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t the end of the 18th century, Japan suddenly became
engulfed in a wave of natural disasters and cruel and vicious

had appeared at the same time the troubles began. It seemed
wars. Life became a constant and brutal battle for survival,

q man with mysterious powers, preaching a heretical religion,
that the violence and evil was connected to this religion, for

The maelstrom of evil began spreading across the seas to other war and disaster followed wherever it spread. The man’s name was
countries, and it seemed as if the whole world would soon be Shire Tokisada Amakusa, and his power grew stronger and stronger
enveloped in an age of darkness. by the day, until it seemed that nothing could stand in his way...

Little did the world know that Amakusa was actually
the servant of the evil Ambrosia, and had been sent
to draw the world into a vortex of chaos and
destruction. Now, as Amakusa's influence spreads
to country after country, it's time for the final
battle...it's time for a SAMURAI SHODOWRN!
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X button

Select buiton
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+ CONTROL pad
Start button

AXBUTTON : s s s s s s sssssusssssssanusnnnn
Slash attack (punch attack when character has no sword)

BYBUTTON : sussemesssssnsnsnnnnssnsnunns
Kick attack

LRBUTTON: smnssnssns s nunnesnsnnnss
Press at the same time as the Siash and Kick buttons fo do strong aftacks.

STARTBUTTON: s sssuessssasssssensunnsnnn
Atthe Title screen @ Starts game, sets game mode

At the Option screen : Retumns you to the Tille screen from Option mode.
When fighting (1) : Pauses game. Press again to resume play.

When fighting (2) : Lets a second player join in mid-way through the
game in 1P Game mode (press the Start button on
the 2P controfler to join inj.

SEIECTBUTTON : s s s e ssmssssssssssEEanEnnn
Mot used.
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At the Title screen : Selects game mode.

At the Option screen

{ Character Select screen : Changes option settings, selects character,
When fighting : Moves character

* These button assignments can be changed in Option mode,




Insert the Game Pak into your Super Nintendo Entertainment System, and tum
the power ON. The Title screen will then appear, Press the Start button at the
Title screen or Demo screen o skip to the Game Mode Selection screen.
Select a fighting mode with the + Control Pad, and prass the Starl button to
set,

1P GAME MODE

You're a lone samurai, taking on the toughest warriors in the world, one after
ancther! Select your samurai character with the + Control Pad, and press the
Start button to set. The game will then begin,

VS GAME MODE

Cross swords with a friend! Each player selects a samurai warrior and fights it
out in a battle to prove who's number one. You can both select the same

warrior.




COUNT DOWN GAME MODE

A no-holds barred fight to the bitter end! In this mode, you choose a samurai
and fight it out for a fixed lime against opponents who appear one after the
ather, trying to score as many points as you can. The game ends if you defeat
ali the enemy characters, or when time runs out. Your score is then calculated.
You don't have a life gauge in this mode, but if you are injured by your
opponent your score will decrease,

0 B
0y

¥

i
Py

& Time remaining
& Score
& Enemy life gauge

SPECIAL BONUSES

Two types of bonus poinis may be added to your score.

1)

2)

i you defeat an enemie in less than 60 seconds, a time bonus will be
added to your score. The shorter the time, the higher the bonus.

Every time you defeat an opponent, 2000 points will be added to your
sCOre,
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This is where you get your chance to configure the game - set up your ideal
samurai selting!

Move the 4+ Control Pad up or down to select an item, and move it left or right
to change it. You can change the button configurations of your controller in this
mode. Press the Start button to retumn to the Title screen.
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GAMELEVELw s s nssen s s S SN E S ENENEERESNENS
Changes the difficulty level of the game in 1P Game mode.

GAMETIME s e s s s e EREEEE N EE NN EREESEEEEEES
Changes how long a duel goes.

SOUNDMODEmsmes s ssssssssNsSSENNEEEEEE

Lets you choose either mono, stereo or surround sound.
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BUTTONCONTROL = e s e s e s e s SN SN EEEEESNEES
Changes the button configurations of your controller,

L.BLASH ____ Lightslash
M.SLASH __ Medium slash
L. KICK Light kick
M.KICK ___ Medium kick
HARD Hard atiacks
HARD _ Hard attacks

(][ poLeY surrounn |™

If you connect your Super Nintendo Entertainment system to Dolby
surround sound-capable amps and speakers, you can enjoy listening to
super realistic stereo surround sound while playing this game

* Dolby and the [ symbol are registered trademarks of the Dolby
Research Center




Samurai follow a sirict code of behaviour...and the following Shodown rules!
The first warrior to win two out of three duels wins the match. A referea
indicates the start of each duel and the winner.

+ A duel ends when a warrior's strength reaches zero, or when he or she
can no longer stand up. The warrior still standing is declared the winner.

+ |f there is a fixed time limit, and both warriors have won the same number
of duels at the end of a match, the warrior with the most strength
remaining is declared the winner.,

* Inthe event of a double knockout, or when both warriors have the same
remaining strength level, the duel ends in a draw.

* if neither warnor wins two out of 3 duels , there is a final duel to decide the
winner, The winner of this duel is declared the winner of the match.
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@ 1P score
& 2P score
& 1P life gauge

8 2P lite gauge
& Match timer

@& 1P victory indicator :

& 2P victory indicator
@ 1P rage gauge

@ 2P rage gauge

: '‘Shows the player 1 score.
: Shows the player 2 score.

: The life gauge for player 1. Every time your

character is injured the life gauge decreases.
A duel ends if it reaches zero.

. The life gauge for player two.
1 Bhows the amount of fime left remaining in the duel.

Lights up when player 1 wins a duel.
You need two wing out of three to be victonous.

: Lights up when player 2 wins a duel.
: Shows the amount of “rage power” for player 1.

Check out page 18 for details.

: Shows the amount of “rage power” for player 2.




TWO SAMURAI ARE BETTER THAN ONE!

Whaen playing in 1P Game mode, a
second samurai can join in at any time.
Press the Start bution on the 2P controller
and player 2 can begin playing the game.

After losing a match in 1P Game mode,
the Continue screen appears. If you prass
the Start button before the countdown
reaches zero, you can start playing again
from where you were defeated. If you've
achieved a high score, you can input your
name, and then continue the game. Use
the + Control Pad to select letters, and
press the A button to set.

14 e =

Bonus stages appear during the game. In
these stages, straw dummias appear from
the top and botiom of the screen - cut down

as many as you can!

adte sl ks

If you manage to cut down the minimum
number of dummies within the time limit, a
special bonus will be added to your score.
Be prepared - the bonus stages get harder
and harder as the game goes on!




Advance

When your character
I5 facing right
{reverse directions if

facing left)

(Standing Guard)
Retreat

Crouching
Move

Crotching
quard

Crouch

Genan Shiranui, Kyoshiro Senryo, and Wan Fu can do a forward crouching
move (4 Control Pad to bottom right) and a crouching retreat (+ Control Pad to

For hard attacks, press the hard attack button and either the Kick or Slash
button simultaneoushy. If you press both the light and medium Kick or Slash
attack buttons at the same fime, you'll unleash a Power attack for maximum
damage! If you iry to do a Slash attack when you don't have a sword, you'll
only be able to do a low-power punch attack.

* Button arrangements can be changed in Option mode (please refer to page
10 for details).
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Rapidly press the + Control Pad twice forwards to dash, and twice backwards
to jump back. Don't underestimate these kind of moves - they may seem kind
of boring, but if you use them skilfully, you'll find they come in very handy!

SPECIAL ATTACKS

Each samurai warrior has his or her own
special attacks. Check out page 34 for
details of each character's special attack
commands. The moves marked
“{Sword)” can only be used when you
have a sword, 50 make sure you've got
one before you try to

use them!




USE THE POWER OF YOUR ANGER! "

N0 |

Watch out for the special “Courler Man" when you'ra dueling - he'll run past,

Keep your eyes on the "Rage Gauge™ at the bottom of the screen! The gauge
increases avery time you are injured, When it reaches maximum, you'll be
ready to use the power of your anger! Your face will change color, and for a
limited period of time all your attacks will be much more powerfull The rate at
which the gauge increases, and how long the rage power lasts, differ for each
character - make sure you leam how your character reacts. The rage gauge
stays at the same level when you move from one duel into the next, so even if
you lose the first duel, you can use your rage power o help you win the next!

Check out the difference a bit of “rage power” can make when you attack!

lobbing parcels at you and your opponent. Some of these deliveries will help
you to victory, but some are lethal...watch out!

Meat (Life Restoration)

Try to grab all of these items! The larger the portion of
meat, the more your life gauge will increase.

Money (Points)

Money, money, money - everything from cash boxes
to small change. The greater the dmount, the more
points you scora.

Bombs {Run!!!)

Watch it - these items explode! You've got a few
seconds to escape before they blow up, and if you're
still nearby when they do you'll be injured!
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Superior swordsmanship is ths8ecret to Samurai success!
Hang on to your sword at all costs - vour attack power is much weaker without i.

LOCKINGSWORDS s m e me s mm®

As soon as you lock swords with your
opponent in close combat, start pressing
the Slash button repeatedly - if you slip up
here, your sword will be flipped awﬂ}r!‘

LOSING YOURSWORD m s s nnmn®m

If you lose your sword, you're gonna have
to duel empty-handed - and this is going to
really put you at a disadvantage! Get over
to your weapon as fast as you can and
press the slash button to pick it up!

SWORD-STOPPING m s mu s s m u®

Even without your sword, thare’s a way you
can prevent your opponent from slashing
you. A hint on how to do it - rush into your
anemy’s chest!




The Samurai with Nerves of Steel S : — The Samurai Heart-throb

& Ha-Oh Maru & Q Ukyo Tach:ba_na Q




The Defender of the Natural World . The Revolutionary Leader

Nakorury @ & Charlotte




The Master of the Shadows

Hanzo Hattori €&
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The Secret Agent of the Japanese Empire The Showbiz Samurai

& Jube Yagyu ﬁ @ Kyoshlro Senr'ye
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The Gargantuan Miﬁ'.tmyHem . The Mayan Avenger
| T F N T g _ AN
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The Scissor-Handed Slasher A Ton of Trouble from Texas

Genan Shiranui @ Ear?hquake




- GALFORD

HA-OH MARU

Cyclone Slash {Dgi-Senpuretsu-zan) (Sword) ; #= - + Slash button
Crescent Moon Slash (Ogi-Kogestsu-zan) (Sward) : . » ¢« + Slash button

UKYD TACHIBANA

Snowfall Siash {Hiken-Sasameyuki) (Sword) : ¢ » - + Slash bufton
Swallow Swipe (Hiken-Tsubamegaeshi) (Sward) :
4w+ 3ash button while jumping

NAKORURU

Annu Mutsube (Sword) © . = & + Slash button

Amube Yator | o « ¢ » - + Slash button

Kamui Mutsube : Hold onto sagle + Siash or Kick button

Lela Mulsube (Sword) : 4 = » + Slash bution

Yatoro Poku : Hold onto eagle + ¢ or & oF # + Slash or Kick button

Mamahaha Flight : ¢ » o + Kick button :
Mamahaha Call : When disarmed, § =« + Y button

Triangle Jump (Sankaku-Tobi) :

Jump o side of screen, and press + Control Pad in opposite direction to your jump

CHARLOTTE

Splash Fount {Sword) : Press Slash button repeatedly
Power Gradation (Sword) : » ¢ « + Slagh button

Plasma Biade : § u » + Slash button

Rush Dog : 4 » & + Stash buffon

Head Sirike ; Move near opponent, then «+ « + Kick button

Ninfa Shadow Replicates e < 244 +A 8 X or'Y button

Triangle Jump (Sankaku-Tobi) :

Jurmp to side of screen, and press + Control Pad in opposite direction 1o your jump

 Head Replica Attack -
- Hold down A + B buttons when attacked (inetfective against special attacks)
* Rear Replica Attack : . w § = < + A + B buttons
- Machine Gun Dog : ¢ # + + Weak Kick bution
.'Mnm:{:.+HMUmﬂ'wkhuﬂm

HANZO HATTORY

Ninja Exploding Dragon (Ninpo-Bakuenryuu) : « Hold . + Slash button
Ninja Teleportation Jig (Ninpo-Ussemitenbu) : o « ¢ # < + A + B buttons
Flying Spikeball (Reppu-Shuriken) : 5 » o + Slash button

Ninja Shadow Replicates (Kage-Bunshin) : o o » 5 + A B, X, or ¥ button
Ninpo Ussemi Chizan

Hold down A + B buttuns when attackad (ineffective against special attacks)
Shrike Dash (Mozu-Otashi) : Move near opponent, then .4 w + Kick

~ Triangle Jump (Sankaku-Tobi):

Jump to side of screen, and press + Control Pad in opposite direction to your jump

JUBE! YAGYU

TW'SIW (Nikkaku-Rato) (Sword) : . 5 » + Slash button
Geyset Thrust (Katto-Suigetto) (Sword) : g « . + Slash bution

my"rhrm (Hasso-Happa) (Sword) : Press Slash button repeatedly
F
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TAKARA USA CORP. (TAKARA) warrants to the original purchaser enly of this
TAKARA software product that the medium on which this computer program is
recorded is free from defects in materials and workmanship for a period of
"W (90) days from the date of purchase. This TAKARA software program is
_sold "as is," without express or implied warranty of any kind, and TAKARA is
- mot liable for any losses or damages of any kind resulting from use of this
program. TAKARA agrees for a period of ninety (90) days to either repair or
lace, at its option, free of charge, any TAKARA software product, postage
o with proof of date of purchase, at its Factory Service Center.
is warranty is not applicable to normal wear and tear. This warranty shall not
e applicable and shall be void if the defect in the TAKARA software product
1as arisen through abuse, unreasonable use, mistreating or neglect. This

' .- arranty is in lieu of all other warranties and no other representations or claims

of any nature shall be binding on or obligate TAKARA. Any implied warranties

applicable to this software product including warranties of merchantability and
fitness for particular purpose, are limited to ninety (90) days period described
‘above. In no event will TAKARA be liable for any special incidental or

 consequential damages resulting from possession, use or malfunction of this

TAKARA software product.

‘Some states do not allow limitations as to how long an implied warranty lasts

or exclusions or limitations of incidental or consequential damages so the
limitations and/or exclusions of liability may not apply to vou. This
arranty gives you specific rights, and you may also have other rights which
ary from state to state.
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