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Loading Instructions:

Starting Up

1.

2

©

Make sure the power switch is OFF.

Insert the game cartridge in the
Power Base (shown below) as
described in your SEGA SYSTEM
manual.

Turn the power switch ON. If
nothing appears on the screen, turn
the power switch OFF, remove the
cartridge, and try again

At the title screen, press Button 1 to
start the game.

ANT:

Double Dragon \

In a city ravaged by war and
corruption,

Your name is Billy Lee. Your
brother is Jimmy Lee On the
they call you the Spike, and you

Taking Control

(1 DIRECTIONAL BUTTON
(D-Button)

(2) BUTTON 1

(3 BUTTON 2

D-Button:

* The Directional Button moves Billy or
Jimmy in eight directions.

Button #1:
* Press Button 1 10 kick.

Button # 2:
* Press Button 2 to punch, or pick up
and use items on the ground.

Two Player Game

pressing the Start Button on Control




Missions

o rescue Mary Ann, you must
your way through four different
. each of which is divided into
al scenes. You must defeat all the
In each scene to progress to
next scene. If you do not, you will
stopped at the right of the screen.

At the end of each mission, you will be
confronted by a Black Warrior
lisutenant. You must defeat him to
jproceed to the next mission.

At the end of the last mission, you will
have 1o fight the leader of the Black
Warriors gang to rescue Mary Ann. His
identity may surprise you!

Missions settings.

1) Mission 1
The Slums

2) Mission 2:
The Facto

ry District

3 Mission 3:
The Park

Viewing the Screen

7 Billy Lee

@ Score

@) Score

@ Jimmy Lee

$) Life Meter

© Remaining Lives
7 Life Meter

(® Remaining Lives

When you receive a blow from an
opponent, a portion of your life meter
will turn from blue to red. When it is all
red, you lose a life.

Continue Feature

When all three of your lives are lost,
"Push Start" will appear in the upper
comer of the screen. Press Button 1 to
continue the game from your present
position.

You can continue in this manner until
you enter Mission 4. You will begin
Mission 4 with three lives. After this
point, if you lose all three lives, you
must restart the game from the
beginning.




Fighting Techniques

(1) Leaping Reverse Kick:

Press Buttons 1 and 2 simultaneously,
and you will leap up and execute a
powertul kick opposite to the direction
you are facing.

(2 Jump Kick

Push Buttons 1 and 2 simultaneously

while pushing the Directional Button

either rigbt or left, and you will execute
~ a jump kick in that direction.

Puch the Directional Buton i1 1he
Opposie dHBEION Lo that 10U 2r¢ facing
and simutaneously push Bution 2
Your elbow becomes 2 dead), ~zapon

< Head Butt

Push the Directional Bution lef twice or
fight wice 10 gve your eremis a real
neadache

S Roundhouse Kick e
As you press Button 1 ‘0 kick your
opponent, your front srao cick will
become a more powertul

kick.

Ay

€ Uppereut Punch

As you press Bulton 2 to punch your
OFFOoTent, your PUNChes repeat and
become more powerfu uppercuts.

’ Head Knee Smash
Wher you siand on Iop of a downed

with your knee. Brutal bu effectve.

(5 Shoulder Throw

When you've placed your opponent in

a headiock, press Button 2 to fling him
over your shoulder and siam him 1o the
ground.
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Weapons @ Whip
® Bat The Black Warriors Gang
i t, =

wmb‘:‘hy:urmn:dy:'yw « Press Button 2 to swing these against = Here are some of the bad guys you'll
disposal, which you will find on the the gang members. have to beat to win!
ground from time to time. To pick these @ ®
weapons up, move over them and
press Button 2. (When an enemy .
wields one of these weapons, knock (1 Abobo
him down to make him drop it on the +
ground.) © Knif

* Press Button 2 to throw. A <

®
2) Rowper
« Press Button 2 1o throw these at the (@ Dynamite
i « When thrown at you, pick it up and

throw it at the enemy before it 4
Note: explodes. . .
Weapons can only be used in the L
scene in which they are discovered ) =

3) Williams
k .
Note:

w.-.:omunmiybauudinm‘
scene in which they are




€ Willy

Know The Score

Each time you strike an enemy. you
are awarded points:

Punch 50 points
Jump Kick/Elbow Smash 100 points
Knee Smash/Shoulder Throw

180 points
Leaping Reverse Kick/Head Butt

200 points
Roundhouse Kick/Uppercut

300 points
Whip/Drum/Bat/Box/Rock

points

Knife 500 points
Dynamite 800 points

Each mission you clear earns bonus
points:

Mission 1 3,000 points
Mission 2 5,000 points
Mission 3 8,000 points
Mission 4 12,000 points

Helpiul Hints

Many of the gang members attack in
predictabie patterns. Leam these,

anticipatc them, and use them to your
advantage when planning your attack

Many of ihe gang members will come
up fighting even after being knocked
down a number of times. When an
enemy is knocked down and starts
flashing, it means he's down for good
Move on 1o another target.

HANDLING THE SEGA
CARD AND THE MEGA
CARTRIDGE

The SEGA CARD anc the MEGA
CARTRIDGE are infended exclusively
for the SEGA MASTER SYSTEM.

For Proper Usage
Do not get wet!
Do not bend! Do net subpect ©
any volent

impact!

Do not expose to Do not damange
direct sunlight! or disfigure!

Do not place Do not sxpose 0
near any high thinner. benzine,
temperature etc!

source!

* Be especially carful nct to stick
anything on the SEGA CARD!

* When wet, completely dry before
using.

* When it becomes dirty, carefully
wipe it with a soft cloth dipped in
soapy water.

* After use, put it in its case.
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