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Mastery.
Might.
And Magic.

That's what you'll rely
on to rescue kidnapped hos-

tages in the mysterious—and

menacing—world of
SHINOBI.

You'll display mastery
of your Ninja Warrior skills—
to outsmart and out-
maneuver a relentless army
of terrorist attackers.

You'll use might—and
mighty Ninja Stars—to fend
off thugs, mongos and
green ninjas.

And, finally, you'll
conjure up Ninja Magic. Your

‘only weapon for those im-
possible moments against
the evil Ring of Five.

Slip through the cold,
cruel inner-city streets. Dis-
cover dozens of golden
Buddhas, deep inside the
sacred sanction. Or take on
an evil, oversized helicopter,
known as the Black Turtle.

Behind every corner in
this surprising world, danger
is lurking. And nothing is as
it appears.

SEGA

Copyright 1989, Sega Enterprises, Ltd. This game has been
manufactured under license from Sega Enterprises, Ltd.,
Japan. Shinobi is a trademark of Sega Enterprises, Ltd.
Commodore 64 is a registered trademark and Commodore
128 is a trademark of Commodore Electronics, Ltd. Atari is
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trademarks of Atari Corporation. Amiga is a registered
trademark and Kickstart is a trademark of Commodore-
Amiga, Inc. IBM is a registered trademark of International
Business Machines, Inc. Screen shots represent the Arcade
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The menacing Black
Turtle is almost
upon you. Think
fast. And act
bravely.

To overcome the
deadly flying fire-
ball, you need
patience, perse-
verance and a
keen eye.

The BONUS stage.
Fling Ninja Stars at
waves of enemy

Ninja and increase
your score.

{
i
= 4

e

N
fe

patt TYRY IR

As beautiful as
they are beastly,
the revolving
Buddhas hold
numerous hidden
surprises.

Deepinthe caverns
of the city, enemy
leaders roam. Each
one has a weakness.
Find it, fast.




