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Thank you for purchasing Natsume Championship
Worestling for the Super Nintendo Entertainment System.

We are proud and delighted that you chose to add our
title to your video game library. Please read this manual
to assure your complete enjoyment of our product. We
hope you have many hours of entertainment with this
sports game.

WARNING: PLEASE READ THE ENCLOSED CONSUMER
INFORMATION & PRECAUTIONS BOOKLET CAREFULLY BEFORE
USING YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK.
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OF NINTENDO OF AMERICA GAMES AND ACCESSORIES TO ENSURE
NATSUME INC. ING. 1 1881 NINTENDO OF COMPLETE COMPATIBILITY WITH YOUR
1243A HOWARD AVENUE  AMERICAING. SUPER NINTENDO ENTERTAINMENT
BURLINGAME, CA 94010 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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SET-UP/USE OF MULTI-PLAYER

Setting up and using The Multi-Player.

Please note that a controller must be plugged into
the first port of the Super NES and the Multi-Player
adaptor must be connected to the second port of
the Super NES. Use controller #1 to make the
game selections.

You can use the Multi-Player in the exhibition match

and the Round Robin tag match mode. The Multi-Player
works when a 2 player tag team takes on another 2
player tag team. (Not vs. the computer). In the Exhibition
match mode, choose 4 players tag. In this mode, you
and a friend will be playing against two other friends

In a tag match.

At the start of the game, the player inside the red
corner is controlled by the #1 controller which is
connected directly to the Super NES, and the player
that is resting outside the red corner by the #2
controller, which is connected to the Multi-Player.
The player on the blue corner is controlled by the
#3 and #4 controller. Please note that controllers
#3 and #4 are connected to the Multi-Player.
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GAME PLAY

This game can be played with 1 or 2 players or against
the computer.

To begin, insert the game pak into your Super Nintendo
unit and switch the On button.

Title Screen:

Once the unit has been turned on, the title screen will
appear, and the demo will run. You can skip the demo
by directly pressing the start button.

Using the Control pad:

¥ Button
X Button
L Button
R Button
Control Pad 513“ A Button
Sele-::t

B Button
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HAMMER-THROUGH WHEN GRAPPLING OPPONENT. WILL THROW HIM AGAINST THE ROPES

PUNCH

MOVE- (WEAK) USE WHEN GRAPPLING OPPONENT. T
GRABSING AN OPPONENT, ON THE GROUND.

KICK

MOVE - (MEDIUM) | USE WHEN GRAPPLING OPPONENT sy

HOLD USE WHEN SLIGHTLY APART, THIS MOVE IS DIFFICULT,

.................................... BUT WHEN SUCCESSFUL, YOU CAN THROW YOUR OPPONENT IN ONE SWOOP.

| GlounowoLd | USE WHEN OPPONENT ISDOWN.

MOVE - [LARGE) USE WHEN GRAPPLING OPPONENT. s
GETTING UP ON RING [ ‘WHEN WRESTLER IS OUT OF THE RING, T mmmmmmemsemeeeeeey
HAVE THE WRESTLER TURN TOWARDS THE RING.

CLIMBING UP ON TOP ROPE | MOVE WRESTLER TOWARDS A CORNER POST,

.................................... THEN PRESS A AND UP ON THE CONTROL PAD.

S HIN G O O BN L oo ee oo e e e s se e e I
AWAY FROM A PIN POSITION| KEEP PUSHING BUTTON. j
PIN PRESS NEAR OPPONENT WHILE HE IS DOWN.

e A A T e L L L S e R S i L s e e e A S RS SN
TOUCH MOVE WRESTLER TOWARDS TEAMMATE USING THE CONTROL PAD,

AND THEN PRESS L. DO NOT LET GO OF THE CONTROL PAD.




Start:

At the title screen press start, when starting from
the beginning. When continuing, enter password,
and select the mode using the A button.

Mode:
Select the mode of your choice.

Player Configurations:

In this mode, you can choose the number of players,
the difficulty, and the length of the match. This is done
by moving the cursor using the control pad and
pressing A or Start to confirm.

Player selection:
Select the player of your choice using the control pad
and pressing A or Start to confirm.
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GAME RULES, conr.

Game Over:
1. Pinned by opponent. (3 count)
2. Defeat by ring out. (10 count)
3. Defeat by being on top of the rope. (5 count)
4. Draw by double ring out. (10 count)

Continue:

At the end of the game, pressing the Select button will
cause a password to appear. Record this password in
order to continue.
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Time meter changes in six steps according to the
remaining power of the wrestlers. Even if a player is out
of power, if he doesn’t use any moves, he will recover.

REMAINING TIME

POWER METER

PLAYER

REFEREE
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GAME STRATEGY

1. Timing of the move
When two players come very close they will raise
their arms to grapple. The best time to place a
move is the moment when the wrestlers are about
to touch each other.

2. Small moves most effective in the beginning
It is difficult to successfully administer a big move
in the beginning of the game because the opponent
still has a lot of power.

3. Attack from the back
When the opponent is down on the ground, use
the Y button to get him in a half-up position, and
move toward his back quickly (for slipper hold,
kicking, etc...]
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GAME PLAY MODES .

Championship Tournament:
In this mode, after deciding which player you want to
be, you must defeat every player in order to win the
tournament. You may choose the length of the match
to be 10 or 20 minutes, and you can select the
difficulty setting. Either easy, normal or hard.

Championship Tag Match:
Championship tag match is basically the same as
the Championship Tournament, however, you have
another player waiting at the side of the ring to relay
you when you get tired. In order to tag the resting
player, move in the player’s direction and press L
at the same time. This will put the resting player
into play. In the 2 player tag mode, you and another
person are one team. The resting player is put into
action by tagging him.

Round Robin:
In the Round Robin mode you can choose to play
from zero to six players against zero to six computer
players. First select, in the mode option, how many
human players against how many computer players
you would like to challenge. Then select your players,
a grid will appear-.

Move the square to
choose your match. The
winner will be represented
with an O and the loser
with an X. The player with
the most O's is the winner
of the tournament.
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GAME PLAY MODES, conr.

Round Robin Tag Match:
This mode is the same as the Round Robin, however,
you have another player waiting at the side of the ring
to relay you when you get tired. In order to tag the
resting player, move in the player’s direction and
press L at the same time. This will put the resting
player into play. In the 2 player tag mode, you and
another person are one team. The resting player is
put into action by tagging him.

Exhibition Match:

This is the two player mode. This is a 2 human player
single match game.
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Asteroid

Height:
Weight:

Asteroid has won many
championships and is a tough
contender. He does a

6'4"
269 |bs.

great faceslam.

ASTEROID

ASTEROID
SITUATION CONTROL | LAR up DOWHN
DASHING I L SR SHOULDERTHROUGH | .
Lo e e e R e
A JUMPING KNEEPAT
ONCOMING RUNNING Ly oeasek L BOOYSLAM ... T
OPPOMENT B SHOULDER THROUGH :
e i b S s e e e
DASHING AFTER s HIGH KICK
THROWING OPPONENT 177" 8 | AUNNING KNEExiCK T oROPKIN. -~ AUNNING KNEE KIEK
ONTOROPE fre==er fiien o (e SR cannds piaa o tecie b aitdoouby: OB Aol o Ll 2o b L
GRAPPLING L BODY SLAM FACESLAM FACESLAM
""" 8 | BRANBUSTER | PILEDRNER | W.ARMSUPLEX
e s S 1
FROM A HOLD oo o ) ELDCONSMASH. .l e el
E I — ,,,,,,,,,,,,,,,,,,, L ELE-QWSMASH ‘‘‘‘‘‘‘
AT GlilloriNE whie | TORTURER COBRATWIST |
HEj'D kﬁm“ IIIIIHILE ........... AT eI r YT T T T T T T E T T L r T T T
QPPONENT 15 DOWN B STOMPING
m ]‘HEGHWND - i-lﬁlll -.Eﬁkiéh-ﬁé.ﬁ llllllllllllllllllllllllllllllllllllllllllllll b = - EEEEEw - |
{:ENTEH M}‘r HW%K - L e Y T T T T T Y I P R R R R T T T TEETRT N TR aEEEEw - |
WHILE OFPONENT IS DOWN ON [} STOMPING
TPI‘-EGHGJM“ b 'rlr*rr— 1117'|-Kl.ﬁ1E-Elh'ﬁiﬂ'rPl lllllllllllllllllllllllllllllllllllllllllllllllllll TEFETETTRERER R TR RS
LEG AITTAE“ WHILE R R . R R R SR R o ] B
OPPONENT IS DOWN B STOMPING
ONTHEGROUND [ 2T TREV SHRMPHOLD Ty Foessmmamsrnnay s
REMATTACKWH!LE ------------- D e I e N I T ) - - - - - -
OPPOMNENT IS DOWN B KICK
ON THE GROUND paviniecasiad BT e e (PSS
HEAR ATTACK WHILE ¥ REAR RALLY ART
ENTISN T a e B R s
DPPON MMOSREZED i e L i e i e




M. ROACH
Height: 5'9"
Weight:

229 |bs.

M. Roach has earned his
nickname by being very
slimy. M. Roach enjoys
delivering pain. Watch
out for his backdrop

18

SELEGCT

M. RODACH
SITUATION CONTROL |L&R up DOWHN
DASHING St o FRMINGRER o e e
N S | e S
A ARMWWIP 0000 [ e e
ONCOMING RUNNING ... Y. ]| ELBOWBAT o e e L
OPPONENT | B | SHOULDERTHROW
A ARMWHIE | e
DASHING AFTER Y ELBOW SMASH
THROWINGOPPONENT  |r-ezreerfrimeatmt ettt s dsinags iy L SN
ONTO ROPE s et
A AFMWHIP
GRAPPLING | L e e LT
...... B IBRANBUSTER ~~~  TPLEDRIVER | N.BREAKERDROP
A | poT [ BACMDROP
FROMAHOLD L o I KNUGKLE PART o iiened ——
o, COR.
- T, s s T
HEAD ATTACK WHILE
GPP’D'NENT IsDﬂWH TrTTeraaeE .-.éi_ﬁ';‘.ﬁi.pkg.....".... - B B e -l - e i e
m "“lE GRGUND foeooem :I" '''''''' é U|i_1.éi'.|.j‘.].'E. .[iﬁ.d'.:-.. ] P P e
CENTER BODY ATTACK B
WHILE OPPONENT ISODOWNON [ 5" T" StoMemE T [rosmmeera SRR RN b S e
'!'HE Gﬂw“n ----- A -------- é i_-c-H:iF-I-}:H-:i ------------------------------------------------------------------------
LEG ATTACK WHILE
OPPOMENTISDOWN [T E """"" 5-‘ ‘T{S\':’IF'-INEQ ............................................... iy 5 T
O THE GROUND L - k .-H‘E‘I:‘Si‘lﬁihipi-lﬁl:[] aaaaaaaaa i e e L e
REAR ATTACK WHILE
OPPONENT 1S DOWN T B I
GN THE GHQUHD ------ ii ....... .é[.E.E.-ﬁ.-E.ﬁHﬁﬁ T s e R
REAR ATTACK WHILE ] GERMAN SMASH
CPPONENT AL P - RN SOBTER e s . P
e s x| R -
FROM TOP ROPE ¥ MISSILE KICK
B MISSILEWICK | Ty
A MISSILEWICK | Ty
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H. Snake:

Height:
Weight:

a'9”
245 |bs.

H. Snake is a very sneaky
player, and is not very well
liked. He is however a
formidable opponent, and
his pile driver is very strong.

H. SNAKE
SITUATION CONTROL | L&R up DOWN
pasHNG | Y___| FIGHTING KICK
...... B, ].oRopRicK T
2 TR R e
ONCOMING RUNNING || o B KN E PUNCH L e [
opPONENT || B..| SHouoeRTHROW 1 |
; T R
DASHING AFTER | Y | KNUCKLE PUNCH 1
THROWING OFPONENT B nﬂﬁp}{lﬂ“ """"""""""""""""""""""""""" i e o
oNTORORE | peed T i P g TR [P
GRAPPLING Y] Booystmw L KNUCKLEPUNCH = I FACESLAM
.....B....| BRAINBUSTER .| PILE DRIVER s -
A oot BACKOROP
FROM A HOLD sk ERDOWEMAEH. b sk
T — s s SO
A DROPEICK CESARNTWIRY T T
HEAB IﬁTrﬂEHWILE B laa . ey e g iy .
GPPONENT IS DOWN S I ) ORI (e astaerssotlc
U‘NIHE GHGLFN'D hasamam h’ LI "IS-‘I'F&:‘IP.ME‘ .................. PP e e R e g oo e e 4
CEMTEHBDDYAHAE“‘ brerrrmrnnme T L T L R L T T —— S —— SRR EEEE
WHILE OPPONENT IS DOWN ON 8 | STOMPING
-‘-HE GHOUNU bescnss A-r -rr-iqr-srf&iﬁlﬁ ------------------------------------------------ - srarsmew
LEG H”aﬁﬂ WHH-E poescscsaa e R S e R N Y T L L T T =
OFFOMENT IS DOWN ] sToMPING 00 | T Ty e
0N THE GROUND 3 -.l. - H-E-;J_S;'I-Fll-h;lh:ial_f} ...............................................................
REAR ATTACK WHILE s R R e A R e S s e e ] e et Tt e
OPPONENT 1S DOWN ) B KICH
N THE GAGLD ? T T s S
REARATTACKWHILE | O WL, SN WS S ——
OPPONENT IS IMMOBILIZED | | B “““““ f:_' gﬂy@@qﬁlgx L
! it e i R R
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The Viper:

Height:
Weight:

Viper, a real gentleman off
the ring, is a true barbarian
during matches. Watch out

61"
248 Ibs.

for his facekick!

THE VIPER

THE VIPER

SITUATION CONTROL| L&R uP DOWN
B ¥ 1 AL S N SO
B KNEELKICK

,,,,,,, i A et [P M e s o e
ONCOMING RUNNING | 1 e JUMPING FAGEKICK L. cerecrnesnnesiad AR PR A i
OPPONENT B SHOULDER THROW HMEELﬁFEH

St ot e e B G e
DASHING AFTER Y FIGHTING KICK
THROWING OFPONENT S - 1'HHEEI.KICK L Crl s Cxiemlnn bt
WDHWE - rr-i---- "'ﬁx{[‘i;&‘n’f ---------------------------------------------- R S
GRAPPLING Y BODYSLAM FACEKICK

"""" é"‘""'éh'.ni}'ri'a'ﬁs'féﬁ"""""""iill'é‘l:iﬁ]@#ﬁ""'""'"" [POWERSLAM

Y - S Ty by - 2 rirYS
FROM A HOLD ceeinad ] LOWKICK e e

B HE‘J H{}ECHG'F'

— R T
HEAD ATTACK WHILE
OPPONENT 1S DOWN N S I | PR e e e P Lo
O THE GROUND — ) i ﬁhiﬂ”ﬁé{ﬂb‘h‘i‘ ------------ wramans = A s PP R ey e e PR
CE MTER BDD? ATTACK aaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaaa
WHILE OPPONENT 15 DOWN O B STOMPING
THE GROUND T I ] [l i e
LEG*TTACH WHFLE - T . ama - - - B e L
OPPONENT 15 DOWN STOMPING
ON THE GROUND Pt B P g
REAR ATTACK WHILE | T — T v [Rr e
OPPONENT 15 DOWN B KICK
ON THE GROUND I ‘"j,""' ‘.F{iiTB.ALrK‘!CI': """"" i TR i I 1
REARATTACKWHILE | = ¥oad REARBMAEMY oL cinnnnisankusmamamaionis
OPPONENT IS IMMOBILIZED B GERMAN SUPLEX

I R e e
FROM TOP ROPE ¥ DIVING ELBOW

,,,,,,, EDIUTHGELB:GW

_______ B e A

*
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PHANTOM

Phantom:
Height: 6'0"
Weight: 258 Ibs.

The Phantom always seems
to hit you from nowhere.

Be prepared to be frightened
against this opponent. He can
do a mean elbow smash.

PHANTOM
SITUATION CONTROL | LER up DOWN
DASHING weeeeten . SHOULDERTACKLE | S — S
Bl LLCROSSCHOR ... | U |
A RALLY ART
ONCOMING RUNNING .....X....] SHOULDERTACKLE | I |
OPFONENT - . SHOULDERTHROW 1 e e
A RALLY ART
DASHING AFTER . I SHOULDERTACKLE 1 e e
THROWING OPPONENT B CROSS CHOP
ONTO ROPE A RALLY ART
GRAPPLING R, (. BODYSLAM ..o L A ELBOWSMASH ...
.....B....]. BRAINBUSTER .. 1. PILEDANVER e
A por BACKDROP POWERBOMB
FROM A HOLD oo XL ELBOWSMASH L e B
B L TOBKICK e -
i CROSS CHOP COBRATWIST
H.EAD AITACK WH'LE -------------------------------------------------------------------------------- - —e -
OFPONENT 15 DOWN B STOMPING
ON THE GROUND pomrditbeen 1 s el s ) (e i
CENTER OO AT | L i
WHILE CPPONENT IS DOWN ON B STOMPING
THE GROUND """I """" -S'fﬁdﬁh'-é """""""""""""""""""""""""""""""""""""""""""""
LEQATIAGIIRE Lk il e s R et
OPPOMNENT 1S DOWN B STOMPING
OMN THE GROUND s i R R e et et st i =
REAREITACKEWHILE ool o e e e e i
OPPONENT 15 DOWN B KICK
ON THE GROUND rasseiensndo T e it Lot el ot
REAR ATTACK WHILE RS e i e e T e T
OFPONENT IS IMMOBILIZED B BACKDROP
i e et [ R SRR
* % % 17 * * X



Fangz:

Height:
Weight:

Fangz has been known to
bite and suck the blood of

61"
262 Ibs.

his opponents. Great

powerbomb.

FANGZ

1=

SELEOT

SITUATION CONTROL |L&R up DOWN
DASHING ¥ HIGH KICK
O e e NG

A I S R

ONCOMING RUNNING N, SO N VTS | PR T

opPoNENT L. - SHOULOER THAOUGH, 4. o V— IE————
A RALLY ART BACKDROP

DASHING AFTER Y HIGH KICK SHOULDER TACKLE

i dl B L Rianerneeiick L e

ONTO ROPE A RALLY ART

GRAPPLING R0 s — k. S N AR, i
I o N . L - S| I
A DoT POWERBOMB BACKDROP

FAOM A HOLD Y KNEEKICK

THE GROUND

KNEEOROP

A FACESLAM TORTURE COBRATWIST
HEmATTAcH II.IIHI"E R e L T - - - - b - - mmEw -
OPPONENT IS DOWN B STOMPING

ON THE GROUND e e 12 S SR . I
GENTER BODY ATTACK O | U | SR W——————
WHILE OPPONENT IS DOWN ON B | STOMPING

LEG ATTACK WHILE

OPPONENT IS IMMOBILIZED

BACKDROP

OHTHE GrOUND A | REVERSE SHAIMPHROLD | RS B
REARATTACKWHILE | | Vi T SR
OFPOMENT 1S DOWN B KICK

ON THE GROUND e s 1T T e — ienaan ] — |
REARATTACKWHILE | Y. ] BEARRAUYART | N W,

*
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Spike:

Height:
Weight:

Spike is not only tall, he is
strong. Say your prayers
when confronting his DDT.

6'4"
2/9 Ibs.

SELEODT

SPIKE
SITUATION CONTROL | L&R up DOWN
DASHING sieeiia LAROER TARRLE - e e i
...... B e RN e e e
A RALLY ART
ONCOMING RUNNING [, (e b e S O FTE et F e R S e
OPPONENT o - e 113 DROPRICKE el AUNNINGENEEKICK 1 s
A POWERSLAM RALLY ART oot
DASHING AFTER AERET: P HIGH KICK
THROWRA 0 i : e S —— Aot e
ONTO ROPE oHEMY: o i e R R e il
GRAPPLING T et BOOYSLAM ...l BODYSLAM )] FACESLAM ..
..... B ... BRAINBUSTER . LPLEDRWVER 1 W ARMSUPLEX
A POWERBOMA BACKDROP Dor
FROM A HOLD ceneedo L ELBOWSMASH L son i
,,,,,, L L T ST NTIrr T T
A BODYSLAM
HEmAnhGKWHILE prcsesmn s L T T E T Ty T PR T S RS
SPPONERT = DOV 2 N [t E SRk
m "HE GHWNE ------ :l- ------- .K}Ié.-E.Ii.-HE'P. ............................................. R e S
CENTEH BGDY A.I—EﬁEK ...................................................................
WHILE OPPONENT IS DOWN OM a STOMPING | il
THE GROUND i [ R
LEG h‘FT#CH WHILE ------------------------------------------------------------------------------------------------
OPPONENTISOOWN |77 B STOMPING _
ON THE GROUND A REVERSE sHRMPHOLD | ] N T
REARATTACKWHRE | L ] . s ik
OPPONENT IS DOWN B KICK S
OMTHEGROUND = [ T SLEERPERHOLD T A BEar: Tt
REAR ATTAGK WHILE L. CH I REARRALLYART 1 T
OPPONENT ISIMMOBILIZED | '8 | 'BACKDROP - M) PR
A BACKDROP 1
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Big Ape:

Height:
Weight:

62"
322 Ibs.

Big Ape has earned his
nickname from being Huge,
with his weight at 322, you

can bet he is a gorilla. Watch
out for his avalanche hold.

BIG APE

BIG APE
SITUATION CONTROL| L&R upP DOWHN
pASHNG [ v... | swoupermacke L .| B
: 0 T, Sy A B s e
A HALLY ART
ONCOMING RUNNING |y | weHwek BODYSLAM el
OPFONENT | B |roomaumace 1oL e
A POWERSLAM RALLY ART
DASHINGAFTER | - v lmewwek | SHOULDERTACKLE |
JhowmGaroNENE B..|.oRoekick .1 FQOTBALLTACKLE . |
ONTO ROPE A RALLY ART
GRAPPLING I T T T e e e | ELBOWPAT
..B | sranpuster | PILEDRIVER | | POWERSLAM
A Lot POWE RBOMB AVALANCHE HLD
FRAOM A HOLD co e BB - L e e
Ty 1 o SRR B0 | N —
A COBRATWIST ELBOWSMASH
HE"‘DAT“":KWHILE o il R 1... e -....I ........................
ON THE GROUND A ' WNEEDROP
CENTER BODY ATTACK e e e [E— ] IS——
WHILE OPPONENTISDOWNON | B | stompmg L o o i
THE GROUND A KNEEDROP
egaTTackwine | ] P — ] S
OPPONENT IS DOWN LB Lsromewe | [N I
ON THE GHOUND A AEV. SHAIMPHOLD
REAR ATTACK WHILE T | N R
OPPONENT IS DOWN B B e
GrEONEMOOANT L e
REARATTACKWHILE | v .| Reammauyamt ] IR | W |
OPPONENT 1S IMMOBILIZED Bl Backprop ] I — e
A BACKDRAOF

* ok Kk 20 %
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J. Kraze:

Height: 6'3"

Weight:

A former mental patient,
J. Kraze has turned his
violent behavior to good
use. Good bodyslam.

277 lbs.

<. KRAZE
SITUATION CONTROL | L&R up DOWN
oASHNG [ Y....] SHOULDERTACKIE . | [ RSRETR DR
....... B l.omoerek e
[ RALLY ART
ONCOMING RUNNING L. Y. ] HGHEICK = e ) | [
OPPONENT A - T SHOULDER THROUGH | DROPKICK, . oeevanes
A RALLY ART RALLY ART
DASHING AFTER | Y....|.swoupeRTacke | HIGHKICK ...
THARWING QPP QNI B | DRoPwick ] [i——————— | N T e
ONTO ROPE A RALLY ART
GRAPPLING L LLBOOYSLAM e eeeeeeeeee e e e e
....... B... | BRANBUSTER | PREDRIVER o eesseenasnes
A ooT POWERBOMB BACKDROP
FROM A HOLD YL ELBOWOMASH e e O o )
,,,,,,, - S L5 TENOTRSS L ST B e e (BNt e
A COBRATWIST BODYSLAM ELBOW SMASH
HEADATTACKWHILE | | T e 1) R T
OPPONENT 1S DOWN STOMPING
OPROTENL o0 B Tt M AR ke riiat ievieis
CENTERBODYATTACK | | . L AL PRI T (L o P NP A
WHILE OPPONENT 5 DOWN ON B A R Pt P e | ey Do R EOVI ] oo S Py P
THEGROUND [T P T i ) (i aRngted beidire
LEGATIAGRWHRE:  —  lesval e e e i s il £ 5
OPPONENTISDOWN | | B __|L.STOMPNG . ... L e T e e LY
OM THE GROUND A REY SHRIMPHOLD
REARATTACKEWHILE L L i e TS oS S 0 o o Py e e
OPPONENT 15 DOWN B T L T o
T che e T — —
REAR ATTACK WHILE .Y | REARRALLYART s I R et S (Y
OPPONENT IS WMMOBLIZED | | B | BACKDROR . ... Vo an s b e e
A BACKDRAOR

* Kk Kk 21 %
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Python:

Height:
Weight:

62"
302 Ibs.

A big wrestler, he can
swallow his opponents
whole. He has a great
throwing powerbomb.

19

HELECT

PYTHOMN

SITUATION CONTROL | L&R up DOWN

DASHING S el 2 SHOMUERTMRLE .o ) o s i s daad e

el PRDERICK. o e e e

A RALLY ART

ONCOMING RUNNING L YL ELBOWPAT ] HIGHKICK i | BODYSLAM, ...

OFPCNENT .....B_ .. ] SHOULDERTHROUGH | FOOTBALLTACKLE | T ——— _—
A RALLY ART

DASHING AFTER R LI I SHOULDERTACKLE 1| HIGHKICK | eeenenn BOOYSLAM ...

THROWING ORPONENT B l.pRoekck ] FOOTRMLTAGKE 1

ONTO ROPE A RALLY ART

GRAPPLING I, g o V) U (RPN -2 ¢, |/,
8. | eaampusten Teweomver L i
A npT BACKDRCP THROWING P B.

FROM A HOLD oY | ELBOWSMASH T U —
B L ENEEUFT ) TOEKICK ... veveenen b JOEKICK ..
A COBRATWIST ELBOW SMASH

HEAD ATTACK WHILE R R S| ———

OPPONENT 5 DOWN LB LELBOWDROP, L i enennerae b ere s enrarasasanns

ON THE GROUND A KNEEDROP

CENTERBOOYATTACK | ARSI T | | E—

WHILE OPPONENT IS DOWN ON B STOMPING ol i S—

THE GROUND Jrezienges OEEDROP

LEG ATTACK WHILE N SR | ESU U ——— i ) N ——"

OPPCNENT 15 DOWN B LSTOMPING L eeeerceeene e e

ON THE GROUND A AEV. SHRIMPHOLD

REARATTACKWHILE L e e mn e mmeeen ] vraen e e

OPPONENTISDOWN | 8.1 A= e Y I ——"1 O ety

08 THE GROUND A SLEEPERHOLD

REAR ATTACK WHILE Y DHEMERMLYIRT o ibeiatiorris el sy o i m

OPPONENTISWMMOBLIZED |~ s I mackomoe 1

| A BACKDROP
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K. Bruto:

Height:
Weight:

6'3"
312 lbs.

K. Bruto is a 3 time

champion, and an opponent
to reckon with. He has a mean
high angle powerbomb.

K. BRUTOD

SITUATION CONTROL | LAR uP DOWN
DASHING b L OROERTREE L e e
ST DRORRIGIE - e e S
A RALLY ART
ONCOMING RUNNING Ty i I ELBOWPAT ...l 20 0 T OO IR R S e
OPPONENT [3 L FQORBALL TACKLE - oo oo e
A RALLY ART PGWEHSU'-H
DASHING AFTER .Y ] HIGHKICK PR [ SHOULDERTACKLE 1 . ...
THAOUINE OFFONENT .8 lomoexick | FOOTBALL TACKLE
ONTOHOPE ; e B R
GRAPPLING SR T b BROVLAM. e s e o
.....B.. | sramsuster 1 PLEDRVER ] POWERSLAM
A UBT BACKDROP H. ANGLE P. BOMB
FROM A HOLD . . ELBOWSMASH ... T T LT
NN O T SN I O (S ——
A COBRATWIST ELBOW SMASH
HEADATI-ACK WILE D . S T R L ] e T IITTTTI T YT ssssaganses PR app—
QPPONENT IS DOWN ;) ELBOW DROP
ONTHEGROUND @ [ _g ....... im}_EED‘ﬂ‘OEI .............. o o e s B s o s e TR B R B RS e R -
CEHTEHHm‘f"ﬁmK frremasnnnmen SR - - L S e L r L T L T T T T s PSR e
WHILE OPPONENT ISOOWNON [ 8 Tsromemns | I
Tk RO ; B e
LEGATTACKWHILE | ] [ | DU | ————————"
OPPONENT 1S DOWN B STOMPING
eigagalfet o B W — B L
REAR ATTACK WHILE | | —— I . N .
OPPOMENT IS DOWN B KICK
R R T T e T
REARATTACKWHILE =~ | .} Y.l REARRALLYART | I e
OFPONENT IS IMMOBILIZED L N Backorop i
; e e N
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Conan:

Height:
Weight:

With no manners whatsoever,
he is likened to a barbarian.
Get out of his way when he
does a football tackle.

6'9"
259 Ibs.

CcCONAN
SITUATION CONTROL| L&R up DOWN
DASHING — L S SHOULOERTACIRE. L i eniininviinbhdib annith sinshaars o rass
....... ) I VARSIt S SN [
A JUMPING SHOULDER
ONCOMING AUNNING ... ) frooll 2 REV-MOZCHOP. - . 1 ELBOMPAT L ininiiiviveiinans
OPPONENT oy A SHOULDER THROUGH | FOOTBALLTACKLE b o eeeeienennnes
A ARMWHIP
DASHING AFTER L AT L i e
THROWING OPPONENT B DROPKICK
ONTOROPE [ AT NG SHOULDER
GRAPPLING oy S BOOYSLAM ... ARMWHIP | REY. H.CHOP
.- N A BRAINBUSTER | PLEDRIVER . ... 2
[ Dot BACKDROP POWERBOME
FAOM A HOLD oY | ELBOWSMASH . Yol esara ramas nT
B L AR O I, e
A ARMWHIP COBRATWIST
HEAD ﬂnﬁ.ﬂ“ WHILE T e e e L L L
OPPONENT 15 DOWN 2] STOMPING N
ONTHE GROUND e T i e A
CENTER BODY ATTACK e bt e RS R T D T S RS
WHLE OPPONENT GOOWNCI' . 8 | STOMAING ... L s psssissrsiassianessoss
THE GROUND A | STOMPING
LEG ATTACK WHILE | e — i s e e T
OPPONENT IS DOWN 8 STOMPING R Y R p
ONTHEGROUND ™" A | REV. SHAIMPHOLD
REAR ATTACK WHILE AR S L e A R O R R
OPPONENTISDOWN | 8 1. - ST S NP PRI | ————
ON THE GROUND A SLEEPERHOLD
REARATTACKWHILE | LA 2 ity SEETTSTIRIER| [P O TR EITaN I
OPPONENT IS IMMOBILIZED. | N GEAMANSUPLEX | e i [——
A BACKDROP
FROMTOPROPE | : ) T, MOONSAULT PRESS | | R ———
______ SN s e ) R I—
A MOONSAULT PRESS
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NATSUME LIMITED WARRANTY

LIMITED WARRANTY

90-Day Limited Warranty

NATSUME INC. warrants to the original consumer that this NATSUME Game Pak
("PAK”) shall be free from defects in material and workmanship for a period of 80 days
from date of purchase. If a defect covered by this warranty occurs during this S0-day
warranty period, NATSUME will repair or replace the PAK, at its option, free of charge.

To receive this warranty service:

1. DO NOT return your defective Garme Pak to the retailer.

2. Notify the NATSUME Consumer Service Department if the problem is requiring
warranty service by calling: [415) 342-1712. Our Consurmner Service Department
is in operation from 9:00 A.M. to 5:00 P.M. Pacific Time, Manday through Friday.

3. If the service technician is unable to solve the problem by phone, he will provide
you with a return Authorization number. Simply record this number on the outside
packaging of your defective PAK, FREIGHT PREPAID AND INSURED FOR LOSS OR
DAMAGE, together with your sales slip or similar proof-of-purchase within the
S0-day warranty period to:

NATSUME, INC.

Consumer Service Department
1243A Howard Avenue
Burlingame, CA 84010

(415) 3421712

This warranty shall not apply if the PAK has been damaged by négligence, accident,
unreasonable use, modification, tampering, or by other causes unrelated to the
defective materials or workmanship.

REPAIRS AFTER EXPIRATION OF WARRANTY:

If the PAK develops a problem after the S0-day warranty period, you may contact the
NATSUME Consumer Service Department at the phone number noted previously, If
the NATSUME service technician is unable to solve the problem by phone, he may
provide you with a Return Authorization number. You may then record this number
on the outside packaging of the defective PAK and return the defective PAK, FREIGHT
PREPAID AND INSURED FOR LOSS OR DAMAGE, to NATSUME, enclosing a check or
money order for $20.00 payable to NATSUME, Inc. NATSUME will at its option,
subject to the conditions above, repair the Pak or replace it with a new or repaired
PAK. If replacement PAKS are not available, the defective PAK will be returned and
the $20.00 payment refunded.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTIBILITY 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 NATSUME BE LIABLE
FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF
ANY EXPRESS OR IMPLIED WARRANTIES. The provisions of this warranty are valid
in the United States only. Some states do no allow limitations on how long an implied
warranty lasts or exclusions of consequential or incidental damages, so the above
limitations and exclusions may not apply to you. This warranty gives you specific legal
rights, and you may have other rights which vary from state to state.
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WRESTLING NOTES
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WRESTLING NOTES
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INFORMATION HOTLINE
(415) 342-9231

NAISUME

NATSUME INC.
1243A HOWARD AVENUE
BURLINGAME, CA 94010

FRINTED IN JAPAN



