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This official seal is your assurance that this product meets the
highest quality standards of SEGA™. Buy games and acces-

SEGA™ GENESIS™ SYSTEM.
HANDLING YOUR CARTRIDGE ‘
* This Cartridge is intended exclusively for the Sega™ Genesis™

To owners of projection televisions: pictures or images may
cause permanent picture tube damage or mark the phosphor of
the CRT. Avoid repeated or extended use of video games on
large-screen projection televisions.

PLEASE READ BEFORE USING YOUR SEGA VIDEO GAME SYS-

* If you or anyone in your family has ever had an epileptic condition or

has experienced altered consciousness when exposed to flickering

lights, consult your doctor prior to playing.

« Sit at least 2.5 m (8 ft.) away from the television screen.

« If you are tired or have not had much sleep, rest and commence

playing only after you are fully rested.

* Make sure that the room in which you are playing is well lit.

* Use the game on as small a television screen as possible (preferably

14" or smaller).

During use

* Rest for at least 10 minutes per hour while playing a video game.

* Parents should supervise their children’s use of video games. If you

or your child experience any of the following symptoms while playing a

video game: dizziness, altered vision, eye or muscle twitches, loss of
awareness, disorientation, any involuntary movement or convulsions
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Are you ready for the wildest wrestling action ,
you've ever experienced? You'd befter

be! Because Royal Rumble® is ready for you!
Command the brawny power of ring-saviy
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the Undertaker™ and Crush™! Ove
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Royal Rumble® provides a wide variety of ways to éxctt i g e
wrestle, ranging from the standard one-on-one ‘ repla?:e hm | g
one-fall match to the 12-man Royal Rumble®, éact of the ring e
with its own rules, regulations and goals_& - '--ﬁm the ring.

wﬂ, A One-On-One one-fall match pits two wi

inst one another. The object of this ma

Jin your opponent for a three-count;

In Tournament mode (a >,
the computer), your wresﬂdr mu score wcton g™~
against all 11 other wrestlers in your choice of L
Brawl or one-fall matches. In a tag team tourna- 4
ment, your duo must succeed against five other
teams. The selection of opposing teams and tha
order in which you face them m ..

The majestic Royal Rumble®, grueling te ..
of wrestling skill ever devised, begins with twe, =
wrestlers in the ring. Wrestlers ?ﬂb at

seitfor each wrestler, depicting exac

strength he has left. The lower his energy

al, the more likely it is that you will be able to
3 v

regular intervals until six men
one wrestleris eliminated b
the ring, the next wrestlerin
fray. Once the 12th mar
match co



MOVES AND MANEUVERS

Before you can win the World Wrestling Federation’s
Title, you must learn the art of wrestling from the
ground up. Once the basic ground moves and grap-
ples have been mastered, you can perfectthe diffi-
cult aerial moves and eventually the specia guqu%
moves of each wrestler. Only when all the . s
become second nature can you begin your quest of
the World Wrestling Federation’s mast covatad honor
in‘éarnest.

!01&& BUTTON CONTROLS are in parentheses.

Tomove around the ring, use the D-BUTTON
ARROWS.

To'run across the ring, hold the A BUTTON.

To kick your opponent, press the C BUTTON
while you andyour opponent are both standing.
7

¥
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ground m o v es

To move around the ring, use the D-BUTTON
ARROWS.

To run across the ring, hold the A BUTTON.

To kick your opponent, press the C BUTTON
while you and yourapponent are both'standing.
To punch your opponent, press the B BUTTON
while you and your.opponent are both standing.
To stomp or kneedrop your opponent, press the
C BUTTON while you are standing and vuur
opponent is on the mat.

To splash or elbow-drop your opponent, press
the B BUTTON while you are standing and your
opponent is on the mat.

Go for the pin by pressing the B+C BUTTONS (Y
BUTTON) while you are standing and your oppo-
nent is lying on the mat. Press the B+C BUT-
TONS (X, Y or Z BUTTON) to roll off your oppo-
nent and continue wrestling, or press any other
button (A, B or C BUTTON) to keep your oppo-
nent pinned. If you pin your opponent for afull
three-count, you win!

When on the mat, press any button to getup

or, if being pinned, to try takick out of the

pin attempt.

To roll out of the way of your opponent when
you are on the mat, use the UP and DOWN
D-BUTTON ARROWS.

l

To tag your teammate into the ring (in a tag team \

match only), press the B BUTTON when next to
him. To switch your partner in a triple tag team,
press the A+C BUTTONS (MODE BUTTON). g

T



- LS
MOVES AND MANEUVERS
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One of the most important and exciting 1: Deliver a headbutt by pressing the C BUTTON.
events ip a wrestling match is th'e grapple. The = 2: Bodyslam your opponent by pressing
grapple is the essence of wrestling, as the two P the B BUTTON.
combatants vie for control against each'other, mas :
using all of their strength and speedtofarce o 3: Suplex your opponent by pressing the
their. opponent into submission, = ] 1"’ a B+C BUTTONS (Y BUTTON).

To lock your opponent in a grapple, press \ 4: Push your opponent into the ropes by

the B+C BUTTONS (Y BUTTON) while you are
both standing. The wrestler wha is leaning for= e s
ward during .

the grapple is the ===

man in-control of
his opponent.
When grappled,
a grapple meter
will appear over
the wrestlers,
indicating the

pressing the A BUTTON.,

5: Deliver an atomic drop or back breaker by
pressing the A +B BUTTONS (X BUTTON for
atomic drop, Z BUTTON for backbreaker).

To fight for dominance in a grapple, hit
any button repeatedly. If you are being
. controlled in a

direction and degree of control. When domi- gr;'l)l?l!'?bme ,"
_ nating in the grapple, you have several options, enabll "t‘(’)'

each of which requires a certain degree B ok oﬁzf

of dominance to achieve. :
the grapple... if
you have
enough
strength.
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MO"ES A"D MA"E“VERS To deliver a flying elbowdrop, press the B

Aerial moves are another exciting element
of a professional wrestler's repertoire. They are
much more difficult to master than simple Kicks
and punches but are well worth learning
because they are some of the most effective
and punishing maneuvers in the sport,

To hip-toss your opponent, press the B BUT-
TON while you are standing and youropponent

.

IS running. -y
To deliver a dropkick, pressthe C BUTTON s

while you are standing and your opponent is
running atyou, or press the B BUTTON while
you are running and your opponent is standing.

To clothesline your opponent, press the B +
C BUTTONS (Y BUTTON) while you are stand-
ing and your opponent is running.

BUTTON while you are running and your oppo-
nentis lying on the mat.

To climb to the top turnbuckle, use the D-
BUTTON ARROWS to'walk to the upper leftor
right corner of the ring, then press the UP D=
BUTTON ARROW to climb up.

To leap off the turnbuckle; press ANY
BUTTON.

To climb back down, press the DOWN D-
BUTTON ARROW.

Sometimes the sheerforce of a wrestling
move will send a wrestler spilling fram the ring
onto the concrete surrounding it. As soon as
the referee sees you have leftthe ring in a
one-fall match, the referee will begin'a 10-
count. If, when he reaches 10 you.are not in
the ring, you will be disqualified.and your
opponent will be awared the match.

To return to the ring, walk into the apron of
the ring.
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If you're an honest scientific wrestler who sticks to the®

rules and enjoys honest competition, please skip this
section. But if you're the kind of wrestler who seeks
any advantage, without regard for the rules or for the
safety of your opponents, read on. There are moves
that have been banned in standard World Wrestling
Federation® matches because of their injurious effegts

ontheirvictims. These illegal moves can be used in the a

ring during the referee-less Brawl and Royal Rumble®
matches, but a referee will always prevent you from
using them when he's watching! These moves are the
- eye gouge.and the chokehold.

To gouge your opponent’s eyes or choke your opponent, °

press the A+B BUTTONS (X BUTTON) when both you
and your opponent are standing.

A 3

To gouge your opponent’s eyes or choke your
opponent, press the A+B BUTTONS (X BUTTON)
when both you and your opponent are standing.

To break a chokehold, press ANY BUTTON
repeatedly when being choked.

Leaving the ring voluntarily during a match is
also illegal, but it can be a useful strategy,
because all moves, including illegal ones, can
be used outside the ring. Once a mateh leaves
the ring, the referee has no authority over it
except to begin the 10-counts against the
wrestlers. Preventing your opponent from
returning to the ring during his count is often an
easy path to victory! Additionally, there is a
chair that can be used as a weapon against
your opponent, but only outside the ring where
the referee cannot stop you.

To leave the ring voluntarily, press the A
BUTTON while walking into the ropes.on the
front or sides of the ring, or byrolling to the front
and pressing the A BUTTON.

To use the chair outside the ring against
your opponent, press the B + C BUTTONS (Y
BUTTON) to pick it up or put it down, and the A,
B or CBUTTON (X or ZBUTTON) to use it.




MOVES AND MANEUVERS
Each wrestler in the World Wrestling nu‘cn

Federation demonstrates his own unique style

and personality. These personalities influenee:: nEFEnENCE cunm
everything from outfits to wrestling styles, but

where these personalities are often best

reflected is in the special "signature“/moves

that each wrestler perfects. From Shawn

Michaels™“Back Suplex” to Bret Hart's™ ‘\ ‘
"Sharpshooter each wrestler’s special move -
is like a trademark, identifying him to the "

wrestling world while inspiring fear and respect L %
from his opponents! Master each wrestler’s

special moves for the ultimate World Wrestling
Federation® matches! Each can be used only WORLD WRESTLING
when inside the ring, only when your opponent FEDEHA“ON

is worn down, and only in specific situations.
See the Special Moves chart on pages 19-20
for more details.

SPECIAL MOVES

15




QUICK REFERENCE CHAR'I

(6-BUTTON ONLY)

¥

(6-BUTTON ONLY)

Z

(6-BUTTON ONLY

BOTH run/ punch kick choke | grapple eye gouge grapple choke
WRESTLERS | )it ring gouge  (illegal) llegall (illegal)
STANDING or
YOU'RE . ‘ :
STANDING run/ elbowdrop or | stompor jroll pin roll off pin pin roll off pin
OPPONENT IS exit ring big splash kneedrop | off
LYING DOWN
s'l] i run/ hiptoss dropkick clothesline clothesline
OPPONENTIS |  exitring
RUNNING
YOU'RE
srmngg, run dropkick |
IS STANDING |
s

: run flying
oS
YOU atomic back
CONTROL push into bodyslam headbutt |drop breaker/|  suplex atomic drop suplex backbreaker/
OPPONENT ropes or special specical
IN GRAPPLE move move
CONTROLS try to gain try to gain bustout |tryto try to gain
YOU IN control control gain control
GRAPPLE




SPECIAL MOVES

WRESTLERS SPECIAL MOVES

ﬂ Crush™

“Cranium Crunch”: Press
the A + B Buttons (2
Button) while standing
behind a stunned

Hacksaw
l Jim Duggan™

opponent.
“Charging Clothesline™:
Press the A + B Buttons (Z

Button) when standing near
a stunned opponent.

B | Bret "Hit
N | Man"Hart™

“Sharpshooter”: Press the
A + B Buttons (Z Button)
while standing at the feet of
a fallen opponent.

E Hulk Hogan™

“Legdrop Finisher": Press
the A + B Buttons (Z Button)
while standing by the head
of a fallen opponent.

The Narcissist
Lex Luger™

“Running Shoulder-Butt™:
Press the A + B Buttons (Z
Button) out of the grapple.

Rick Martel™

“Boston Crab": Stand by the
feet of a fallen opponent and
press the A + B Buttons

(Z Button).

19

WRESTLERS SPECIAL MOVES

“Back Suplex": Press the
A + B Buttons (Z Button)

Shawn while standi i
S standing behind a
E Michaels stunned opponent.
“"The Razor's Edge": Press
Razor _ the A + B Buttons (Z
Ramon Button) out of the grapple
to use it.
Flying Elbow Smash™:
Macho Man | Climb the top left or top
; Ran right turnbuckle and press
s sa ™ the A + B Buttons (Z
vage Button) when your oppo-
- nent is lying within range.
. "Write-Off": Press the A +
Ir'winR. B Buttons (Z Button) out
Schyster of the grapple.
| p “Shoulderbreaker": From
apa = the grapple, press the A +
Shango B Buttons (Z Button).
"Tombstone Piledriver™:
The =~ | Pressthe A + B Buttons (Z
Undertaker Button) out of the grapple

to use it.




STRATEGIES TO REMEMBER < SUPERSTAR PROFILES

* Keep an eye on your strength meter...
particularly in tag team matches where
you want a fresh man in the ring at alltimes.

» Work on combinations: That is, follow
up one move very quickly with another
move. This way, you don't give your
opponent a chance to catch his breath...
or you off-guard!

» Wait for the appropriate time to launch
an aerial attack: You want your opponent
weakened enough so that he doesn't
rollout of the way and gain an
advantage while you're down!

* Royal Rumble® matches are
extremely dangerous: Watch your
back, and beware of
double-teaming!



HACKSAW JIM DUGGAN™
stands 6'4" and weighs 280

pounds... This native of Glens
Falls, New York, carries a
wooden 2x4 into the

CRUSH" stands 6'8" and
weighs 315 pounds... This
mountain of man calls Hawaii
his home... A gentle giant *
with a friendly personality,

he is hardly gentle with :'I':f-:c"::th thTi.t.).tic
his opponent§ oml‘,e nl{'e*n c\:arpries an r
theEl:‘?(Ile:nugsssr.{é f\me_ncan flag to
his strength the ring as w_ell
to try o Enthusiastic
iterally cry—"Hoooo!”
il often ha_s faps
responding In

his foe's
head with
the palms of

his hands!

kind... The charging
clothesline is his finisher.




BRET "HIT MAN" HART™ stands
6" and weighs 234 pounds... The

This Calgary, Alberta, Canada,
native has held the World
Wrestling Federation Title, the
Intercontinental Title
and Tag Team Title...
The “Sharpshooter”
/ is the hallmark of a
style he calls
‘ : ( S 2B “excellence of
r,:» execution.”

1 v: Current King of

5 G- the Ring™
Champion!

Hit Man is incredibly skilled...

weighs 275 pounds... This Venice
Beach, California native has
held the World Wrestling
Federation® World Title five
limes—more
than any-
one elsel...
The
Hulkster calls
his millions of
fans
“Hulkamaniacs”...
Has starred in sev-
eral feature films...
His "Legdrop Finisher"
Is devastating,



LEX LUGER" stands 6'6"
and weighs 275 pounds.,,
This native of Atlanta,
Georgia, is massively
muscled... He is as ego-
tistical as he is strong...
A former pro body-
builder... Advised
by Bobby

“The Brain”
Heenan™...
Favors a power-
based reper-
toire... "Running
Shoulder-Butt is
his finisher.

RICK MARTEL" stands 6'1" and
weighs 234 pounds... “The Model*
is a native of Cocoa Beach,
Florida... Has held the World
Wiestling Federation World

lag Team Title on several
pccasions... An accom-
plished scientific
grappler... Those

skills are overshad-
owed by his mas-
sive ego... He truly
IS arrogance
personified.
His preferred
finisher is
the "Boston
Crab."

e
-



SHAWN MICHAELS" stands 6
and weighs 234 pounds... Hai
from San Antonio, Texas— b

hat!... Claims he’s the sexiest &
man alive, although he
seems to be the only one
who believes it...
Has held the
Intercontinental
Championship...

The "Back Suplex"is
his favorite
maneuver.

RAZOR RAMON"stands
67" and weighs 287
pounds... Hails from Miami, 3
Florida, but is originally from ' ®
Cuba... Seldom seen without
his trademark toothpick jut-
ting from the side of his
mouth... Possesses a
punishing finisher in
the backdrop that

he has dubbed
“The Razor's
Edge.”



weighs 237 pounds... H
from Sarasota, Florida... A"

»

Champion and a

Intercontinental
titlist... One of the

World Wrestling

Smash" from the
top turnbuckle

IRWIN R. SCHYSTER" standg§:2*
and weighs 248 pounds... This
Washington, D.C., native has co-
held the Tag Team Title ontwo

two-time occasions... Despite his
former World unconventional ring attire,
Wrestling he is an accomplished
Federation® scientific competitor... The

“Write Off” backdrop
is his finishing
maneuver.

former

most colorful
wrestlersin

Federation®
history... The
“Flying Elbow




PAPA SHANGO™ stands 6'5" and
weighs 330 pounds... This myste-
rious masterof vaodoo often car-
ries a smoking human skull to the
ring with him... Has raised the art
of psychological warfare to new
levels... A rugged brawler...

He uses the
"Shoulderbreaker” to
end his matches...

Doubt his
powers if you
must, but don't
question his
stamina and
determination.

THE UNDERTAKER™ stands
6'10'2" and weighs 328 ==
pounds... Appropriately calls
Death Valley his

home... Managed ¥

by the macabre ¥

Paul Bearer™... g
Has a strange
fascination
(obsession?)
with death...
Incredibly
agile, can

walk the top
rope like a
tightrope... The
Tombstone® piledriver
is his finishing move.







FLYING EDGE™
LIMITED WARRANTY
Flying Edge warrants to the original purchaser only of this Flying Edge Software
product that the medium on which this computer program is recorded is free from
defects in materials and workmanship for a period of ninety (90) days from the date
of purchase. This Flying Edge software program is sold “as is,” without express or
implied warranty of any kind, and Flying Edge is not liable for any losses or dam-
ages of any kind resulting from use of this program. FmEdt:gmroram
od of ninety (90) days to either repair or replace, at its option, of charge;any -
Flying Edge software product, postage paid with proof of date of purchase, at ;
Factory Service Center. Replacement of the cartridge, free of chag
purchaser (except for the cost of retuming the cartridge) is the full @
bility. "
This warranty is not applicable to normal wear and teat.
be applicable and shall be void if defect in the Flying E!
arisén through abuse, unreasonable use, mistreatment.of M
TY IS IN'LIEU OF ALL OTHER WARRANTIES AND NO
TIONS OR CLAIMS OF ANY NATURE SHALL BE:
FLYING EDGE. ANY D WARRANTIES
WARE PRODUCT WARRANTIES

NESS FOR A PAHTK:LUR PURPOSE, ARE LIMITED TO THE NINETY (90)
DAY PERIQD DESCRIBED ABOVE. IN NOEVENTMWILL FLYING EDGE BE
LIABLE FOR ANYSPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS FLYING
EDGE SOFTWARE PRODUCT.

Some staes do not allow limitations as to how long an implied warranty lasts and/or
exclusions or limitations of incidental or consequential damages so the above limita-
fions and/or excltssions of liability may not apply 1o you. This warranty gives you spe-
cific rights, andyou may also have other rights which vary from state to state

This warranty shall not be applicable to the extent that any provision of this warranty
is prohibited by any federal, state or municipal law which cannot be pre-empted.

REPAIRS [ SERVICE AFTER EXPIRATION OF WARRANTY
lwmmemmmrnﬂuemmmndmso-daywmwmﬁm
you may contact the Consumer Service Department at the number listed below. You
will be advised of the estimated cost of repair and the shipping instructions.

Flying Edge Consumer Service Dept., 71MmAmm.waaay.Nv
11 Avenue, Oyster Bay, NY 1177

Hotline/Consumer Serviu Dept. (516) 624-9300
Ma:ketedszlyng Edge: Distributed by Acclaim Distribution, Inc.
71 Audrey Avenue, Oyster Bay, New York 11771

® The World Wrestling Federation Logo, World Wrestling Federation and Royal Rumble
are registered trademarks of TitanSports, Inc. © 1993.TitanSports, Inc. All Rights
Reserved. Hulk Hogan™, Hulkamania™ and Hulkster™ are trademarks of Marvel
Group, Inc. All other distinctive character names, likenesses, titles and
logos used herein are trademarks of TitanSports, Inc. Sega and Genesis are trademarks
ﬂSega Enterprises Ltd. Flying Edge™ is a division of Acclaim Entertainment, Inc. ©
993 Acclaim Entertainment, Inc. Al Rights Reserved.

MORTAL KOMBAT® © 1992 licensed from Midway® Manufactu
Reserved. Aréna " is a trademark of Arena Entertainment. © 1
Entertainment. All Rights Reserved.
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FLYING EDGE™ LIMITED WARRANTY

Flying Edge warrants to the original purchaser only of this Flying Edge soft-
ware product that the medium on which this computer program is recorded is
ree from defects in materials and workmanship for a period of ninety (90) days
Irom the date of purchase. This Flying Edge software program is sold “as is,”
without express or implied warranty of any kind, and Flying Edge is not liable for
any losses or damages of any kind resulting from use of this program. Flying
Edge agrees for a period of ninety (90) days to either repair or replace, at its
iotion, free of charge, any Flying Edge software product, postage paid with
roof of date of purchase, at its Factory Service Center. Replacement of the
artridge, free of charge to the original purchaser (except for the cost of retum-
g the cartridge) is the full extent of our liability.

This warranty is not applicable to normal wear and tear. This warranty shall
ot be applicable and shall be void if defect in the Flying Edge software prod-
ict has arisen through abuse, unreasonable use, mistreatment or neglect. THIS
NARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER
{EPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON
JR OBLIGATE FLYING EDGE . ANY IMPLIED WARRANTIES APPLICABLE
[0 THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MER-
HANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMIT-
D TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT
/ILL FLYING EDGE BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR CON-
EQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL-
UNCTION OF THIS FLYING EDGE SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts
nd/or exclusions or limitations of incidental or consequential damages so the
bove limitations and/or exclusions of Kability may not apply to you. This war-
anty gives you specific rights, and you may also have other rights which vary
‘rom state to state.

This warranty shall not be applicable 1o the extent that any provision of this
warranty is prohibited by any federal, state or municipal law which cannot be

REPAIRS / SERVICE AFTER EXPIRATION OF WARRANTY - If your car-
Iridge requires repair after expiration of the 90-day Limited Warranty Period, you
may contact the Consumer Service Department at the number listed below. You
will be advised of the estimated cost of repair and the shipping instructions.

nnaocm.am&mmmmm umm
a trademark of Orion Pictures

esignates a Corporation. Sega, Genesis
ear are trademarks of Lid. s a division
it g s o e

Hotline/Consumer Service 624-9300
;'."::.;Lmo,.....mm e
71 Audrey &"l m%&ummm
“atents: US.#'s Europe # B0244 Canada ¥'s

4,442, ABB/4,454,504/4,462,076/4,028,555;
~ 183,276/1,082,351; Hong Kong # 88-4302; Germany # 2,608 B26; Singapore # 88-155;
. #1,535,998; France # 1,607,029, Japan #'s 1,632,396/82-205605 (Pending).



MORTAL KOMBAT

The #1 Arcade Smash
IS HERE!

FINISH HIM!
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SHATTERING! GHER HERE!
G EN ES| s - Screens shown from Genesis vfrmn
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