of the power gauge is the maximum 
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power. Try to press the A button when the arrow is at the 
maximum power position for the best strength. The farther 
your arrow mark lands from the maximum power position, 
the weaker your strength against your opponent. Try to win 
each stage (max. 3) to collect the most EX(tras) . 

• 
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Bowl 
EX(tra) +1 
30 Points 

Stone Marker 
Stage Clear 
500 Points 

Dango 
Life+ 1 
30 Points 

Power-ups 

11 
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Fan 
EX(tra) +5 
100 Points 

Rice Bag 
Super Slapping 
+3 
500 Points 

Chanko 
Recover Life 
100 Points 

Skull 
Level Down 
3000 Points 

Amulet 
Temporary 
Invulnerability 
200 Points 

Ornament Apron 
Destroys all enemies 
with f oat somping 

1-up 
300 Points 



La Legende du Super hutteur Sumo de Tokaido. 
Dans le milieu du l 9i0me s·ieole, ii vivait un homme nomme 

•.. . 

Bontaro Heiseiyama de Ry:d@o_ku. Tous ses amis I' appelaient 
Bon Chan. II etait l'homme le plus heureux au monde parce 
qu'il etait le 'Champion lnvaiACt1 Eje la Lutte Sumo' au 
Japon et ii etair fiance avec Ip joli Mademoiselle Kayo. 

' 

Un jour pen@ant qu~ :Bon Q~an s' entraTnait, ii a rec;u une 
note de Hamtiei, le m··auveis 1rrne-1ire cde ~yoto. La note lisait, 

~-... 

''J' ai enleve M~demoiselle K~yo. Venez a Kyoto, si vous 
voulez la revoir! ,, Sav-aRt que Bon Char,~viendrait a Kyoto au 
secour de Mlle. K0~0, le moire a envoye ses meilleurs guerri­
ers pour d9t~uire le €t::i0mpiGA. $i Bon Chan n' etait plus un 
obstacle, le challenger du moire pourait certainement pren­
dre le titre de 'Champion lnvaieu.' 

Peut Bon OfAan sauver Mlle. Kayo et retourner O temps pour 
d8fendre son titre au Tournoi Sumo de Kyoto? 18 



Comment Jouer 
Sumo FIGHTER est un jeu d' action avec quinze ( 1-1 Cl 5-3) 
etapes Cl completer. II ya aussi des etapes de bonis, si vous 
pouvez les trouver. Un joueur guide Bon Chan a completer 
tous les etapes. 

Bon Chan a beaucoup d'8nemies a battre Cl chaque etape. 
D8truisez-les en utilisant ses talents de lutte sumo (voir 
Contr61es du Jeu). Vous devez lancer un d8fi et d8faire le 
maitre Cl la fin de ohaque etape pour continuer le jeu. Le 
dernier maitre est le mauvais moire Hambei et ii vous f0udra 
tout vos forces pour le d8faire. 

A chaque etape ii y a beaucoup de choses qui peuvent 
augmenter les niveaux le pouvoir de Bon Chan. Vous les 
trouverez en battant les enemies et en d8truisant les obsta-
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cles. Le plus e1eve le niveaa ttie pouvoir de Bon Chan , le 
plus d'effet ii aura sur les no~ve0t?Jx enemies qu'il affrontera. 
En route, vous allez peut-etre trouver un temple qui vous 
ammenera a I' etape ae bor:1il 

Ce jeu a trois rnanie~~s de defiler: ta ire defiler vers le cote, le 
haut et le bas. 

Comment Commencer le Jet1 
1) lnserez le ''Sumo Ml@HTER'' game ROK comme ii le taut 
dons votre Game Boy et allur;rnez I' a~gareil (ON). 
2) ''Nintendo,, apparaTter-a en premier, suivi par I' ecran titre 
''Sumo FIGHTER. ,, 
3) En dess@us de l'ecran titre, START et PASSWORD appa­
raTteront. a hoississez START ou ~ASSWORD en appuyant soit 
vers le haut o w vers le bas sur le Control Pad, le contr61e prin­
cipale. 



START 
Si vous choissisez ST ART, appuyez le boutton A ou le boutton 
Start pour continuer au prochain ecran. Choississez le niveau 
de jeu que vous d9sirez en appuyant vers le haut ou vers le 
bas de votre Control Pad. Appuyez sur le boutton A apres 
que vous avez choisi. 

EASY (Facile) 
HARD (Difficile) 

SPECIAL (Speciale) 

PASSWORD 

Utilisez le mode EASY pour commencer. 
Le prochain niveau apres que vous avez 
completer EASY. 
Vous pouvez essayer ce Super m0de 
seulement si vous pouvez completer le 
niveau HARD. 

Le choix PASSWORD vous permet de continuer un jeu du 
d9but du dernier niveau que vous avez completer. II y a des 
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marques qui apparaTteront eucours du jeu. Quand vous 
voyez une telle marque, unmet (:je posse (PASSWORD) de 
six-chiffres apparaTtera et R,rend note de votre position et le 
niveau du jeu. Soyez certain de eopiez le mot de posse, 
parce qu'il ne sefC:J pas repeter. f 

Choississez PASSWORI) Qour 0rriven a I' ecran Password. 
lntroduisez votr_e mot de f§>esse en appuyant soit en haut, en 
bas, a gauche ou a €Jreite sur votre G.onfrol Pad. Appuyez le 
boutton A d6s .§lue l'introductiora est cor:Ftpl6te. Si votre mot 
de posse est inc0r-recte, foos les ehiftres retourneront a zero 
(0). Essayez de nouve0kl ·----

4) Un ecran d'introduction suivera et montrera le voyage 
de Bon Chen a Kyoto. Appuyez le B@utton A ou Start pour 
commencef I' aventure. 

22 



ContrOles du Jeu 
Dash - un mouvement brusque. 
Appuyez deux fois, rapidement et en succession a droite ou 
a gauche sur le Control Pad. Bon Chan courrira une courte 
distance vers la direction que vous avez choissi. 
Long Jump - saut en longueur. - /\ppuyez le boutton A en 
faisant un dash (mouvement b)rl:Jsque) 
Tuckie- charger avec la tete - Appuyez le boutton B en 
faisant un dash (movement brusque) 
Foot Stamping - ecraser avec le pied 
Appuyez le bot1tton A et vers en bas sur le Control Pad. 
Cette technique endommagera tous les enemies tellement 
que I' ecran tremblera. Le plus haut le niveau de pouvoir de 
Bon Chan, le plus de dommage qu'il causera. 
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Super Slapping - des super gifles. 
Appuyez le boutton Bet vers le ~@ut sur le Control Pad. 
Cette technique marche quaAd IBon Chan a le Rice Bag 
(sac de riz) et le norrn5re de Su~er, Slap est denote sur le 
compteur sous sorn compteur de wie. Bon Chan peut envoy­
er une vague de t0rce a ces enemies. 
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Exposes de l'Ecran. 
(I) Expose Principale (Les details sur le bas de l'ecran) 

(Voir la Figure 1, page 16) 
l Life Meter - Compteur de Vies: 

Mesure le temps restant dons la vie de Bon Chan (de 3 minutes mini 
mum a 8 minutes maximum) 

2 Le nombre de Super Slap qui restent: 
(A la derniere etape, ceci devient le compteur de vie du mauvais 
moire) 

3 EX(tra) 
Rammassez le Bois et les Eventails pour augmenter votre pouvoir. 

4 Level Up 

5 

6 

Bon Chan peut augmenter un de ses pouvoir quand ses EX atteint ce 
• n1veau. 

Vies 
Le jeu est fini quand Bon Chan epuise ses vies. Augmentez le nombre 
de vies en ammassant des 1-ups ou par gagner 100 000 points. 
Points , 

Rammassez les choses et defaites les enemies pour gagner des points. 

25 
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(II) Ecran 'Power Up Select' 
~ 

(Voir la Figure l, page 16) 

Augmentez le EX de Bon ~Ban ~n rammassant des Bois et 
des Eventails. Quand son EX est ·assez haut, I' indicateur 
'Power Up' clignotera. Pour chojsir qwel pouvoir vous desirez 
augmenter, appuyez le boutton STARl. L' ecran changera 
au 'Power Up Select.' 

Appuyez vers le haut ou le b<Ds sur \1.0tre €ontrol Pad pour 
bouger la tle~he au p0bJvoir que vous 'V:Ot:Jlez changer . 
Appuyez sur le beutt0r:1 ~ pour faire une selection ou 
appuyez sur le boutt0A B potJr arnnuler. Appuyez START pour 
continuer le jeu. 

II est possible de faire un 'LEVEL Uf2' p@ur les pouvoir suivant: 
Super Slapping (Les super gifles), les Vies, ou Foot 
Stamping(EcrQlser avec le pied) . 
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Super Slapping 
Vous pouvez augmenter le nombre de roches que vous pou­
vez casser et le damage que vous pouvez causer les ene-

I 

mies. 

Foot Stamping 
Augmente le damage au eneroies. 

Life (Vies) 
Augmente le mont0nt de Life Power (Pouvoir de 'v:ie) 

Le resultat ou high score qui doit etre battu est l 00 000 
points. Si vous d9passez cette marque, votre resultat sera 
montrer jusqu ' au moment que vous etaignez le jeu. Le high 
score sera l 00 000 points de nouveau. 
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Niveau de Boni 

II ya des temples au courant dw jeu. En entrant dons un de 
ces temples, vous 0vez une ch©ITT·8e au niveau de Boni. II y 
a trois sortes de jeUJx au nivea1=1 ~e b'cDni; la lutte de bras, la 
lutte de pouce et la lwtte Sumo. Cf)aque jeu donnera Bon 
Chan des EX(fras) si ii g0gne. , , 

;~• ... ,:;:;:.,:-N 
• • > •, 

.. ,. 

Trois cartes renversees appariaTt9r0nt quClnd vous 
attaignerez le niveau de boni. Wn cGrte eSt blanche et les 
deux autre cartes ~efrnetteriont Bon .,:.Ofian de participer au 

..· .. 

niveau de ®oni. Ct60ississez u·ne carte en bougeant la 
fl0che et appuyez sue le boutton A pour retourner la carte 
chooisi. Si woUJs avez choisi la carte blanche, vous perdez et 
vous continuez le jeu principal. Si vo~s avez choisi la bonne 
carte, vous jolLJez au niveau de boni. 



---

Objet de Chaque Etape du Niveau de Boni. 

Arm Wrestling 
Lutte de bras - II faut forcer le bras de I' enemie vers la 
gauche pour gagner. 

Sumo Wrestling 
Lutte de Sumo - II faut forcer I' enemie de le ring. (Vous etes 
le lutteur a la droite.) 

Thumb Wrestli~g 
Lutte de Powce - Dans ce jeu, le pouvoir de I' enemie est 
indique par une marque (une flE3che) sous la jauge de pou­
voir. La marque de I' enemie arretera quelque part sur la 
jauge. Vous devez arreter votre marque pour une meilleure 
position de pouvoir en ordre de tenir le doigt de I' enemie. Si 
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votre doigt est tenu, vous potJ1/ez vous librer avec une 
meilleur position de pouvoir que votre concurrent. Tenez le 
doigt de votre concurrent QOur une compte de trois et vous 
gagnez. 

Commen Jouer 
II ya une jauge de po0voir au bas cde I' ecran. La marque 
(la fl8che) boruge G.ie gauche El droite avec grande vitesse. 
La position du milieu ©e la jauge es le rF1aximum de pouvoir 
possible. Essarez d'appuyer le b0uttoro ~ ~uand la marque 
est a la meilleure p0sitiopn ae pelf.lvoir poor atta igner beau­
coup de force. te r,» lus loin q~e ta mairque est de la meilleur 
position de pou\z'oir, le plus foible votre force contre le con­
current. Essayez de gagner cha~ue etape (le maximum est 
3) pour ramasser le plus d ' EX(tras) ________ ,..: 
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Sumo Fighter is distributed by DTMC Inc. Sumo Fighter and 
DTMC are trademarks of DTMC Inc. ©1993 DTMC Inc. Sumo 
Fighter is developed by l'MAX/KID, LTD. 1993. 

Package cover illustration by 
Robert Bellavance 
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90-DAV LIMITED WARRANTY 
DTMC Inc. warrants to the original purchaser of this DTMC product that this cartridge is free from 
defects in materials and workmanship for a period of ninety (90) days from the date of purchase. The 
DTMC product is sold "as is" without expressed or implied warranty of any kind, and DTMC is not liable 
for any losses or damages of any kind resulting from the use of this product. DTMC agrees for a period 
of ninety (90) days to either repair or replace, at its option, free of charge, the DTMC product. 
Send product postage paid and dated proof of purchase to: 

DTMC Inc. 
370 Convention Way, Suite 202 
Redwood City, CA 94063 U.S.A. 

(415) 367-9891 

This warranty shall not be applicable and shall be void if the defect in the DTMC product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 
OBLIGATE DTMC. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MECHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL DTMC BY LIABLE FOR ANY SPECIAL, 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THIS DTMC PRODUCT. Some states do not allow limitaions as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages, so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you spec ific rights, and you 
may also have other rights which vary from state to state . 
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370 Convention Way, Suite 202 
Redwood City, CA 94063 USA 

(415) 367-9891 
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