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IMPORTANT WARNING: NEVER TRY TO INSERT OR
REMOVE A GAME PAK WHEN THE POWER 1S ON!

Instead, first turn the power OFF on your N64.

Then insert the Game Pak into the slot of your N64,
Press firmly to lock the Game Pak in place.

Turn the power switch ON. After the appearance of the

title and legal screens, you may begin play at any time
by pressing START.

START




OPERATING INSTRUCTIONS

The Nintendo 64 Control Stick uses an analog system to read
the angles and directions of its movement. This allows preci-
sion control that is not possible using the conventional
Control Pad.

When turning the Control Deck power ON, do not move the
Control Stick from its neutral position on the controller.

If the Control Stick is held at an angled
position (as shown in the picture on the
left) when the power is turned ON, this
position will set as neutral. This will cause
games using the Control Stick to operate
incorrectly.

To reset the neutral position once the game
has started, let go of the Control Stick so it
can return to its center position (as shown
in the picture on the left) then press START
while holding down the L and R buttons.

The Control Stick is a precision instrument, make sure not
to spill liquids or place any foreign objects into it.
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Below is the default setup for the N64 Controller. You can change
this by going into Config in either fighting mode. The direction
of any sidestep is chosen by the computer.

C BUTTONS

L BUTTON - R BUTTON

N
CONTROL PAD

CONTROL
STICK




CONTROLLER BASICS

MAIN/SUB SCREEN ACTION SCREEN

5
s

-NOT USED-

-NOT USED-




CONNECTING CONTROLLERS

Make sure that you have the proper number of controllers
plugged in before you turn the game on. If you need to add or
remove a controller, you must turn the system off first.

Turn on the system. A series of
introductory scenes will play. If
you wish to skip these, press A.

START/CONTINUE

You can save your game by
using a Controller Pak.
Although youdon't need it in
when you start, it's agood idea
to start the game with it
plugged into the appropriate
controller.

o8




GETTING STARTED

Here, you can choose your name.
You are limited to six letters.

If you have a Controller Pak in your
Controller, select “yes”. If the system
needs a Controller Pak at some point dur-
ing game play, and you selected “no” here,
| it will ask you for it.

RUMBLE PAK

If you want a Rumble Pak added, press “A”,
if not, press “B”.

_CHOOSE YOUR MODE

Choose “SD Hiryu” or “Virtual Hiryu” from
the menu. These selections are discussed

in full on p.10 and p.24.




series of computer chosen oppo-
nents to win ten special medals.
The series of battles follows the
pattern on the next page. The
competition alternates between
normal and championship tournaments,
where championship will end with a boss that
requires a special item to defeat.

CHARACTER SELECT

Here you select which character you
wish to fight with, and the computer
will select its choice, which will be in
silhouette. It is possible to fight the
character you have chosen to play
with, so be warned.

ITEM EQUIPMENT

You may equip your character with
the items you feel you need to win the
fight. Each one changes your statis-
tics and may allow a special move.




SO HIRYU
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You may have 4 items: 1offensive, 1defen- I:"-
sive, and 2 special. L9 g ARMI
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From left toright,rank is followed eSS ERrREOR T IR E T
by your overall ability (A is the '1:,::'[:‘? 1108051 1 %104
highest, E is the lowest), your ==
strength, throw ability, defense, and your mind’s eye.
The last four range from 01(lowest) to as high as you
can try to make them.

JERITEMINEORMATION ]
This window lists an item’s basic
information, telling you how it
affects your various stats and any
special effects it may have.

TOURNAMENT COMPETITION

Tournament Competition is a part of
Circut Mode, but you are never pit-
ted against a boss. Like Circuit
Mode, the general flow of the tour- WIN LOSE

ney is laid out at the right. If you lose, you have
alimited number
Y of continues.

P | TH 191H HE] 4

o/




HOURYU

3

COMTINLE? ouiIT?

>

IM

|

%69

Lh

Q
- Q

00




SD HIRYU

VER‘SUS MUIJE

Versus mode allows you to piay agalnst
another human. You must have all the
Controllers you plan to use plugged in
before you turn the game on. Each

player may use the information they have saved in their
Controller Pak.

ITEM EQUIPMENT

The top allows you to change player one’s
equipment, the bottom, player two's. Item
descriptions are not shown here, so you must
remember what each item does.

DATA SAVE

After each battle, youhave a choice of con-
tinuing the fight, changing the mode, or
adding and removing Controller Paks.

TIJU RNAMENT MGDE

In tournament mode you select up to
eight human or computer players that
will fight in a single elimination tour-
nament. You can load characters
from the Control Pak for computer or
human play. You have the option to watch matches where the
computer fights against itself. The first tier of combat has four
matches, the second has two matches (between the winners of
the first tier) and then a final battle with the victors of the sec-

ond tier.




Group Battle is a combat between two
teams of up to five characters. When
one is defeated, the next character in
the team fights the winner.
When there are no more char-
acters left to fight, the other
team wins.

TREASURE BOX

3 N AV

In the Treasure Box, you can view the
details of your treasures, exchange
treasures with another human player,
and purchase and sell treasures.
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CHECK STATUS
The Check Status screen shows you the state
of the selected character. On itare listed the
character’s level, rank, !
and money. Beneath
them, on one line, are the character’s
strength, throw, defense, and mind'’s eye.
Then come the four items the character has
currently equipped and finally the password.

THE TREASURE BOX

The Treasure Box lists all the items you have won over all your
characters in the course of your play. It shows their complete
description, as well as who can use which item and at what level
it can be used.




SO HIRYU

THE ITEM GUIDE
The Treasure Book is very similar to the
Treasure Box, except that items which
youdon't have are also listed as a line
filled with question marks.

EXCHANGE

You can exchange items with another
player. Each of you select one and only
one item to trade. Then you will be asked
if the trade is ok. If both players agree,
the trade will be made, and you will be
asked if you wish to trade another item.
The item descriptions aren’'t shown, so
be careful that you don’t trade away
something you need. Also, if any player
chooses not to continue, the trading is
over, and if any player does not approve
of a trade, that trade won't go through.




You can buy, sell, or trade items at the
shop. The shopkeeper will list items
she has for sale, and you can view their
properties in the treasure book. Also,
you can sell anything you have, except
for the special items that are required
to beat the bosses.

The practice section allows you to train
yourself in the use of the techniques
needed to beat the game.

In Free Training, your opponent stands still
while you attack them. This is ideal for getting
combinations and special moves down.




SO HIRYU

~ - puter's response by
taking oﬂestep
back. = =

pu!:er 's Ieva! toh:gh.

0 Switches betweena
N standard statusbar,
' adamagemdlcator, =

COmmand Tralnlng a!lows you to
practice specific moves from the
Command list.

This is a simple practice fight between two characters of your
choosing. It is identical to the other fights, though it does not
affect your record.

S]] R L

The Command List lists all possible
moves and combinations for the select-
ed character, as well as what you need
to do to perform them.




The Mind’s Eye shows you the enemy’s
weak points, where you can hit them to
cause the most damage when it is active.
In this practice mode, you are shown a
flashing dot and you must attack it or

defend it. You have three tries (represented by the stars) to get
the move right before the computer resets the fight.

First, demde if you want to use a Controller Pak. If youdo, this is
agood time to put it in. Then move the cursor to the character
you want and press A.

In Pause, you can select Mode Select, which will return you to the
main screen for the fighting mode you are in.




SO HIRYU

R RN e S5
In the Config Screen, you can select
various commands that each controller
uses. Try to use a configuration that is
comfortable.

OPTION

In the Option Mode, you can change
the environment of your game.

The difficulty has five settings, ranging from
easy to hard.

Fﬁm‘l--:ﬁr—h\:. VI N i

The time can be set to 30 seconds, 45 seconds, one

minute, or infinity.




—RDUND.

In each match, you can select best out of one, two of
three, or three of five.

The Turbo mode makes evarything move faster. It has four set-
tings, off (slowest) one, two, or three (fastest).

If you have autoguard on, the computer will
block for you if you are standing still. If you
move, you must defend yourself.

If Mind's Eye is on, you can see where the computer is attacking
you, similar to the Mind’s Eye practice. If you have it the critical
hit marks may still appear, but the navigation marks won't.

The music can be on stereo or mono. Choose
the one that your television can support.

weHEALTH..
You can choose from 100 to 200 points in 20
point intervals.

Turn on or off the Rumble Pak.




GAME EXPLANATION/SD HIRYU

_ RULE SELECT ANI:I CUSTOMIZE
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The Rule Select screen allows
you to change some of your com-
bat environment.

Cancel allows you to start amove and then stop yourself from
finishing it, performing a sort of feint.

If sidestep is on, you can avoid an enemy'’s attack by stepping
clockwise to the side.

The More Hit optlon allows you to attack an opponent who is
lying on the ground. If this is off, both you and your enemy have
to wait until both characters are standing.

Thls limits the number of times you can use the same
combo inarow.




The rule select decides whether
you are going to fightin 2-D
mode, 3-D (sidestep) mode, or if
you are going to customize the
fight.

Traditional mode for fighting
games.There is no sidestepping in
2-D mode.

3-D mode allows you to sidestep.
Also, there are certain special moves
that can only be executed in 3-D mode.

CUSTOMIZE

Customize allows you to change the environ-
ment as discussed on page 23.



GAME EXPLANATION/VIRTUAL HIRYU
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MODE SELECT ,
This is the primary mode selec-

tion screen for Virtual Hiryu
mode.

This is similar to the SD Hiryu circuit mode, except instead of
winning items, you advance on a ranking system.

N L R A A Y, =

This is one on one competition with another human.

N o, ety e

This is id.entical to the SD Hiryu tournament.

- -

This is identical to the SD Hiryu Group fight.




GAME EXPLANATION/VIRTUAL HIRYU

Thls ranklng Ilst records your current rank,
but it only does so after you have finished a
complete Circuit or tournament. You will be
measured on 2-D mode, 3-D mode, and a total

of the two.
3] RANKING SCREEN
] %" ¥] This screen shows your
rank at the end of the cur-
‘_'"”’ :"IJ"“--‘"-“-,“_ rent tournament. It also
offers you advice on how
to improve your game.

_RANKING RESULT

o o

This is which mode the ranking is for, either 2-D, 3-D, or a total.

This is the total number of points your character has accumulat-

ed in this mode.
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This is the average stamina of your enemies at the end of
your matches

This is the average Iength of time it has taken you to defeat
our nemues

The number of spemal techniques that you have used. The score
given is on the basis of a list.

Total number of combos which you have executed.

This is the number of special game qualifications that you
have matched.

The number of stages you have passed. The number of your
character’s losses is in parenthesis.

The number of wins and losses of this character
in Versus mode.

This is the number of times you have been through the circuit.

This is your belt rank or grade.

The name of the character.



GAME EXPLANATION/VIRTUAL HIRYU

Th|s is the same as Practlce inSD leyu
It is very useful to test your skills with
the characters in Virtual Hiryu.

Here you change your Controller set-
tings and decide if the computer will
fight for you. It behaves as it does in SD
Hiryu.




An SD is a Super Defense. Touseiit,

you must stop an enemy'’s attack

before replying with your own. AnST b’
is a Super Technique. You must avoid

an enemy’s attack before using this

on them.

SPECIAL ATTACKS

In SD Hiryu, certain special attacks
(in the gold letters on the list),
require that you have special items
before you may use them.

RYUHI

- fights for justice.

CHOUCHU »P

SQUAT PUNCH +P

SENPUKYAKU @

RYUGA SOKUTOU

KINRYUHA




CHARACTER MOVES

skilled in most of the martial arts.
AGEMEN USIRD - »P

SQUAT SHOUDA

KASUMI

TOBIYOKOGERI

ST TATSUMAKIGERI

Wﬁtﬁ%ﬁ% r;“ﬁ'\i\fn;e eiGhos:

ELBOW

DROPKICK

SPACE ROLLING ELBOW

DRAGON SHOOT (AIR)

ST ASHIBARAI




This former CIA Special Attack Force
“Member is very skilled in close combat.

BODY BLOW +P
SQUAT PUNCH +P

SONIC BUSTER @

ST ROLLING SOBAT

SD WAKIGATAME  on guard «P

SESYThis sumo-wrestling robot
standfoutihe'wantsito'be the hero of the universe. He
heavy, but he's very strong.
TATAKITSUKE =+P
DAITSUPPARI ®
GOTTSUAN ROCKET
STHIPATTACK ¢«®

UWATENAGE close #®




CHARACTER MOVES

pung girlhas-mastere '-:u'—-.t

HIJIATE  »P

KIRYUNAGE

YUME NO UKIHASHI

ST KUMOZUKAMI

SD NAGI onguard +K

e

_ POWERS
wemaimdy re

next goal is ecommg ‘the best martial artist in the world.

ELBOW »P

SHORT RANGE LARIAT @

HAMMER NUCKLE: +®

STARIKICK +®

SD WING CRASHER ~on guard +P



SHORT UPPER

BLOOD MOON

HELL'S GIMLET

ST CYCLONE KICK

SD ENDBRINGER ' on quard +P




CHARACTER MOVES

hghts iur |ustlce

ﬁg‘.l_m o~ w B R S R e aeL =
g - RYUGEKISYU ¢=2K
_ SENPUKYAKU ++9
~ RYUOUKYAKU ++K®
- KINRYUHA ++P
SD JOUKACHOCU ¢ G+P 3
 SDYOUHONSHIUN »+G+p~ ~ §
snm(u'rauuoml 6K §
SDHEIMONKYAKU x&+K . ' §
 HIRYUNOKEN «++®
" RENKEN RYUSENPU PP+ KK ~

b | k & dl 101 11 s
in most of the martial arts.

R A S R N R SN
~ TOBIYOKOGERI ¢+K
“SAKA MAWASIGERI - ++K = &
~ ABISEGERI ++¢®
_ _GENRYUKA - +# xp
- ST TATSUMAKIGERI +G+®
-~ STHARAIGERI - +G+® -
~ SDKOTEGAESHI »«P
~ SDMIGIRI - +G+P
summ YAMIBOTARU ¢ ++®
' nmsm PKPP




\Syoryiisia young monk of the Ghost
Hunter cult.

AR R R TR R R R
~ SPACEROLLINGELBOW *+¢®
SPINNINGELBOW. + «P
~ DROPKICK ¢ K
LOWSPINKICK + +K
~ DRAGON SHOOT + ¢ +P.
: DRAGON SHOOT (AIR) » +KP
scmmrsmucxm close ++®
~ SWINGD.D.T. close ++%
- JAW CRASHER close + +®
SD STRETCH MUFFLER  +G4+K

] o 5e'martial arts masters,
Mmmm has grown to be a master in her

own right.
3 m»..,*\_.m S R S A

'MIDDLE HOSUI +P
MAIHUKUSE! ur___. _
HONSHIN URAKEN 4 «P
CHOUBUKYAKU H@
SENZANBU + +K
'SENPUKYAKU '+ &
 KOCHOUSYOU el@c@?‘eﬁi"@_.'
SO RYUSENKYAKU «G+P
snussunnxu' «GsK
KIBINGEKI '+ ¢




CHARACTER MOVES
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to the LAPD to learn about American law
enforcement methods

RIGHT UPPER ++P '
"HURRICANEKICK + +K
HEELSLASH ++3® :
SPACE ROLLING KNEE + +K _ g
LOWSTRIKE ++® §
ST JUMPING SOBAT +G+¥ =1
NIAGARA DRIVER close « »® 3
URANAGE close+ «® %
SDCUTTING ELBOW ¢ G+P §
STARLIGHT BURST «++®

RED FALCON
[ T Ss——

i 3 3 | i v
rty as necessary to win.

STINGUPPER + «P
HIGH SPINKICK «K -
SIDEHIGHKICK «®
HELL'SGIMLET +-+%
JUMPING KNEE + +K®
CYCLONEKICK ++K
SEARING SPEAR ¢+ »P
FACE CRASHDRIVER close+ +®
SD ENDBRINGER ¢ G+P
SDDEATHVICE »G+K

el L G A A Iy T U




' XDy, : = TOBIGERI

~ ABISE
RAIJIN

MIKAZUKIJIN

ST TATSUMAKI
‘ST HARAIGERI

pochCOAL

but no more.

e

ple,”

~ KOBOKY
'SENPUKYAKU

SD JOKACHOUCHU
SD YOUHONSHUIN
SD HEIMONKYAKU
' HAKKEI

- ZANGETSU.

FUUJIN

RAKURAI

: Kuum
RYpYﬂU S_HEIDA
~ RASENKEN «P
: +&p
+e @
+ G+P
¢ G+P

ganization tried to kill this ninja.
His life was saved when he was made into a
cyhurg, and he has vowed revenge

— IR RN SO B R R e B

mmﬁ of Ryuhi, he was once

known as “a treasure of the Syorin-Ji tem-

x G+K

s @
SOUHIKYAKY :



CIMITED WARRART'Y

Natsume Inc. warrants to the original purchaser of this Natsume prod-
uct that this game pak is free from defects in materials and workman-
ship for a period of ninety (90) days from the date of purchases. This
Natsume product is sold “as is” without expressed or implied warranty
of any kind, and natsume is not liable for any losses or damages of any
kind resulting from the use of this product. If a defect covered by this
warranty occurs during this 90-day warranty period, Natsume will
repair or replace the game pak, at its option, free of charge. Send prod-
uct postage paid, along with dated proof of purchase, to the address
shown below.

This warranty shall not be applicable and shall be void if the defect in
the natsume product has arises through abuse, unreasonable use, mis-
treatment 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 OBLIGATENATSUME. ANY
IMPLIED WARRANTIES APPLICABLE TO THIS PRODUCT, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICU-
LAR PURPOSE, ARE LIMITED TO THENINETY (90) DAY PERIOD
DESCRIBED ABOVE. INNO EVENT WILL NATSUME BE LIABLE FOR ANY
SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING
FROMPOSSESSION, USE OR MALFUNCTION OF THIS PRODUCT.

Some states do not allow limitations as to how long on implied warran-
ty lasts and/or exclusions of limitations of incidental or consequential
damages, so the above limitations and/or exclusions of liability may
not apply to you. This warranty gives you specific rights, and you may
also have other rights which vary from state to state.

Serious Fun™
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NATSUME Inc.
1818 Gilbreth Road, Suite 229
Burlingame, CA 94010
www.natsume.com
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