ENJOY FRANTIC
orfenta action in
this Ninja_ beat-
em-up.  Search
for kidnapped
children  and
dispose  of
marauding thugs
withs blows from
feet, fists and
stiuriken stars
Cassic  SEGA
con-op hrils!

MASTERTRONZCprs

ENGLISH: Loading Instructions

AMSTRAD (464) Press CTRL and small ENTER

(6128) Type TAPE and press RETURN. Press CTRL and smal
ENTER

LEFT/RIGHT - turn left (and then walk leftiright)

FIRE - hurl current weapon or kickipunch

FIRE and UP/FIRE and DOWN - leap between the ground and
figher platforms

SPACEBAR - actvates Ninja Magic

P-pause

FOO, WHAT A SCORCHER!

One hot summer's day, everything began to go wrong.

As the most famous graduate of a secret orental Ninja schoo,
you had been invited back to the annual graduation ceremony
and prize-giving. Having enthralled the junior classes at the
assembly with your tales of nternational rinjing, you were just
about to move on to handing out prizes to the seniors when
there was a flash of Dark Ninja Magic and Bwah Foo made an
unscheduled appearance.

Few of the pupils realised who Bwah Foo was, but within a
ninja-second you had identied him and realised tht tis once-
ilustious graduate of the Ninja school had tured to the Dark
Ways. Transfixed by Bwah Foo's Holding Magic, you were
unable o move a muscle or even twich a tendon as Bwah's
henchmen led away the entire junior class.

Then the evil Foo issued his personal challenge 1o you. With



one mighty bound he somersaulted onto the speech-giving
pltform and thrust is face n front of yours. “Why i its ot Joe
Musashi, he sneered, "Old Goody-Two Shurkens himsel
Well, well, well” (Clearly the qualty of teaching on the Dark
Side has sipped abominably, you thought to yoursel, as Bwah
Foo ranted on in cipped baddie-speak, the fike of which was
normally reserved for second-rate pantomimes in seaside
towns.)

*...well, well,well. It gold | want, Foo continued, "all the gold
in the Schoofscoffers. Andif | ot get my gold by Wednesday
vening Il kil every last member of the Junior Class and THEN
you'l be sorry.* And with a maniac cackle and a flash of green
Ninja Magic,he was gone.

FOO'D FOR THOUGHT

Ittook a few hours for the Holding Magicto wear of - clearly the
magicians on the Dark Side were much more skilkd than the
speechwriters. While you were held in the clutches of Bwah
Foo's magic, your finely-uned Ninja mind began tuming over.
Obviously the dastarly fellow had taken the kichapped chidren
1o his hideaway, and clearly he meant business. The school
was going 1o have to dip into ts coffers and make with the gold
- or face the wrath of some very angry parents.

But then you shared a tea-ceremony with the school principal
and hs favourite concubine just beore the speech-giving - and
hadn' the principal bemoaned the fact that the school was
nearly out of gold? That's right! An appeal for funds was about
o be launched to the Old Boys - and if past graduates didnt
cough up, then the school would almost certanly have o cose.
Or at the very least merge ignominiously with the Samurai
Schoolat the other end ofthe istand, “and you can imagine how
e parents would ke that’ he principal had sighed.

“Oh Well you sgh, “there’s only one thing fr i, you thought as
the Holding Magic began to wear of, I looks like it up to me to
get those chidren back”.

FOO'D FIGHT

Now Wednesday evening is drawing close and with it the

. deadiine set by Bwah Foo for the elivery of the ransom. You

have found his hideout, and ifs time o put thase rinja kils to
good use on the side o truth, beauty and jusice.

In order to reach Bwah Foo's lair you must fight your way
{hough five missions. Each mission i divided ito three o four
stages, packed with highly-mobile henchpersons, a handiul of
he Kidnapped Nirja children and one of Bwah's big bosses who

¥
The rescue has to be achieved before Bwah Foo's deadine
expires, 5o there's a time limit in which a section has to be
completed. Al the chid found in a mission has to be rescued
before you can confront the boss at the end of each mission.
Just wak past the kids and your Ninja Magic causes the 1o be

© beamed back to Mummy and Daddy. Then you must defeat the

boss in a fight to the death and you can move to the next
mission, with time left on the clock converted to useful poins.

‘Saving Ninja children eams the eternal grattude of the parents,
but more importanty also confers points. Rescue several sprogs,

+ and you eam a power-up weapon that is more deadly than the
shurken. Use these weapons wel and remermber that when the
. going gets realy tough you can call on the power of the Nirja

Magic once pe level - use it wisely!
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AMSTRAD (464)Auf CTRL un die Kieine ENTER - Taste

(6128) ITAPE eintippen und auf ENTER dricken. Auf CTRL
und die Kleine ENTER - Taste driicken

STEURUNG

AUF - nach oben springen

AB - hocken
LINKS/RECHTS - nach
links/rechts drehen (und
dann nach links/rechts

gehen)

FEUER und AUF/FEUER und AB - zwishen Boden und
héheren Platiormen ¥

LEERTASTE - Aikiiviert Ninja-Magie

P - Spielpause

ITALIANO: Instruzioni Di Caricamento

AMSTRAD (464) Premi CTRLed INVIO (ENTER) piccolo.
(6128) Batti /TAPE e premi RETURN. Premi CTRL ed INVIO
piccolo.

CONTROLLI

SU-Saltasu (

GIU - Accoscia

SINISTRADESTRA - vola 2

sinistraldestra (e poi s awia a sinistra/destra)

FUOCO - Lancia arma corrente 0 calciafira pugni

FUOCO E SUFUOCO E GIU - Salta da terra a piataforme pid

inalto
BARRA SPAZIATRICE - Ativa l2 Magia Ninja
P- perfare la 2ipause



