Bacl: With A Vengeance

Player’s Guide




The Last Ninja 2 was developed and programmed by System 3 Soft-
ware, Ltd.

For a recorded message about our newest software, call 415 329-7699.
For technical help, call Product Support between 9:30 a.m. and
4:30 p.m. Pacific time, Monday through Friday: 415 329-7699.

If you have a modem, you can contact Activision through our elec-
tronic Product Support Bulletin Board System: 415 329-7684.

For information about our products, write to:

Product Support
Activision
P.O. Box 3048
Menlo Park, CA 94025

For the best service, be sure to note the subject of your inquiry on the
outside of the envelope.

Copyright Notice

This software product is copyrighted and all rights are reserved by the
copyright holder. The distribution and sale of this product are intended
for the use of the original purchaser only and for use only on the com-
puter system specified. Copying or duplicating this product for sale or
other distribution without the express written permission of the copy-
right holder are violations of U.S. Copyright Law and are hereby ex-
pressly forbidden.

©1989 Activision. All rights reserved.

The Last Ninja is a trademark of and © by System 3 Software Ltd.
Commodore 64 and 128 are trademarks of Commodore Electronics,
Ltd.
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The Ninja, known as the Mystic Shadow Warriors, were the elite
fighting force of Ninth Century Feudal Japan. They were dedicated to
fine-tuning their bodies into killing machines. Students of the Ninja
arts drove themselves to achieve the state of self-perfection, and the
discipline of martial arts became the highest and most honorable path
to this perfection. Unfortunately, some Ninja were to abuse their
power...

The Ninja were nearly wiped out of existence during a purge in the
Twelfth Century. But now they’re more powerful than ever. . . and
back with a vengeance!

In The Last Ninja 2, the setting is New York City. The Last Ninja
must battle his way through the teeming, seething metropolis to gain
entry into the fortress of the evil warlord.

Getting Started

To load The Last Ninja 2 into your computer, follow these steps:

1. Plug a joystick into port 2 on your computer. Make sure that
all peripherals are turned off or disconnected.

2. Tum on your disk drive and TV or monitor.

3. Insert The Last Ninja 2 disk into your disk drive, label side up.
If you’re using a Commodore 128, the game will load auto-
matically when you turn on your computer. If you're using a
Commodore 64, turn on your computer and, at the READY
prompt, type LOAD “*”,8,1 and press Return.

The Last Ninja 2 includes several levels of gameplay. Each level is
loaded as you complete the previous one, so to enjoy continuous play
you must keep your The Last Ninja 2 disk in your disk drive at all
times while playing. On-screen prompts will appear when you
complete a level, telling you what to do next.
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Keyboard Controls

F1 Tum sound on/off.

F3/F5 Cycle through the Ninja’s
inventory.

F7 Pause game.

Run/Stop Kill the Ninja.

Space Bar Cycle through the Ninja’'s
weapons.

J Select joystick orientation.

If you want to change the direc-
tion of the joystick movements to
match more closely the Ninja’s
movements, press the J key to
rotate the joystick’s positions 45
degrees. This joystick rotation
applies to the Ninja's running
movements, not his fighting
maneuvers.

Power Levels

The power levels of the Ninja and his opponent are measured in the
coil-like gauges in the bottom left comer of the main screen. The red
drains out of each coil as the Ninja and his opponent fight, showing
how much strength each has, and how much longer each can fight
before he dies. The Ninja’s power level gauge is on the right; his
opponent’s is on the left.

Timer and Score Keeper

Next to the power gauges is the timer, and below it, the score keeper.
The timer keeps track of the amount of time it takes you to play the
whole game. The score keeper displays the points the Ninja eamns by
landing hits, kicks and blows on his opponents.
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Controlling the Ninja

The Ninja can move in three dimensions. This means all the moves
the Ninja can make apply to the direction he’s facing on the screen.

The Ninja changes directions when you: roll the joystick handle
through all the positions until he’s facing the direction you want.

The Ninja runs forward when you: push the joystick in the direc-
tion the Ninja is facing.

The Ninja runs backward when you: push the joystick in the
opposite direction to the one the Ninja is facing.

The Ninja runs diagonally when you: push the joystick in the
direction you want the Ninja to veer. He can move diagonally in both
a forward and backward direction.

Collecting Items

The Ninja picks up an item when you move him next to it, press the
joystick button, then quickly pull the joystick diagonally back and to
the right or left.

Somersaulting

One of the most effective moves in the Ninja’s repertoire is the
somersault. To activate this maneuver so he can avoid attack or over-
come a hazard, make the Ninja run in the direction you want him to
somersault. While he’s moving, press the joystick button. Because
the Ninja can move in three dimensions, he will somersault forward
or to the side, depending on which direction you push the joystick.

If you push the joystick diagonally forward, the Ninja somersaults
across and up; if you push the joystick sideways to the right or left,
he somersaults horizontally. The Ninja can somersault only while
moving forward.
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Fighting Movements

The following is a list of all the Ninja’s moves, which he performs

both unarmed and armed. To activate the fighting moves, press the
joystick button with the Ninja standing still, and move the joystick

according to the directions listed below.

Unarmed Moves Joystick Direction
Kick down

Punch up

Duck up-left or up-right
é\;‘(mfgulr\n/[g]ﬁs’ il shatf Joystick Direction
Stab right

Slash left

High Stab up

Kick down

Parry up-left or up-right
gﬂfﬁl‘ﬂ%mﬁ%wamc objects) el
Throw right or left
General Tips

» Master the joystick controls. The better you are at the con-
trols, the more you’ll enjoy the game.

« The Ninja begins the game with five lives. Every time he
dies, he loses a life. If he uses up all his lives, you lose the
game. He can gain lives by picking up certain items.

% There’s a lot of movement in The Last Ninja 2, so don’t get
distracted. Remember what happens on each screen as you're
playing. Remembering details will help you get higher scores
each time you play the game.
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» Never take anything for granted: some things are not as they
appear. Be curious; examine everything.

Clues

The following are clues to some of the objects and hazards you may
come across in your travels. Like all good adventures, however, there
is more to the story.

Keys. There are grate keys and not-so-grate keys. In the beginning,
they’re a hard bunch to find.

Trap Door. Get a good grip and punch your way through this prob-
lem.

Map. This map can reveal a lot.

Nunchukas. Pulling off this two-part problem could make you flush
with success.

Shiraken. You’ll have to box cleverly to reach the stars.
Staff. Reaching new heights, staff will do well.

Bottle. Why not tramp around the streets and grab a drink while you
can?

Sword. Shop around for the best buy—it could be a real steel.

Hamburger. “Greater love hath no man than this, that he lay down
his extra hamburger for a friend.”

Credit Card. You’'ll get extended credit when you gain access. It will
really lift your spirits.

Computer Terminal. Your number’s up if you don’t act like an
clephant.
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The Final Problem is Always in the Picture

The game is played in a variety of environments. Here are a few
cryptic clues about the places you’ll be visiting:

Level One: Central Park

The key to success is to gain new heights then go for a frolic on the
river.

Level Two: The Street

The busy streets can be paved with danger. Stepping out before your
time could really flip you out. If you're very sophisticated, you can
get down to it and make a grate exit.

Level Three: The Sewers

Typically deep, dark, and dank. There’ll be no torchcarrying here—
you’ll just need lots of bottle.

Level Four: The Basement

Meet a real cool cat, but be careful—you might get a shock along the
way. Tread carefully before taking a quick dip.

Level Five: The Office

Entry here is no big secret. You could become a real terminal case
before you get to meet your biggest fan and become star-struck.
Level Six: The Mansion

Drop in to see your arch enemy. If you’re dumb enough, it might not
be too alarming. After that, it’s full steam ahead.

Level Seven: The Final Battle

Careful—if you get cornered you might have to do a six-point tum.
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If You Survived Manhattan in The Last Ninja 2,
You’re Going to Love Your Native Land in.. ..

The Last Ninja

The evil Shogun Kunitoki has slaughtered
the entire Brotherhood of the Ninja.

And stolen the ancient secrets of Ninja
weapons, wisdom, and magic.

Only you survive.

Only you, The Last Ninja, can avenge the |#gs
Brotherhood and recapture its sacred lore. |-

The Last Ninja is an animated action adventure with —

* 6 unique, detailed landscapes: Wastelands.
Wilderness. An Imperial Palace. And more.

« Over 130 super-colorful screens.

« Over 1000 animated figures and objects, from water-
falls and doves to menacing skeletons and blood-
sucking tarantulas.

+ 6 film-score-quality soundtracks.

« Weapons galore, including staff and sword, shuriken
stars, numchukas, and Ninja magic.

« An array of formidable foes — human and otherwise.

It’s all waiting for you now, along the way to your final
confrontation with the evil Shogun.

The Last Ninja. The way is long and dangerous.
But revenge is sweet.

See your computer games retailer today.
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ACTIVISION ENTERTAINMENT SOFTWARE
LIMITED 90-DAY WARRANTY

Activision Entertainment Software warrants to the original consumer purchaser of this
computer software product that the recording medium on which the software programs are re-
corded will be free from defects in material and workmanship for 90 days from the date of
purchase. If the recording medium is found defective within 90 days of original purchase,
Activision Entertainment Software agrees to replace, free of charge, any product discovered
1o be defective within such period upon receipt at its Factory Service Center of the product,
postage paid, with proof of date of purchase.

This warranty is limited to the recording medium containing the software programs
originally provided by Activision Entertainment Software and is not applicable to normal
wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen
through abuse, mistreatment, or neglect. Any implied warranties applicable to this product
are limited to the 90-day period described above. If the recording medium should fail after
the original 90-day warranty period has expired, you may retum the software product to
Activision Entertainment Software at the address noted below with a check or money order
for $7.50 (U.S. currency), which includes postage and handling, and Activision Entertainment
Software will mail a replacement to you. To receive a replacement, you should enclose the
defective medium (including the original product label) in protective packaging accompanied
by: (1) a $7.50 check, (2) a brief statement describing the defect, and (3) your retum address.
EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUD-
ING ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR
PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS OF ANY NATURE
SHALL BE BINDING ON OR OBLIGATE ACTIVISION ENTERTAINMENT SOFT-
WARE. IN NO EVENT WILL ACTIVISION ENTERTAINMENT SOFTWARE BE
LIABLE FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING
FROM POSSESSION, USE, OR MALFUNCTION OF THIS PRODUCT, INCLUDING
DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES
FOR PERSONAL INJURY, EVEN IF ACTIVISION ENTERTAINMENT SOFTWARE
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL
OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS
WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER
RIGHTS WHICH VARY FROM STATE TO STATE.

RETURNS
U.P.S. or registered mail is recommended for returns. For the best service, please be sure 1o:
1. Send the diskette(s) or cartridge and sales receipt.

2. Write the name of the product and the type of computer system you have on the
Jfront of the package.

3. Enclose your return address, typed or printed clearly, inside the package.

Send to:
WARRANTY REPLACEMENTS
Activision Entertainment Software
P.O. Box 3047
Menlo Park, CA 94025
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