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Please understand that we may not be able to answer all questions made
over the telephone regarding the content of games. Furthermore, please
refer to the Famicon magazine for game hints.

'

Disclaimer We pay the utmost attention to the planning and
production of our products and due to the extremely complex nature of
game content, consideration is given to unforeseen problems being found in
programming. Please contact us if anything should arise, including
malfunctions.
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For Fathers and Mothers (Please always read)

Thank you for buying this Banpresto product. We take all possible
measures to ensure quality control, and in the event you have any concerns,
please contact the Bandai Group Customer Consultation Center.
Furthermore, when making inquiries, be sure to inform us of your address,
name (of guardian), telephone number, and the name and age of vour child.

@® Bandai Group Customer Consultation Center
1-4-8, Komagata, Taito-ku, Tokyo, 111-81 TEL 03-3847-5060
Lines open Monday-Saturday (except holidays) 10:00am-4:00pm

Sales Agency € Banpresto Co., Ltd.
Bandai Building No. 3

1-4-14 Komagata. Taito-ku Tokyo 111

Bandpresto is a Bandai Group company.

JAPAN ONLY
this product is prohibited.

'FOR SALE and USE IN

The export, use and rental of

Super Famicon is a trademark of Nintento.

SHVC-BD B8

.

Super Famicon®

o % ¥ da
©Sotsu Agency, Sunrise. Tsubaraya Productions, m H _.}_ D mm m U AJKJ
Ishimori Productions, Mainichi Broadcasting. Toei,
Dynamic Planning, Banpresto 1991 MADE IN JAPAN

N
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Thank you for buying the Banpresto “Battle Dodge Ball” game set for

Super Famicon. Please be sure to read the Instruction Manual before use,

and to use the game set in the proper manner. Furthermore, please be sure to

keep the Instruction Manual.

Precautions

® Always disconnect the AC adapter from electrical outlets after use.

@ The game should be played as far away from the television screen as
possible.

® During long-term game play, short 10 — 15 minute breaks should be
taken about every two hours for the sake of health.

® This is a precision device, so avoid use or storage in extreme
temperature conditions, or severe impact. In addition, the device is
never to be disassembled.

® Do not get the terminals dirty by touching with hands or getting them
wet. This may lead to device failure.

® Do not wipe with thinner, benzene, alcohol or other volatile oils.

® Do not connect Super Famicon to a projection television (projection

screen-type television), as afterimages (screen burn-in) occur when

connected.
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Story Controller Use

) *Type A (initial settings)
Our heroes have spent their entire youths battling over a single ball.

Left key Right key

b .F X button
Battle Dodge Ball 8

o34 Nintendo
- QPR FQMICOMm

This is the most severe of all one-on-one matches. Knock down

rivals confronting you with the spirit of challenge deep within their

+ key
hearts to become the Battle Dodge Ball champion. Sdect wmaper
S - B button
This is your mission.
Now, the battle of the heroes shall quietly begin . . . Select Start v _wznoc
button button

A button / Make a shot, catch opponent’s shot.

B button / Jump, send message.

X button / Pass.

Y button / Pick up ball, block opponent’s shock.

Start button / Start game, pause, enter each item setting.

Select button / Change player.

Right key / Change target for pass.

Left key / Change target for shot.

* key / Left/Right (Speed up by pressing twice), move
forward/backward. move cursor

Right+Left / Certain kill shot (Press simultaneously when conditions

are right).

N
W
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Game Preparation

Set “Battle Dodge Ball” cassette in the Super Famicon unit, turn on the
switch and wait for the Banpresto logo to appear. Immediately afterward, a
title screen appears.

Next, press “START” or wait a little while for the screen below to appear.
Here, select “START” or “OPTION.”

OPT ION

o P LT ;
B e —

# Up/Down . ..Select START...Choose

When “START" is selected, the game mode selection screen appears.
When “OPTION™ is selected. the option mode selection screen appears.

4

Option Mode

Here, you can change the key settings for each controller, and freely select
and listen to the music and sound effects used during games.

#* Up/Down . . . Select

START ... Choose

PO B Wy

® “1P Controller” and

“2P Controller”

You may change the key operation patterns for the 1P (player 1) and 2P
(player 2) controllers. You may select whatever pattern you like from four
types: A —D. e

# Up/Down . . . Select

START . .. Choose / Return to
previous screen

® “Sound Test”

You may remove either only the BGM or sound effects heard during games.
In addition, you may select whether sound is in stereo or mono.

+ Up/Down . . . Item select, change
settings with left/right

“EXIT” ... Move cursor here

Press “START?” to return to title screen.

5
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Game Mode Selection Screen

You can select one of the following three modes with “Battle Dodge
Ball.”

@® Super Battle League
@ Fierce Fighting Competition Mode

@® The Legend of the True King Tokyu

+Up/Down . .. Select  START ... Choose

* Super Battle League

Which team will YOU select!?

Here, select the team you like from eight teams, and then play the other
seven teams in a round robin competition. You win experience points each
time you win a match, so your player develops, and the members of the
losing teams become your teammates, so you can create your own original
team.

©® The screen changes to the following when you select Super Battle

League Mode.

“NEW GAME" . . . Start game
from beginning

“CONTINUE” . .. Start from
saved or password recorded spot

+Up/Down . . . Select START ... Choose
Here, select “NEW GAME?" if you want to start a game from the beginning,

@ Next, the story will appear.

* You can skip the story by pressing
“START.”
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®  Select the team you like from the team selection screen.
(Team Selection Screen)

+Up/Down . . . Select

A S P R
PUnM BTany
wEY §

® Here, press the “START” button. A window opens asking whether to
see or not see status. Make a selection by pressing up/down on the #
key, and then press “START.”
M Select “See.” (Then you will see the abilities of team members.)
(Status Screen)

#Up/Down . . . Changes display

M Select “Do Not See.”

The following window opens if you
select “Do Not See” or press
“START” on the status screen.
Select “Yes” to play with the
selected team or “No™ to reselect by
pressing up/down on the # key, and
then pressing “START.”

T U— -

PLaM nrany B

L 358 g NP ———

® Stage select screen

+Up/Down, Left/Right . . . Select
START . .. Choose

* The picture of the court at each stage changes to black & white and then
is cleared when you win a stage.

® Opposing  team  display
screen
Opposing teams are
displayed, and after a short
time  the match  will
eventually start, and the court
screen appears.

“The whistle is blown!!”

il S———— o
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Make New Teammates!

The match is held, and one teammate from the losing team can join your
team. However, when you add a teammate, another teammate has to £0.
(Teammates can only be added at the first match of each stage. The screen
for adding teammates will not appear from the second match)

When the match has ended, the following screen appears.

#Up/Down . . . Select
START ... Choose

O 0y ey
o

]
|
!
i

|
:
.
!

PUSH STASY PUmM BTARY

Here, if you select “No.” then the
screen will return to @. Select
“No” if no longer making
changes or adding teammates.

Super Battle League Saving and Awarding
Experience Points (After end of match)

® Awarding Experience Points

When a match has ended in the Super Battle League, you receive
experience points (EX) whether or not you win or lose. The experience
points are awarded on the status screen.

TV status screen # Up/Down, Left/Right . . . Move cursor.

A button . . . Add experience points
B button . . . Reset experience points
START . .. Choose

® Save
After experience points are awarded. the following screen appears.
Here, select whether to save or not save

and go to the next stage select screen. ﬁt\!

» [TADE BmLECT

BOVE

-
FORRNORD e —

) "

*Up/Down . . . Select
START . .. Choose

If saving, select and choose “SAVE.”

11
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Select from data 1 -3.
(Saved Data Screen)

#+ Up/Down . . . Select

START . .. Choose
#+ Up/Down . . . Select

Start . . . Choose

(Password Input Screen)

*+Up/Down, Left/Right . . . Move cursor
Scroll screen up and down

A button . . . Input

Start . . . Choose

® If playing a game with saved data or password , ] ) .
input Accurately enter in password, and if there is an mput error, enter
P again.
Here,
select “CONTINUE”

“BACK UP” . . . Play game with saved
data

“PASSWORD” . . . Play game with
password input

12 Sy 13
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* Fierce Fighting Competition

Mode in which two people can compete using two controllers. You can
compete using saved teams and password backup data created in Super
Battle League mode.

©® The following screen appears when you select Fierce Fighting
Competition mode.
(Team Selection Screen)

Select a team with each controller. If
both IP and 2P have selected teams
from those displayed. the screen
changes to the Match Number
Selection Screen.

If 1P or 2P select “Backup Data” or “Password,” the following screen
appears, and afterward changes to the match number selection screen.

B [f “Backup Data” is selected.
(Backup Data Screen)

#+Up/Down . . . Select
START ... Choose

14

M If “Password” is selected.

(Password Input Screen)

+Up/Down, Left/Right . . . Move cursor
START ... Choose

* If 1P and 2P select the above items, then 2P makes their selection after
1P. Furthermore, 2P should use Controller 2.

@ Decide the number of matches.

(Match Number Selection Screen)

+ Left/Right . . . Select
START ... Choose

i
K
PUSH STARY KEY b
e AR At

® Competing Teams Display Screen

After the competing teams screen is
displayed, the match begins.

15
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@ Match results display screen

Results are displayed each time a match has ende.
the end is the winner.

(Match Results Display Screen)

d. The person in the lead at

* Legend of the True King Tokyu

Story

A long time ago and far away. there was a legend of a lone warrior who
battled throughout his lifetime. When the world was stepped in darkness,
there appeared a young lad in a beam of light. The light given off by this
young lad was said to brighten the world, so that there remained not a trace
of the darkness. For a weapon, all he had was a single ball, and he sought to
challenge the darkness that had gripped the world. Calling upon numerous
secret arts, he sealed the darkness within three sacred treasures.

People were overjoyed, and they wanted to make the young lad who
had saved the world their king. However, there was already no trace of him.

The young lad who had saved the world was considered a hero, was
exalted as a great king and called thus.
“King Tokyu the Guardian™

And then, the three sacred treasures sealing in the darkness were said to
have been entrusted to the three royal households of the star clusters. And
since that time, whenever darkness covered the world, the warrior of light,
King Tokyu. would appear. Thus is the legend of King Tokyu passed down
to us from long ago.

And now the legend lives again . . . . . . .

17
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This is the RPG type mode. To play the game, select one person from

among the heroes, and fight to the end to be the King Tokyu of legend.

®  The screen changes to the following when you select the Legend of the

True King Tokyu mode.

“NEW GAME” . . . Play game from
the beginning.

“CONTINUE” . .. Start from saved
spot.

+ Up/Down . .. Select START...Choose
Here. the game is played from the beginning, so select “NEW GAME."

@ Next, the story is displayed.

BE™ X M spei ....rh\ld.. .y WOYT

*<oc8=mw€§om8€ c%?%&nm mAT R w.... ...
“START.” PR PR TR Y

LLRTRA Spamants y Molamiy ', 1y
sl T B S PR Y

?.JFH....A’!’.W WI.A/.l./.vn
SO0 2 o vt iy

L wmvg amEeme  ammmath 4

VAR PN S S - wypaao

BT A SMLL N .

18

Select the hero character.

# Up/Down . . . Select
START . .. Choose

PUEM BYARY

Start match

You must not fight alone at the
beginning. Gather teammates
while fighting to the end,
aiming to become King Tokyu.

Map screen
After winning the first match and hearing the teammate messages, the

universe screen appears next. When you press start, now the game will
be for real. First, it’s off to the Dakota Star King Tokyu Playoff]

19
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Teammates will still have messages for you at Dakota Star. When these
messages have ended, the map screen will appear.

‘® Battle court

® Plaver

character

Move your hero along the roads on the map screen with the # key. If you
encounter an opposing team en route and go to the battle court. the screen
will change to the game screen. There will also be teams inside that will ask
if you want to have a match. If you 20 to the shop. the screen will switch to
the shop screen.

20

® Shop Screen in the True King Tokyu Mode

While in the King Tokyu mode, money prizes are received each match
instead of experience points (EX). You may select items based on these
money prizes and distribute to each team member. These items will increase
abilities. You can also save game data here.

*+ Up/Down. Left/Right . . . Move cursor
A button . . . Item explanation

START . .. Switch to distribution screen
(EXIT . .. Return to map screen)

A button . . . Distribute
B button . . . Return to shop

GO0
e —————

21
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Saving in the Legend of the True King Tokyu

Save by making the shop screen appear while in the shop anywhere in the
map screen.

Move the cursor to SAVE.

Press start.

Only one save data can be saved independent from the Super Battle League
mode. The previous data is erased when a new save is made.

When a game is started with saved data, select “CONTINUE” in ® on page
18. The game will immediately start from where saved.

22

@ Member selection in the Legend of the True King Tokyu mode
There are characters that will ask to be added as teammates when
you win a match. When you make them teammates, your
membership will increase. but the court will hold only three persons.
Select these three on the member selection screen.

REEEA Y Y WY
AT,

“ o T
+ Top/Bottom . . . Selection .
A button . . . Choose
Start . . . Start match

q - i
v Gw
Ty —‘
»ao-y v»

’ .
T
S8 TR
Lt

.
PUNM aTARY W
¥

Numerals 0 — 2 are the selected order. The jump toss at the start of the
match will be done by the character in 0 place.

23
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Game Start!

The signal for the start of the match is the blowing of a whistle. The referee
will toss the ball straight up in the middle of the court. Try to make a good
Jjump and snatch the ball.

® Game Screen Explanation

® HP / Max HP
@® 1P side ® W.meEEm match
time
members
@® COM and 2P
members
® Certain kill shot gauge
Victory or Defeat

Each player has HP (hit points). and when they are damaged by an
opponent’s shots, damage numbers appear onscreen. If the number of HP
decreases and reaches 0, the player is disabled. If the three players in the
court are all disabled, then the team loses, and if they knock down the three
opponents, the team wins.

Except in fierce fighting competition mode, 1P loses if the clock runs out.

Hero Status

This means the ability values appearing on the status screen.

® HP / Player disabled if hit points reach 0.

® Magic Points / Number of catches related to certain death shots.
® Shot / Shot power.

® Footwork / Moving speed.

® Defense / Damage received is low when numbers are high.

@ Jump / Jump power

® Physical Strength / Maximum HP increases when numbers
increase.

Pass Direction (If controller operation is Type A)

Infield—Outfield
Outfield«>Outfield

Indicate pass receiver with right
key. (Pass receiver is moving both
hands) Can also indicate with =.
Outfield—Infield Indicate 1P with 4 left and 2P
Infield<>Infield with right.

For infield player passes, decide on
which of the two players by the
relationship of their positions. You
can indicate with the R key when
your outfield cannot be seen.
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Certain Death Shot

Each hero has their own special certain death shots.

% Certain Death Shot Conditions
The certain death gauge increases with each catch (when an
opponent’s shot is directly caught), and the gauge flashes when a
predetermined number is reached by each hero. When this happens,
simultaneously press the right and left keys when the hero has the
ball. Then they can make a certain death shot. The gauge at the
bottom of the screen then shows the number of catches of the
character currently holding the ball.

* The maximum number of
catches that may be reached
is 20.

* If a character’s HP reaches 0,
then when they enter their
next match, their catch
number will be 0.

Team Introduction

Knight Gundam

Ultraman Great’

SD Gundam Heroes

Zeta Gundam Gundam NT1
mﬁ>—®xvu
Knight Dragons

"Kenshi Zeta  Hojutsushi Nu

Ultra Fighters

Ultraman Taro  Ultra Seven

27

Ultraman
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[re——— Greatest Riders Monster Crashers

Gamen Rider _ Gamen Rider _ Gamen Rider V3 mngam_ B Zetton Ace Killer Gomora : M:am Balt:
Black RX Amazon

Ichigo

Dynamic Mazingers M Shocker Eagles

AR ARLLECIILRE L LTXBERS

Garagaranda Combatant

Shadow Moon Squid Devil

Vigna Ghina
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