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Rakuga Kids
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| #® Data can be saved and loaded using the Centroller Pak (sold separatoly). Attach the

t'r Controller Pak to Controller 1 or Controller 2.

-

‘@ About Controller Pak Notes

'!ral"l [Character Notes] and [System Noles] are created in the Controller Pak.

-
y [Characier Notes] (40 pages required.)
Data irom charactérs trained in Training Mode can be saved,

["" [System Notes] (2 pages requirad.)
|f-‘ Settings modified in Option Mode can be saved.

I

! ' Controller Pak Menvu

i " Hold down the Start Button and switch on the power 10 your NINTENDO 64 unit to display
™ ihe Pak Menu. Point the Control Pad cursor 1o the data to be erased and select using the
A Button. Select [Yes] on the Confirmation Screen and erase using the A Button.

@ % Caution: erased data cannot be retrieved

1

B
% Controller Pak Error Messages
# Controller Pak not insered. To play game without saving, press the Start Bution.

hﬂhﬂh&maﬂﬂfpﬂ-ﬁ To play game without saving, press the Start Bution.

" Controller Pak error. Resinsert and press Reset. To play game without saving, press the
Start Bution.

* Controller Pak malfunction. Controller Pak not properly inserled or data damaged.
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hlul Screen Operation: % Character color chmua: according @4
1o which Select Character Bution g

U sa,
o @

L Button Start Button [ R Button
Used in Data Mode Salect Used in Data Mode
isee page 14) Select Characier Button X (see page 14)

C Button
| Select Character Button

™

A Button
SelectMove 1o nexd
screen Salect
Character Bution

B Button

Cancel/Return to previous screen
Select Character Bution

1. Getting started

Inzart the game pak into your NINTENDO &4 unit, chack that the Controller and Controller
Pak (sold separately) are correctly attached, then switch on the power.

% Do not touch the Control Stick at this time.

Amessage appears on screen if the Controller Pak is not attached. Be sure to attach the

Controlier Pak comectly. To star the game withoul a Caniraller Pak aitached, push the

Stari Bution.

% Caution: I you play the game without using a Centroller Pak, game data will be lost
when you switch off the game unit,

2. Title Screen

After the demo the Title Screen is displayed. Push the Stan
Button 1o move to the bain Menu Screen.

3. Main Menu Screen
Scroll to desired mode and push the A Bution to select.
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: l * Thase are the basic game controls. Bulton seltings can be modified in Option Mode (see

- % page 13).
" # % Commands shown are for when characters are facing right.

-
L!, Hall: Operation

Character movement ) Control Pad (Control Stick)
[ Jump ) Kortor A
 Double Jump ) Repeat Jump operation while_jumping
Punch i B (weak punch) @ {moderate punch] @ (strong punch)
_Kick ) A (weak kick) ® (moderate kick) ® (strong kick)
Guard ) #=gr
Aerial Guard ) ewd +BorBor®
_Throw & or = whila pr&ash‘lg'.ul.'
 Aerial Throw While both characters are jumping prass € or = while
pressing @ or @
Cyclone Attack St Bor®or®
Detensive Posture During Cyclone Attack ¢« 4 + B or ® or @
. Provoke Opponent Z Button
.,« |J.-' J R Button {See page 8)
_n 'EI-.F:“' .-JHJ '.U._I ..-,.I'*.J_Ii Start Bultkon

A AAAL

AANAAA A A A A

" Rules:
You win a round if your opponent’s Life Gauge reaches 0 bafora time runs out. Default
sefting is three rounds per game. The first player to win two reunds wins the game. When
' time expires the player with the higher Life Gauge reading wins the game. In the event of a
double K.C. or when Life Gauge readings are identical when time runs out, the round is
drawn and replayed.
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MAGIC

You accumulale Magic Power when you attack or incur damage. When the Magic Power

Gauge reaches maximum a crayon is stocked. Magic can be used whan you have a

crayon.

* A mazimum of three crayons can be hald.

% Even if no Magic Power has been accumulated, Magic can be used if you have one or
MOre crayons.
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There are two types of Magic cperation: [Simple Input] and [Command Input]. Both lypes
are identical for all characters. Commands shown are for when characters are tacing right.
L Ind-cala:s buttons pushed simultaneously.

, £

1 Simple Input =+ +R

| Lﬁmﬁﬂi r Command Input a4 ;B
=K

Wﬁ-‘liﬂh Simple Input A

Command Input “d+B

| Simple Input +R
A “
{ ‘D‘f’n MHHIF - | Command Input bt lice B

{ *Thalntlﬂurtunwanbausuﬁnsmwnflm B Button.
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Cancelling

You can quickly proceed to the next operation by keying in the next attack during punching
or kicking. Example:

ell
el

1121

While execuling a basic technique. ..

% Cancel can be used 1o shift from Basic Attacks 1o Ep&ﬂalﬂuaﬂ.saﬁdfrmnﬂaﬂ:
Altacks to Magic. Try out the many other variations yourself!
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" # Yoy can select [Painting Mode] or [Drawing Mode] during the game. Sellings can be
# modified in Option Mode (see page 13).

?: Game Screen:

" Painting Mode Drawing Mode

e

: 2 | 1— Ll : o Al —
Full color characters fighting Outline characters fighting in a
in a 3D satting simplified setting

T

- YOUT Fighter's Master.
Current score,
When the needle reaches the far right the round is over
Mumber of games won (displayed in Batthe Mode only).
1 point acquired with each round won.
Gauge reading decreases each time damage is sustained.
waen YipUr Fighter.
waseens Shows your Magic Power level (see page B).
Magic Power stock (sees page B).
% You can change the time limit and the number of viclory points acquired each time you
- win a round in Oplion Mode. [see page 13).

W
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~ Menu Screen
® When the Starl Buiton is pushed during play the Pause Memu
* 15 displayed.

| [Return to Gama]
Return' to play.
[Key Configuration]
_ , Change bution satfings (see page 13).
! [Game End]
1 End curreni game and return fo the Main Menu Screen.
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[Baitle Mode] For trained characters only.
[Free Play Mode]  For single player only.

Battle Mode

Waich characlers previously trained in Training Mode fight in battle. [These characters
cannol be controled. )

* Training Mode (see page 12)

To begin:
In Memory Flle scroll 1o the trained character you wish 10 see
~ fight and selact using the Character Select Bution. The game
. begins afier the demonstration. :

W If data has not been loaded, load in Data Mode (see page
14).

Free Play Mode

Select a favorite character and fight your way through a story scenario, (Trained characiers
cannot be selacied.)

To begin:
Seroll to the character you wish 1o use and select using the

Character Select Bution. Tha gama begins after the demo. e 0 T

l.r L [onInr "'I

T e
a At

End of game

If you win one game you can advance to the next one. If you lose, the Continue countdown

is displayed on screen. Salect [Yes] using the Start Bution or [Ne] using the B Button to

| either continue the game or quit playing. If the Continue countdown reaches 0 the game .
ands and the Main Menu Screen appears. ﬂ
# You can use Continue as many times as you want.
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- Characters trained in Training Mode can be used in VS Battle.
" ,_'.r,

" # 1. Select Player

«#‘Eﬂﬂtnm&mraﬂmmumnmumandsm&uumlm :
g- Character Select Button. When using trained characlers salect |ﬂ-u-u - #i.
# "Memory File'. Trained characters cannol be controlled. e : i B

EE*umm;mmmmmmmmmum{mmw oy

14).
=,=-|
| % When [?] is selected the character is selected at random.

b i
¥
1

TIE' To decide method of operation scroll to eithar “User or ‘Com’
;r and select using the A Button.
‘ ‘win, [User] Tha player operates,

lp [Com]  The compuler operates.

_ 2. Select Stage

. Scroll to the desired slage and salact using the A Button, The
_game begins after the demo. (Prass the Conirol Pad once 1o
" zoom in.)

End of game

The Player Select Screan appears at the end of the game. To continue, select a characier
 using the Character Select Button and a stage using the A Bution. To end the game, push
the Z Button to return to the Main Menu Screen.

Hage Emulahmﬁdﬁ, '
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Trained charactars ramambser the phr&r‘s favorite techniques and strategies and decide
how to fight based on cument conditions. You can observe this during battle, (Trained

- - characlers cannot be controlled.) Trained characters can be used in Battle Mode and V3

Mada.
| * Try using the Controller Pak (sold separately) lo change the data of characters trained
' by your friends to make competing even more fun.

1. Select File

- Scroll to the desired Memory Flle and select using the Characier Select Button.

| anamei to the character. Move the Conirol Pad cursor. Select

@ When playing for the first time... .
Scroll to a character and select using the A Button, Next assign

lattars wsing the A Button and cancel letters using the B Button,
. The cursor can be moved across the name using the L Bution
and R Bution. When the name is complete select [End].

@ When selecting a loaded file...

Scroll to the desired item and select using the A Butlon. :

[New Character] Erase data from Memory File and train from | g
the beginning.

[Continue] Continue 10 train using previous data,

2. Select Opponent

Scroll 1o the desired Opponent and select using the Character Select Bution. When [7] is
salectad the Opponent is selected at random.

3. Select Stage

Scroll fo the desired Stage and select using the A Button. The game begins after the demao,
{Press the Control Pad once (0 2oom in.)

* Caution

Be sure to save data in Data Mode bedore switching off the Contraller (see page 14).
Failure to save data befare switching off the Controller will resull in loss of new data and the
' Character Notes data in the Controller Pak will nol be revised.
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F? Practice Mode is wsed 10 practice confrolling characters. In this mode Magic can be used as
# olten as desired regardless of Magic Power stock level.
e
-« 1. Select Player
Lg Scroll to the desired Player and Opponent for use in practice and select using Character
j_ﬂ Salact Button, (Trained characters cannot be usad).
X

‘e
o 2. Select Stage

,,ﬁ Scroll to the desired Stage and salect using the A Bution. Practice beging after tha
P demonstration . (Press the Control Pad once 1o zoom in).

B

' lla SO PTIONEMODE

Varous sattings can be changed during play.
% Scroll 1o the sefting to be changed by pressing the Control Pad
- (Control Stick) up/down and change by pressing leftright.
' o When finished select [Exit] to retumn to the Main Menu Screen,

Level of difficulty for play against the

computer.

Competitive handicap. The player with more

points is the stronger,

The time limit for one round.

The number of rounds per gamea.

Swilch screen display during play.

Television sound STEREC/MONO switch.

Change bulton seltings during play.

* Select buttons by pressing the Control Pad (Control Stick)
upidown and change by pressing leftiight.

-+ Save and load changed Option settings (see page 14).
# When there are no Systam Motes in the Confroller Pak notes are

automatically created.
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Trained character data can be loaded, saved, and erased. Scroll to the item by pressing the
Controd Pad (Control Stick) up/down. Select using the A Bulton, and cancel using the B

Button. Display contents of the Controller 1 Controller Pak using the L Bution and conlents g
of the Controlier 2 Controller Pak using the R Button. Select [Exit] to return to the Main
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About Character Notes and Memory Files el
When using trained character data load Character Moles dala into the Controller's Memory d

Filas.
Meamory Files of characters trained in Training Mode are saved in the Controller Pak's
Character Noles.

[Character Notes] - Each characters data is saved individually in the Controlier Pak.
[Memaory Files] ... The Controller contains Memaory Files 1 1o 4. Data for ong
character can be loaded into each Memory File,

* Memory File data is lost if the game unit is switched off.

wCaution

« Do not remove or insert Controller Paks while saving or loading data. Data may be lost.

+ If an error message is displayed in Data Mode, reler 1o ‘Controller Pak, error messages’
(see page 5).
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| | Load Character Nole data into the Controller's Memory File,
’ l 1. Scroll to the [Load)] icon and select using the A Button,

r ¥ 2. Scroll to a saved Characler Mole and select using the A Bution.
[!- 3. Select a Memory File in which 1o load the datz and lead using the A Bution.

If a Memory File which already conlains data is selected during loading the exisiing data
will ba over-written. If you do nol wish to overwrile existing data select an emply Memaory
File.

* Caution: data which has been over-wrillen cannol be relrieved,

e
A

*® Saving

| 'n
Save Memory File data into a Characier Nota.

A 1"-* 1. Scroll 1o the [Save] icon and select using the A Bution.

-:*F' 2. Scroll o the Memaory File to be saved and select using the A Button,

@ 3. Scroll to the Character Note in which 1o save data and select using the A Bution,
it a Character Note which akready contains data is selected dunng loading the existing
data will be overwntien. If you do not wish to overwrile existing data select an unused
Character Nole.

+#* Caution: data which has been over-writlen cannot be retrieved,

® Erasing
] #IJ
| Erase Character Note dala.
-fi 1. Scroll 1o the [Erase] icon and salect using the A Bution.
#t‘ 2. Scroll to the Character Note to be erased and select using the A Button.

..'l"f' % Caution: data which has been erased cannol be retrieved. *
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A ndy's dream is 10 Nightor
becoma an

astronaut or adventurer.
That's why his fighter is a
dreéam opponeant: an
astronaut. Astronots is an
all-round hera, fast and
skilled cn bath oflense
and dafense,

LT Wy

Master

Astroshot Asirojet Astrokick

2P (0.8.8)| |24uP(0.6.8) | | ¢eK(0.8.6B)

Stardust Drop

Planet Attack Space Shoot Star Tours
[Atack Magsc| (Counterataock h!ggi::' [Debense |"r1:‘:|gir_':l

") 1°) DJ dreams of Fighter
| bacoming a pro
basketball player. His
fighter is slightly built and
moves rhythmically. He
miakas up for his lack of
power with blindingly fast

n MOAVES.,

Master 1

|

Big Big Typhoon Giant Arc Tom's Kick

243K(0.8.8)| | ¢ecK(©0.®.8) | | «I¢K(Q.9.8

World in the Hoop Airforce Cat

Ju=2P(0.9.8) or }y2K(0..8)

Hello Mister D) Good-bye Mister First Scramble
[Attack Mogic) (Counterattack Magic| {Defense Mogic) /
|
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ola’s backpack is

chock full of
mystarious ilems, The
young witch Marsa is just
like Mola. She has lots of
tricks and usas tham all.
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Master

Marsa's Prized
Possession

V3P (@.0.0) || MiRiees, ||ivek(0.9.8)

Rooster Step Marsa Jump

Peacock Rooster's Cracker

24yP(0.9.9)
Jack-o-Lantern Marsa's Friend Cute Flower
[Arack Hugicl [{-::.urlll:’uﬁl:u.lt Fr'l.::lgin:_ :Dt_tﬁ-lr'_-.u Mo gil_:

arry Nas surpassmg "!h“’

sirength 1o go along
with a big appetite. He
drew Robot C.H.O. on the
school bus, The robot Is a
poweriul attacker and
axcels al close-quarter
combat,

Spark The Shock @ Locomotive Attack

«i¢P(0.8.8)| | +9-P(0.9.G)

=

Thunder Cross

>P(@)
Culter Press Traffic Control Press Factory
[Atack Mogsc) {Counterattock Maogic| (Defense Magic)
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Bear Bomb

Bear lllusion

e eK(0.9.8)

Reo Marine
(Attack Magic)

ARl
Cool Gatling

V3P (0.8.8)

Crazy Bull
|Attack Magic)

'-"Ia'_ =

Rakuga Kids

lione is willful, quick to

tears, and just loves
bears. Her fighter is a
super bear with very fast

moves. I is equipped with

a tank that increaseas its
pOEr.

Bear Attack

Bear Flip

JeeP (0.9.8)

222222

Bear Spin

43P (0.9.8)

Bear Hip Attack

29999599
L e

Rabi Taxi LA.Jet
{Counterattack Magic) [Defense Magic|

E Bsy-going, lalkative
Roy wanis to be a
gentlaman. His fightar Is a
cool guy with a stunningly
executed, balanced blend
of offense and dalense.

Justice Attack

243P(0.9.8)

Wooden Horse

Call Me Master

(Counterattack Mogc)

Rodeo Drive

e K (0.9.9)
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Rakuga Kids

c Fighter
R ambinclious Val is 9

always maan to
avaryona. His fighter is
evil and unleashes a
vicious attacs.

i L . |
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Flip Dynamite Turkey Turkey Rapid Missile

V2P (@.8.89) | |IveP(0.8.8) | | +vy2K(0.92.8)

Air Snipe Hide and Seek Mamezo Shock Attack

WeeK(0.9.8) | |«eP(0.9.8)
| Scramble Delivery Knock Knock Knock Hell Express
[Atack Magic) [Counferatlack Magic Defense Mogie)

membear of Bloody Wolves, a gang of bikers
with a bad reputation for causing troubla
whearever they go.

T he Bloody Wolf logo drawn by George. Nol
only more grotesque than Mamezo, but
terribly powerful.
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