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Official

‘Seal of Quality

THIS OFFICIAL SEAL IS YOUR
ASSLIRANCE THAT NINTENDO
HAS APPROVED THE QUALITY
OF THIS PRODUCT. ALWAYS
LOOK FOR THIS SEAL WHEN
BUYING GAMES AND
ACCESSORIES TO EMSURE
COMPLETE COMPATIBILITY
WITH YOUR GAME BOY SYSTEM.
ALL NINTENDO PRODUCTS ARE
LICENSED BY SALE FOR USE
QMLY WITH QOTHER
AUTHORIZED  PRODUCTS
BEARING  THE  OFFICIAL
MNINTENDO SEAL OF QUALITY,

LICENSED BY

Thank you for buying RING RAGE™ for Game Bey, W supgust
SLIME you read the manuil completely before playing (h?lpme

TAKING CARE OF YOUR GAME

1} 1 you play for long periads, take 1 10to 15 minute break every hour or so.

2) This equipmert is precision-bult, Do not use or store it under conditdons of
extreme temperature, or subject it ta raugh handing or shock. Alse, do not
disassemble che unit,

3) Do nat tauch the teriminals ar let them come inte cantact with water, as this
can cause malfuncticn

4) Do net wipe this equipment with volatile solvents such as thinner, bentene, ar
alcohel,

5) Stare the Game Pak in its protective case when not in use,

ADVISORY
READ BEFORE USING YOUR GAME BOY SYSTEM
A very small pertion of the population may experience epileptic seizures when
viewing certain kinds of flashing lights or pacterns that are commonly present in aur
daily environment. These persons may experience seizures while watching some
kinds of celevision pictures or playing certain vidoo games including games played en
the Game Boy Compact Video Game System, Flnyarl who h\\ra not had any previous
seizures may heless have an und dition, Consult your

( Ninlendo‘)

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

1089 NINTENDO OF AMERICA INC.

hysician before playing video games if you have any up\lnp&lc:ondlﬂon Consultyour
physlclnn if you experience any of the fallawing symptoms while playing video games:
altered vision, muscle twitching, other inveluntary movamants, loss of awarenass of
YOur sury g3, mental 1 andfor

RING RAGE™ @1993 Taito Corporation.
Taito is a trademark of Taito Corp. ©1993 Taite,

..v..

GETTING STARTED
THE RULES
FIGHT SITES
GAME SCREEN_______
THE PLAYERS_
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All right kid, this is the big time--we're on the road to the TWF
Championship! Just listen to me, your old coach, and I'll steer
you straight to the top! After you choose to be one of five
fighters, grind the other four into the mat and the title will be
yours! No sweat!

GAME SCREEN

This is how the screen looks.

CONTROL PAD (CP)
Press and hold this to walk; push twice in the same
direction to run.

A, B BUTTON
Use these for special moves and with the Control Pad for
combination technigues. See Pages 10-14 for details.

START BUTTON
Push to begin or pause the game, and to select a mode,
* Pause has no function.

R
e W e

W Once you turn on the Game Boy, this
screen appears. Push Start to begin
play.

W Select one of the three modes with
the Control Pad, then push the Start
button. See Page 6 for more details,

W Use the Control Pad to pick your
fighter. Next select an opponent.
Then push the A or Start Button.

W You also use the Control Pad to
choose the ring where you want to
fight, then push A. See Page 7 for
information about rings.

-

ATTU
TENID

BT 94
LAGENSID Y

WRESTLER  SELECT
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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.

TWF MARTIAL ARTS
GIAND PRIN

§ TOURNAMENT
10 EXTRA MATGH
20 EXTRA MATGH

PUSH STANT

TWO PLAYER SET UP

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

_Va

=795
You get to choose the arena, so think carefully. Pick your

favorite city to keep your spirits high. There's nothing better
than a home audiencel

MIAMI uvvsansinrarasssassane NORMAL RING
LOS ANGELES ....... NORMAL RING
CALGARY i NORMAL RING
NEW YORK .........e.... IRON RING
CHICAGE oyvssassinsnss CHAIN RING
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f L—= 1 PLAYER

l—e 2 PLAYER

—o RING MAT

2 PLAYER'S
" SCREEN

1 PLAYER'S
SCREEN
[}
TIME
POWER COUNT

METER &=

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

RING MAT

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 around if you go down for the
count.

1, 2 PLAYER’S SCREEN

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

1, 2 PLAYERS

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

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.

‘%}"m
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GUNBDAT FIDDY WRESTLING SPIKE WRESTLING
HEIGHT .. .. 6-FEET, 5-INCHES HEIGHT .. v 7-FEET, 6-INCHES
WEIGHT .. .230 POUNDS WEIGHT .. .. 330 POUNDS
| BIRTHPLACE .. AUSTRIA BIRTHPLACE .. .. NEW YORK
sl FINISH BLOW ..o.oocsiereresresiensrisniernnss CLOTHESLINE , | FINISH BLOW ... HIGH KICK
Yo LONNT BUTTON | ON HIS FEET DOWN I Yo NNl 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 b A+B__|FIRE KICK PANCAKE
RUNNING B LARIAT ATTACK LARIAT ATTACK 1 RUNNING B UMPING KNEE BLOW | FIST DROP
A DROP KICK ELBOW DROP A UMPING KNEEBLOW | GUILLOTINE DROF
A+B _ |SHOULDER TACKLE | SHOULDER TACKLE A+B __|KNEE DROP KNEE DROP
FRO B DI P_|DIVING ELBOW DROP " FROM TOP B DIVING KNEE DROP___| DIVING GUILLOTINE DROP
OF A DIVING ELEOW DROP | DIVING ELEOW DROP OF A DIVING KNEE DROP | DIVING GUILLOTINE DROP
TURNBUCKLE[ A +B | TURNBUCKLE BOMB | TURNBUCKLE BOMB TURNBUCKLE| A +B | TURNBUCKLE BOME | TURNBUCKLE BOMB
VA | COMBINATION TECHNIQUES | )WER Control Pad|  COMBINATION TECHNIQUES
25% ELBOW SMASH 25% NOT USED | HYDRAULIC KNEE LIFT
50% BOOMERANG TOSS 50% [ BOOMERANG TOSS
85% POWER THROW B5% €+ |POWER THROW
100% T CLOTHESLINE 100% 1 HIGH KICK

_W._
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YASHA KARATE SHADAM WRESTLING

HEIGHT .. 6-FEET HEIGHT .. .. B-FEET, 3-INCHES
WEICHT 220 POUNDS WE\C]I!T 270 POUNDS
BIRTHF’LACE JAPAN BIRTHPLACE . THE MIDDLE EAST
FINISH BLOW . SUPER KICK FINISH BLOW SUPER THRUST

TOLLPONNTl BUTTON | ON HIS FEET DOWN ou—""'| BUTTON | ON HIS FEET DOWN
STANDING B STRAIGHT PUNCH BONE STOMP STANDING B DESERT PUNCH DRILL STOMP
LA FRONT KICK TO THE WAIST | BONE STOMP A DOUBLE KICK DRILL STOMP
A+B AIRPLANE PANCAKE i A+ B DOUBLE KICK PANCAKE
RUNNING B PENETRATING PUNCH | PENETRATING PUNCH RUNNING B HYPER PUNCH HIP PRESS
A KNEE DROP KNEE DROP A SPINNING ATTACK SPINNING ATTACK
A+B SCISSOR LEG ATTACK [SCISSOR LEG ATTACK A+B FRONT KNEE DROP FRONT KNEE DROP
FROM TOP B DIVING KMNEE DROP DIVING KNEE DROP FROMTOP B DIVING KNEE DROFP DIVING HIP PRESS
OF A SCISSOR LEG ATTACK |SCISSOR LEG ATTACK OF A DIVING KNEE DROP DIVING HIP PRESS
TURNBUCKLE A+B TURNBUCKLE BOMB TURNBUCKLE BOMB TURNBUCKLE A+B TURNBUCKLE BOMB TURNBUCKLE BOMB
WER |Control Pad|  COMBINATION TECHNIQUES 'Control Pad| :OMBINATION TECHNIQUES
25% NOT USED | PENETRATING PUNCH 25% NOT USED | HYPER PUNCH
50% & BOOMERANG TOSS 50% 4 BOOMERANG TOSS
85% L AIRPLANE THROW 85% | s ] SAND BAG THROWY
100% t SUPER KICK 100% T SUPER THRUST

- G-
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O JOE KICK BOXING

6-FEET, 4-INCHES
.. 260 POUNDS
<o SAN FRANCISCO

O TPONENT BUTTON | ON HIS FEET DOWN
B WILD JUMP JELLY STOMP
STANOING A ELLY KICK JELLY STOMP
A+B ELLY KICK PANCAKE OPPONENT
RUN B TRAIGHT PUNCH STRAIGHT PUNCH
Hing A FLYING KICK FLYING KICK
A+B KNEE BLOWY KMNEE BLOWY
FROM TOP B DIVI 3 LO DIVING KNEE BLOW
OF A DIVING KNEE BLOW DIVING KNEE BLOW
TURNBUCKLE A+ B TURNBUCKLE BLOW | TURNBUCKLE BOMB

|[Control Pad|

COMBINATION TECHNIQUES

25% NOT USED | BODY SLAM

50% + BOOMERANG TOSS
85% [ KO THROW

100% 1t SUPER UPPER CUT

_WH

Warranty

sataume [nG, warrants ta the ariginal purchasar of this Natsurne product 1hat this game pak is free from delects in materi-
als avd workenanship for a perlod of finety (301 days from the date of purchases. This Malsume product is sold "as is”
withous axpressed or implied waranty of any kind. and natsume is not babile for any losses of damages of ary kind resull-
ing from e use of this produst. |Fa defect covered by this warranty ocours during this 90-day warranty poriod, Malsume
will repare of raplaca e game pak, at s option, free of charge. Send preduct pestage paid, along wilh dated proof o pur-
chase, 10 1ho addregs shown below,

This warranty shall not be applicabla and shall be voie if the defect in the natsuma praduct has drises through abuge,
arreasonatie use, mislieatinent or neglecl. THIS WARRANTY 1S IN LIEU OF ALL OTHER WARRANTIES AND NG
QTHEA REPRESENTATIONS OF CLAIMS OF ANY NATURE SHALL BE DINDING ON O OBLIGATE NATSUME. ANY
IMPLIED WARRANTIES APPLICABLE TO THIS PRODUCT. INCLUDING WAHRANTIES OF MERCHANTABILITY AND
FITMESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (80) DAY PERIOD DESCRIBED ABOVE 1N
NG EVENT WILL NATSUME BE LIABLE FOH ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESLILT
ING FROM POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT.

Some slatas da nol allow binitations as o fow leng en mpled waranly lists andior axclusions of imitations of incidental

o consequential damagas. so 1he above limitalions andior oxelusions of labiity may not apply 10 you, This warranty gives
yau gpacilic rights, and you may also havo other rghts which vary from state 1o siato.

Natsume Inc.

Customer Service C/O SVG Distribution
8411 5. La Cienega Blvd,
Inglewoot!, CA, 90301
Tel:(888) 784-0499

(AEFIRAET)

Sertous Fun™

NATSUME’
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