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Thank ¢ou for selecting the Nimtendo Estertainment Syslem Ninja Kid Game Palk.

1. OBJECT OF THE GAME/GAME DESCRIPTION

The junior defendear of human rights. MNinja Kid, battles the notorious
mansters of Demon [sland, waould-be conquerors of the free world,
Thasa mansters have set up a saries of traps as a first step in their
goal to conguer the world. A magic scroll, a fast-flving kite, and an
ola'witch’s chanting spell are among Minja Kids many weapaons
againsl these avil spirits. He survives a wicked dogfight, fights enaor-
mous fires and duals against the giant demons in order o recover
siolen spirits,

But Minja Kid's bigogest clash is still ahead of him! He must fight the
ferocious Giant Demon, ruler of the infamous Demon Island. With
yaur help, Ninja Kid can conqguer all evil and restore peace to the world,

Flease read this Inatruction Booklet carefully fo ensure propoer handling of your new
game. Save the Booklel far future reference,
]



PRECAUTIONS

1. Turn off the powear when inserting or removing Game Pak,

2. This is a high precision game. It should not be storad in places
that are very hot or very cold. Never hit or drop it. Do not take il
apart,

ok Awaid touching the connectors, do not get tham wet or dirty
Doing so may damage the game. :

4. Do not clean with benzene, paint thinner, alcohal or other such
sohents.

Mok In |r_m interest of produc! improvement, Mintenda Enbertainment Swslom specifi-

cations and design are subjact 1o change without prics falico, This game has

been programmed to fake advantaoe of the full scroon, Some older maocels
henve rounded screens and may block oul & porlion of the imege.
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2. NAMES OF CONTROLLER PARTS
AND OPERATING INSTRUCTIONS

This game is anly a 1 Player Game.
COMTROL Pl Use to control Minja Kid's movements.
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| In the scenes showing the Demon Island Map, Ninja Kid can mowve
in the directions indicated by arrows on the control pad.

m When Minja Kid is flying on his kite, he can move in the directions
indicated by the arrows on the control pad,

When you press (B button, Ninja Kid will throw his daggers (When vou
gain the Special Weapons, press the SELECT button to choose and
use a Special Weapon).

» {f) button cannot be used in the scenes where Demon Isiand Map
appears,

(i button . ... Use for jumping up or jumping down. When

Jumping up, the height of the jump varies accord-
ing to how long the button is pressed for. Press (&)
button simultaneously when pressing £ and
Minja Kid will jump down.
® When the Demon Island Map appears, or when
Ninja Kid is flving on his kite, you cannot use

) (A button.

Ebutton” .. ... . Use for throwing Minja Kid's daggers.

B

m When the Demon Island Map appears, you
cannot use Bbutton,

SELECT button . . . Use this button to select and throw one of the
special weapons,
Press this button to bagin a game or to pauvse.
If vou wish to stop or interrupt play in the middle
of a game, press the START bullon. The pause
tone will sound, and the game will stop. Press the
START button again when you wish o confinue
playing. The gamea will continue from where you
lett off.

d. HOW TO PLAY THE GAME

START buttan .
FRUSE . s

Playiar's soorn, agoers,

: Special woenpans,
Map number. Game's ohjeclives.
May characters
rEETIEIring.




GAME SEQUENCE
This is a greal adventure, action game, with four sections or scenas
I. Demon Island Map
2. Four Ditferent Fighting Ficlds
a) Guerilla Warfare
b} Poison Fields
ch Dog Fight
d) Blazing Inferno
3. Demon Hell
4, Demon Castle

This game's main objective is to destroy Demon Castle, which is
occupying the area and threatening the existence of Shangri-La.
But Demon Castle has been closed off by strong magic, and no one
can get near it. To free tha Castle from this magic, a special scroll
and an old witch's chanting spell are nesded.

The Four Ditferent Fighting Fields have a different game objective
than those of the other sections.

DEMON ISLAND MAP

Minja Kid can walk around Demon Island Map looking for the special
scroll that will restore peace to the area. After obtaining the scroll,
he goes to the old witch’s house to get the chanting spell, Afterwards,
Minja Kid can go to the Demon Castla,
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m The Fighting Fields appaar an the Demoen Island Map. They change
position through the use of magic. Even on the same map, the
positions of the Fighting Fields are sometimes different.



mWhean Minja Kid enters the Mystery Field, he does not know which
fialel he will encounter. It could be any of the Four Different Fighting
Fields.

m After getting through each field, the ingide of the map changeas 1o
Flowsar Field.

OBJECTIVES OF THE

FOUR DIFFERENT FIGHTING FIELDS

1. DOG FIGHT

In this field, Ninja Kid flies on a kite, and fights off demons. Once he
has beaten 10 demons, he will get through the field, and the game
is clear

2. POISON FIELDS

Minja Kid must collect 10 demon spirits in this field. Once he has
accomplished this, ha will gat through this field, and the game will
be clear,

3. BLAZING INFERMO
Minja Kid must light 10 candles with a lighter in order to get through

0

this field and clear the game,

4, GUERILLA WARFARE

Once Ninja Kid has beaten 10 demons, he will get through this field
and clear the game.

“After Ninja Kid clears each of the four fields, two doors will appear.
Cne door leads to the Demon Island Map, the other leads (o Demon
Hell.
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DEMON HELL/VERTICAL SCROLL GAME
Minja Kid cannot return to the Demon |sland Map until he has beaten
the giant demaon, ruler of Demon Hell.



m Minja Kid cannot beat the giant demon until he attacks his weakest

point.
m In Demon Hell, Minja Kid cannot use any of his special weapons.

CHALLENGE OF SHANGRI-LA

Minja Kid battles against the strong demon at Demon Castle in order
to restore peace to the area, The demon cannot be beaten unless
the damage meter indicates zero.

m When fighting against this strong deman, by attacking his weakest
point and using the special weapons, Ninja Kid can inflict the most
damage, If Minja Kid catches any of the whistles, he can call as
many friends as the number of whistlas he has, with & maximum
of thrae, When his friends are called into help, Minja Kid must move
to the left side of the screen and squal down, Then his friends will
help Minja Kid by using special, individual techniques,

1. PEGASLIS
Protects Minja Kid from enamy demons, He serves as a shiald since

he stands next to Minja Kid and protects him from the enemy's attack,
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Fegasus will disappear from the screen after a certain time.

2.BlG EAGLE
Stops the movements of the demons, After Pegasus disappears,
move Minja Kid to the left side of the screen and have him squat down.

Big Eagle will then appear and slop the enemy's movement. Bul, be
careful, since the enemy will continue to attack! Big Eagle will also
dizappear from the screaen after a certain time,

3. 0L0D WITCH

After Ninja Kid is again moved to the lafl side of the screen and sqguats
down, the Old Witch will appear. She weakens the enemy by throwing
magic sand at tham. She will also disappear from the screen after a
cerlain time,

4. WHISTLE

After Minja Kid has achieved 9-out-of-10 objectives in each of tha
fields, whistles will appear, If he obtains all of his objectives without
using the whistles, they will disappear from the screen. If he uses
the whistle when fighting against the Demon Caslle, he can call in as
many frigndly demans as the number of whistles he has, with a maxi-
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mum of three, To call his friends, Ninja Kid must move (o the left side
of the screen and squat down.

After destroying the Demon Castle, vou can now maove on o the next
map.

H' _|'I— i’
g b
PEGASLUS EIG EAGLE QLD WITCH WHISTLE

BEWARE! THE FOLLOWING ARE DEADLY:
1. Getting caught by demons.

2. Getting hit by a deman's attack.

3. Falling into a hole.

m Cnce Minja Kid's play character’s remaining number an the screen
becomes zero, the game is over,

m \When the map changes, Minja Kid's possessions become zern.
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SPECIAL WEAPONS

After you have achieved three objectives in any of the Fighting Fields,
Special Weapons will appear on the screen, There are four Special
Weapons, and each automalically moves itself. Position Ninja Kid
close to a Spacial Weapon and press the SELECT button to use the
WAL,

1. 1IROMN STAR
This Special Weapon will go through the demons when
threnwn, It can be used 20 times,

2. BOOMERANG o

: Contral this Special Weapon with &2 Cantrol Pad. If it moves

|g off the screen, it can come back within view. The Boomerang
can be used 4 times. After ejecting the Boomerang, Ninja Kid
starts blinking and becomes invincible for 15 seconds,

15
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3. FEATHER
This Special Weapon is controlled with the L,'} Control
Pad and can be used for as long as it does not
disappear from the screen. it can be used 3 times.
FEATHER After ejecting the Feather, Minja Kid starts blinking
and becomes invincible for 15 seconds,

4, FIREFLAME
E]_SEE This Spacial Weapan wrns while flving across the

screen, L can be used 20 times.
FIREFLAME

m After using any special weapon the maximum number of times,
the Spacial Weapon will revert to a dagger,

m \When you are controlling the Feather or Boomerang, Minja Kid
will move in the same direction as the weapon. If vou pay too much
attention to controlling the Special Weanpons, Ninja Kid will be beaten
by the demaons.

m It is better to save the Special Weapans when fighling the strang
demans in the Demon Castle,
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COMPLIANCE WITH FCC REGULATIONS

Ihis equipmant genarates and uses radio frequency energy and il not installed and

usid properly, thit is, in siricl accordance with the manufacturer's instructions, may

cauae interlerence to radio and television reception. it haa been type lested and

found to comply with the limits for @ Class B computing device in accardancs with

e spacifications in Subpart J of Part 16 of FCG Rules, which are degigned to pro-

vide reasonalie profoction againsd such inlerteronce in a residental inslallaban.

Howsver, hore is no guarantes that inlerference will not aceur in a particular

installation. If this equipment does cause inerference to radio or television reception,

which can ba delermined by terming the equipment off and on, the user is ancour-

agec o try 1o correct the interlerencs by one or mare of the Inllswinn measures:

m Rzorient the racalving anlenna

m Relacate the MES with respect to the receier

m Move the NES away from the receivar

= Flug the NES into & different outlet so thal compuler and receivar are on differant
circuits,

It necessary, the user showld consult the dealer or an experienced radio/lelevision
lechnician for additional suanestions. The user may find the following boollat
preparad by the Fedaral Communications Commission helpdul:

'II-'II'?'w 10 |dentify and Hesohse Radic-TY Interlerencs Problems,
Iz bocsiel is availabie from the LS, Government Prinling Ofice, Washinalon, DG,
20402, Stock MNo. 004-000-00345-4, itk
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