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Starting Up

1.Set up your Sega Game Gear™ System as described in its
instruction manual. i

2.Make sure the power switch is OFF. Then insert the
Double Dragon cartridge into the Game Gear unit.

3. Turn the power switch ON. In a few moments, the
Double Dragon Title Screen will appear.

4 1f the Title Screen doesn’t appear, turn the power switch
OFF. Make sure your system is set up correctly and the
cartridge is properly inserted. Then turn the power switch

ON again.

Important: Always make sure the power switch is turned
OFF before inserting or removing the Sega cartridge.

Note: Double Dragon is tor one player only.

" INSERT SEGA CARTRIDGE
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Rescue Marian

Out on a stroll with your girlfriend Marian, you're jumped
by a group of the Black Warriors Gang. While you're down
for the count, they nab Marian and take her back to their
hideout at the Samurai Mansion. The Black Warriors have
been terrorizing your neighborhood for vears, looting
stores, snatching purses and roughing up people. But not
until today did their vicious crimes have a direct effect on
you. Now you've had enough!

You are Billy Lee, a master of martial arts and street fight-
ing, only one man against the entire gang of Black War-
riors. You must use all of your moves to defeat the cruel
enemies who stand in your way.

Begin vour search in the streets where this fight began and
track Marian down to the Samurai Mansion in the country.
There you will ultimately battle it out against the Black
Samurai for Marian’s freedom and your life.

Double Dragon GG Manual 5

Take Control!

For best results, learn how to use the Control Pad
before you start playing.

5
Button 2

Burtton |

D-Button
o Press left, right, up or down to move Billy Lee
around the play screen.

Start Button
*Press at the Title Screen to start the game.
* Press to pause the game; press again to resume

play.

Button 1

*Press to punch.

* Press rapidly to perform follow-through kick or .
punch.

Button 2

*Press to perform a jumping high-kick.

*Press to flip while pressing left or right on the D-
Button.

* Press while in flip to perform straight kick.
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Getting Started

When the power is turned ON, the Title Screen appears.
Press the Start button to begin a new game.

Health Points

Billy Lee

Special Attacks

Billy can pick up and use many of the items that appear on-
screen. For example, in level 1, Billy can pick up the gun
lying in the street and use it to detend himself against
attack.

Spinning Kick

*To perform a spinning kick, walk towards an enemy. As
you are pressing left or right on the D-Button, press Button
2 to begin a flip in the air. Now while you are in the air,

press Button 2 again to release from the spin with a straight
kick.

Enemy Hit Points

Dowble Dragon GG Manual /
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Foot Strike
* Press while pushing down on the D-Button to
perform a sliding low kick.

Billy’s Journey
Billy’s journey takes him to many parts of the town. Be-
ware of the enemies you may encounter as they become
increasingly difficult to beat the further you progress
through the game.

Level 1 - Sleazy Slums

Billy begins his rescue mission in the city slums where the
Black Warriors rule supreme. Make your way through the
streets and into Mike’s Club. Punch your way into the
parking lot, your last stop before uptown.
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Level 2 - Get Down Uptown Level 4 - Terror Train

Don’t think the Black Warriors will let you have a Catch a train out to the country where the leader of the
moment’s rest in the nice part of town. From the store Black Warriors holds Marian captive. Remember, this
fronts on Rodeo Drive to inside the Virgin Megastore and vicious gang isn’t about to make your train ride relaxing
back outside, new enemies will be sure to keep you on and enjoyable. In fact they can’t even keep you in your
guard. seat.

Level 3 - Dirty Docks Level 5 - Chaotic Country

J Back on solid ground again, you’ve almost reached
Marian and the mansion. Can you best the final onslaught

Even the docks are littered with bad guys. Battle your way of the Black Warriors in time?

across the pier and up the scaffolding of a freighter ship as
you continue your search for Marian.
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Level 6 - Samurai Mansion

S n e e
TR FET et Ty

Well you've finally made it, but made it to what. There’s
something creepy about this mansion. It feels like even the
walls are alive. Will you make it past the many guardians
who stand between you and the final battle with the Black
Samurai?

Game Over

Billy’s life gauge decreases each time he is hit by an enemy.
He loses consciousness when all the bars of his life meter
reach empty.

Continue

At the end of each game, if Billy has collected enough
points to earn a continue, the continue screen will be shown
with a timer counting down from 9 to 0. Press the Start
button before the timer reaches zero to continue on the level
where the last game ended.

Double Dragon GG Manual 2
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Handling This Cartridge

* This Cartridge is intended exclusively for the Sega Game
Gear System.

* Do not bend, crush or submerge in liquids.

* Do not leave in direct ﬁunlight or near a radiator or other
source of heat.

*Be sure to take an occasional break during extended play.
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Limited Warranty

Virgin Games, Inc. warrants to the original consumer
purchaser that this Cartridge shall be free of defects in
material and workmanship for a period of ninety days from
the date of purchase. If a defect covered by this limited
warranty occurs during this 90-day warranty period, Virgin
Games will repair or replace the defective cartridge or
component part, at its option, free of charge.

This limited warranty does not apply if the defects have
been caused by negligence, accident, unreasonable use,
modification, tampering, or any other causes not related to
defective materials or workmanship.

To receive warranty service, call the Virgin Games Cus-
tomer Service Department at: 1-714-833-1999

DO NOT RETURN YOUR CARTRIDGE TO YOUR RETAIL
SELLER. Return the cartridge to Virgin Games Customer
Service only. Please call first for further information.

If the Sega technician is unable to solve the problem by
phone, we will provide you with instructions on returning
your defective cartridge to us. The cost of returning the
cartridge to Virgin Games Service Center shall be paid by
the purchaser.

Double Dragon GG Manual 13
“

Limitations on Warranty

Any applicable implied warranties, including warranties of
merchantability and fitness for a particular purpose, are
hereby limited to ninety days from the date of purchase and
are subject to the conditions set forth herein. In no event
shall Virgin Games, Inc., be liable for consequential or
incidental damages resulting from the breach of any
express of implied warranties.

The provisions of this limited warranty are valid in the
United States of America only. Some states do not allow
limitations on how long an implied warranty lasts, or
exclusion of consequential or incidental damages, so the
above limitation or exclusion may not apply to you. This
warranty provides you with specific legal rights. You may
have other rights which vary from state to state.
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Credits
Programming Matt From
Creative Art Direction Stan Gorman
Background Graphics Mike Field
Animation Tom Tanaka
Art Assistance John Weir, Kevin Norr
Executive Producers Dr. Stephen H. Clarke-Willson,
Neil Young
Producer Lyle J. Hall
Quality Assurance Michael Gater, Justin Norr,Daniel
Lewis, Noah
Tool, John Geoffroy, Eugene
Martin, Scott Duckett
Adam Ryan, Bijan Shaheer
Manual Lyle J. Hall
Editor Robin Kausch
Special Thanks David Bishop, Bill Anderson,

lan Mathias, Matthew Spall
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Patents:

U.S. Nos.4,442 486/4 454 594/4 462,076:
Europe No. 80244, Canada No. 1,183,276
Hong Kong No. 88-4302; Singapore No, B8-155;
Japan No. 82-205605 (Pending)




