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SYSTEM 3 SOFTWARE....

Systemn 3 Software has an internatonal reputation for breaking new ground and
bringing to you, the game player, the very best in computer entartainmant.

In keeping with the company’s policy of innovation and being a ront runner’ in
producing games, we have launchad an exciting range of products on cariridge
for the Commodore Games Console and Commodore C64 Computer. The
advartages of the cartridges 10 you ane:

Greatly enhanced playabiity through nstant’ loading of our multi-evel games.

Mo more loading problems, it works first ime and every Sme. Also, It is not as
fragle as disks and cassefies and wil stand up 10 a lot of confinual hard use.

Fully compatible with both the Games System Console and the C84 Computer.

And last, but not least, the exdra memory in the cartridge allows us 1o give you
gven more enterainment value than befora,

Qur aim is © provide game players with hours of thrlling entertainment,
inferaction around. Minjga Remix achieves all this, and more.

Ower 8,000 man-hours went info the design, planning and production of Ninja
Remix, by the same talented team that created Last Ninja |. Ninja Remix has set
the standard for achion fantasy adventure gaming, featuring dynamic on-screan
action, high degree of player control and adventure style puzzies fo solve.

As Ninja Remix is far more than a simple action game, we suggest that you read
the instructions carefully and spend some time becoming totally familiar with the
controls. To aid those of you who are having difficulty, we have included in this
manual & detailed play guide of the first level, orly read it if you are having real
dficulty in getting into the game.



The Story...

The Ninja, known as The Mystic Shadow Warriors, were the elfe fighting force
of Ninth Century Feudal Japan. They were dedicated 10 the fine tuning of their
masters of weapon craft, assassinafion, sieaith and invishilty and many
believed them fo be in condrol of the supermnatural. A real master of the art of
Minjutsu could even anticipate an opponent's moves and thoughts.

To achieve this high Wevel of skill all infiales had to undergo years of rigorous
training. Correct application of these sidls required cunning, dexterity and total
mind control. Students of the Ninja arts drove themsalves on fo fry fo achieve
the state of seif-perection and a closaness to their god. Therslore, martial arts
fighting discipiines became the highest, most honourable path fo padection.
Unfodunately, some Minja were o abuse thew powers.

The Ninja were nearly wiped oul of existence during a purge in the Twalfth
Century. But now they are back and mone powerful than ever....Back with a
vengaancel

The struggle with the Evil Shogun, Kunitokl, had taken its tol. For many months
after regaining control over the island of Lin Fen, Armakuni, the new master of
the Ninjutsu, fell into a deep depression at the loss of his brethren. He reflected
again and again upon his struggle against Kunitoki, and always came to the same
conclusion - it was anly the end of a battle, not the end of the war.

After more than a year of languishing upon Lin Fen, Armakuni was prepared io
reinstate the way of the Shadow Wamior to its bormer glory, With the Koga scrolis
in his possession all that Ammakuni needed now were the disciples 1o follow his
guidanca and the teachings of the ancienl manuscripls.

As the word spread around the mainland that a new master had the scrolls and
was about b0 begin training, the men began fo amive. They wane the sons of the
fighting elite - the: Samurai.




A new onder of Ninja siowly began take shape. But this time the training was going
10 be more infensa than ever before. Never again would they be caught off guard
and defeated without honour.

During a training session of the Inner Cincle - the Master's elite - a strange feeling
came over the class. It was as if time had abruplly siood stil, as i they were the
only people & in the world. As Armaluni rosa from his meditating posifion a
strange pulsating light enshrouded him. Concemed with what they saw, the class
tried fo rise and go 1o Armakuni's assistance. But they they were fixed in their
positions, no one could move.

The intensity of ight grew around Armaiani untl all who were witnessing the
scena were forced fo cover their eyes. When the iight faded and finally
disappeared, the students leapt 1o their feet. What had happened? Where was
tha Masier?

What is happening? Shouted Armakuni. But no one could hear him. i was as if
he was invisible and in a sound prool glass box Why wasn't his class rushing 1o
his aid o help him to break free? Why did he feel the sharp thoms of fear, whils
inside he was as calm as the deep seas? What game were the anciants playing
with him? His questions found no answer as he shipped unwillingly indo uncon-
BCIOUSNESS.

Siowly Armakuni clawed his way back through the darknass of deap sisap, back
fo where he fell safe. As ha forced his eyes open, ha was greeted by a sight that
his expeniences could not have prepared him for.,

Armakuni is now standing on a hard wooden floor surounded by strange objects
that vagualy remind him of musical instruments. Bahind him s a curtain parted
slightly in the middie. As ha fries 10 focus his éyes on his suroundings his mind
is sent spinning. He sees strange gigantic shapes, coverad with mirrors, reaching
1o the very doorstep of the heavens.



CARTRIDGE LOADING INSTRUCTIONS

Please Mote: For Commodore G54 Computer owners, the Cartridge siot is
located at the rear right sade of the machina.

LOADING THE GAMES

1. Tum on the TV or monitor,

2. Maks sure the Games System/Computer is tuned OFF (Check the ONOFF
swilch on the right side of the consola.). There must be nofhing on the TV or
manitor.

2. With the label of the games cartridge facing you, insert the cartridge ino the
slot on 1op of the console. Make sure it is not crooked and fits snugly in The slot
4, Tum the Games Sysiem OM.

5, Now consull the game's instrucions for "How o Play the Cartridge’.

CHARGEMENT DES JEUX

1. Allumaz ke téléviseur ou la moniteur.

2. Assurez-vous que e Systéme des jeux est Steint (Viéfaz Mnterrupteur ONOFF
sur le coté droit de la console.). Rein ne drofl se trouver sur la TV ou le monitewr.
3. L'éiquette vous taisant face, enfoncaz ls carouche de jeux dans le réceplacie
s& frouvant dans la parfie sup({rieure drode de la conscle. Assurez-vous qu'elle
ne soit pas de fravers ef qu'alle soit bian an place dans le néceplacie.

4, Alumez le Sysiéme de jeux (ON).

CARICAMENTO DEI GIOCHI

1. Accandets | monfior video.

2. Aocertatevi che il sisterna per videogiochi sia spento (Venificate Mntemutiors
OWOFF sul lalo destro della consolle.). Sullo schermo TV o sul monitor non
devesserci niente.

3. Con letichetta sulla cartuccia del videogioco rivolta verso di voi, inserite la
cartucia nella fessura apposita in alto a destra della consolle. Acceriatevi che
non sia inclinata e che entri con facilith nella fessura.

4. Accendente il sisterma ON.




ADEN DER PROGRAMME

1. Schalien Sie den Femseher oder Bildschinm ein.

2. Stellen Sie sicher, dall die Spiel-Konsole ausgeschsiiet ist (Prifen Sie den ON/
OFF - Schalter auf der rechien Selle der Konsole.). Bitte schallen Sie den
Femnseher aul den fr die Spial-Konsole vorgasehenen, freien Kanal.

3. Die Programm-Cassette mit dem Etikett zu ihnen zeigend in den Schachi aben
rechis auf der Konsole einsteckan. Stellen Sie sicher, daB sie nicht verkantet ist
und gut = den schacht paBt

4, Schalten Sie die Spial-Konsole emn.

CARGO DE JUEGOS

1. Encienda & TV o & monilor.

2. Asagirese de que o Sistema de Juegos estd APAGADO (OFF) (Verifique o
inferrupbor principal a la consola). Mo debe aparecer nada en &l TV o & monitor.
3. Con la efiqueta del carucho de juegos hacia usled, inserte ef cartucho en la
ranura al extrermno superior derecho de [a consola. Asegirese de que esté bien

insartado y de que quede ajustado en la ranura.
4, Encienda el Sisterma da Juagos.

IF YOU HAVE A PROBLEM....
Problent Indicator light not on -

Cause: Computer nol turned on. Power supply not plugged in.
Solytior: Make sure power swilch is in ON position. Check power
socket for loose or disconnecied power cable.

Problem: Mo picture (TV)

Cause: Incomect hookup. TV no connectad andior tumed on. Cable to
TV not plugged in. TV on wrong channal or incomectly funed.
Solufiorz Chack hookup with RF socket. Chack TV power connecion
and TV power switch. Check output cable conneclion o TV Change
channel and'or adjust tuning.



Problem: No picture (monitar).

Cause: Monitor not connected andior tumed on.
Salutiorr Check monilor connactions and power swilch.

Problame Random patlem on screen with cariridge in place.

Cause: Cartridge not properly inserted.
Solutiorr Tumn power OFF and reinsert cariridge.

Problam:. Picturs with poor or no colowr,

Cause. Poorty tuned colour contnois.,

Solufion Adjust colour controls on TV or Maonitor.
Probieme Sound with excess background noise.

Cause: Volume 100 high.
olution: Adjust volume.

Probiem: No sound, picture OK (TV)

Cause: Volume oo low.
Solution Adjust volurne.

Problem: No sound, picture OK (monitor)

Cause: Audio input of moniior audioivideo cable not connacied
Solution: Connect audio cable 1o monior audio output. |

Problem: Games confroller nol working.

Cause: Incomect hookup.Games controllar in wrong port. Using wrong
games controlier for game

Solution: Check connection at console.Move Games controlier 10 otnes
port. Check 10 make sure you are using the comect controlier,




Game Controls

For Commodore C64 Computer Owners Only.

Keyboard controts:-

Fi =Turn sound onfolf

FAFS  -Cycle through Minja's inveniory

Fr Pause game

RurvStop -Kil the Minja
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pasition through 45 degreas each time you press & Salact the position

jwhd most comiortable o play with. 3 modas: mode2 is normal. This
moda appbes 1o tha movemant of the Ninja and not 1o the fighting ma
NQSUNTES,

This game can only be played with a joysticke For Commodore owners the
joystick should ba in port 2 (see console details later)..

It is important to understand that, uniike most fighting games, the Ninja character
is capable of movemeants in three dimensions. This maans that all e moves you
can make are relative to the direction the Ninja is tacing on th~ screan.

For Commodore Games System Console Owners.
Threa Button Joystick Conirols:-

To start the garme press one of the joystick butions. Whichever buthon you choosa
becomes the fighting moves bution. I you are not happy with the bution you have
seiceted, you can change it af the beginning of each level by pressing a differant
button 10 stan that level

The other bution on the joysick aulomatically becomes the weapon salect
button. To choose a waapon, press the weapon sekect bulton and the available

weapons will cycle through the st in the weapons display area.



Too select an objact for tha Ninja to use, prass the fight button and hold it down,
then pressing the other bution will cycle fwough the avalable objects. Whichever
object is displayed in the objact window when you releass tha buttons is the one
that the Ninja will use.

Basic Movements

To change the direction the Ninja is facing, roll the joystick handa through afl tha
position untl you are tacing the direction you want.

To walk forward - push the joystick in the direction the Ninja is facing

To step backwards - pull the joystick in the oppesits direction 1o the one the Ninja
is facing

To drift across the path - push the joystick in the direction you want him o veer
(This applies to walking forward and backwards)

Special movements
Collecting Hems

To activate the pick up, press the fire bution then pull the joystick botiom right,
or bottom left diagonally.

Sommersaulting

To make the Minja somersault, either fo avoid attack or fo overcome some
hazard, such as jumping from one wall lo another, you should make the Ninja run
in the direction you want him o somensault and whia he is moving prass tha fire
bution. Becausa the Ninja can move in Bwee dimensions, he will jump along the
path or across the path depending on which direction you push the joysiickc
diagonal up - across and up the path, sideways - across the path horizontally (the
Minja can only somersault forwards)
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what happans on each screen. This will enable you fo obtain higher scores with
repeatad play. The Last point is, never take anything for granted - soma things ane
not as they appear. Be curious, nosy, efc. and examing everything. Clues

The following are clues 1o somea of tha objects and hazards you may COMe cTDss
in your travels. They are Ested in the “oad” order, not necessarly in the order in
which you have to find them. In the spirif of all good adventures.... we have nol
fold you the whole siory.



Keys:
Thare are grata keys and not 5o grate keys. In the baginning they are a hard bunch
fo find.

Trap door:
Get a good grip and punch your way through fhis problem.

Map:
This map is a bit flash, it can reveal a lot.

Nunchukas:
Pulling off this two part problem could make you flushed with success.

Shuriken:
You'll kave to box clever 1o reach tha stars.
Staff:

Reaching new heights, this staff will will do wel.

Bottle:
Winoft) ramp around the stréet and grab a drink whille you can.

Sword:
Shop around for the best buy, it could ba a real steal.

Hamburger:
(quoite)'greater kove 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 wil really it your spirits.

Computer terminal:
Your number's up if you don act like an elephant.

The final problem s always in the picture, safiely.



The game is played in a vaniety of environments. The following are a few cryplic
clues as fo the sort of places you will be vissing.

Load one: Central Park
The key to success i io gain new heighis then go lor & frofic on the river.

Load two: Downtown Manhattan

The busy streets can be paved with danger. Stepping out belore your time could
really flip you out. If you're really sophisticated, you can get down 10 it and make
a grafe exit

Load three: Sewers
Typically deep, dark and dank. These'l e no tonch camying here, you'll just need
iotsa bottle,

Meat a real cool cat, but be carelul, you might get a shock along the way. Tread
carefuly belore taking a quick dip.

Load five: Office Block
Enfrance here i no big secret. You could become a real taminal case belore you
pet to meed your baggest fan and become star sinuck.

Load six: Shogun's Retreat

Drop in to see your arch enemy. if you are dumb enough it might not ba too
alarming. After that it's full steam ahead. Caraful, if you get comared you might
have io do a six poind tum.



PLAYING GUIDE TO LEVEL ONE

i you are expenancing any difficulty on efting into the style of play neadead in this
game, the following details outling all the puzzies and objects you encourer in
the first level and should help you masier the rest of the game.

Starting on the Band Stand, go through the curtain at the back in lo the room
behind. When you enter this screen you will see a square on the right hand wall
fiash. When you have defeated the apponent, stand in front of the square and
punch it (if this is done successhully the square will change colour).

Retum to Band Stand screen and you will see a rap door has openad in the floor.
Simply walk over the trap door 10 enter the next screen. Here you will 68 a key
flash, pick up the key 1o use with lockad gate later.

Exit the room through the back door of the Band Stand and you are in the central
pathway of the park. Tum left af the junction and follow the road round il you can
walk off kefl 1o enter the nexd screen. Here you encourtber the juggler. He juggles
knives and wil try to il you by fhrowing them af you. To avoid being hit,
somersault and the knives will miss you (if @ knife hits you while in mid-air i will
not harm you).

In the next screen you ca pick up & map (at top lefl of screen), this has fhe efiect
of making all the objects, that can be picked up, flash (if they are visible, you wil
still have 1o search round for some of them).

Next, look out for a trellis work going up a wall, you have o cimb up this but bafore
you can you must put whatever weapon you are holing away as you nead both
hands free. Move along the fop pathway you are now on and afier somersaulting
over the gap in path, you will be able o pick up the staff.

To get back down o ground leved, refturn to the screen you climbed up on and,
standing with you back towards the edge of the path (where the trellis work is),

walk of the ledge backwards - ensure you are not holding any weapons in your
hands.



Retum 1o the main path way around the Band Stand and look for the two tolet
buildings next fo each other. Enter each toilet in tum 1o collect half & nunchalu.
When you have gol both pieces it will automatically tum itsell info a full st of
nunchakus,

Continue exploring main pathway uniil you find a "hot dog' stand, here you can
pick up a hamburger which will give you an exira He.

Go back ta the main path way screen where the locked gates are. Whila holding
the key, do a pick up al the right hand iron gate (remarmibar, your hands mus! touch
the object you are trying to manipulate), if you have done it comectly the gate wil
open.

After passing through the gate the next major obstacle is 1o cross the river. Stand
&t the edge of the river and when the boal comes past somarsaull onto it When
standing on the boat, wait until i is level with the boat house and somersault off
onio the bank.

Please Nabe: There is no way back across the river 50 you must make sure you
hava evenything before crossing.

As you move info the next screen you will be attacked by bees. These can be
avoided best by running straight across the screen (even though you actually
want 1o go 1o the top of the screen) and by cutting the comers tightly you can
actually avoid the bees altogether. To reach tha top axit on this screen, leave tha
screen al the left side and then come back onto it immediately and move to the
top of the screen cutting the comens as tightly as possible.

When at the top of the screen you have lo get onio an island which is the nest
screen. To do this, you must ba right at the top of the screen and then do a
somersault, this will place you on the island.

On the island screen there is a boat mooved partially bahind soma bushes. To et
the boat maving, you must stand as close o boat as possible and dislodge it with
your staff, You will know you have done this comectly when the boat Roats off.



Somersaulting back the way you came, you must rush down the screen and exit
fo the left. Here you encounter the sacond river, fo get across it you must wait
fior the boat you pushed off 1o come floafing past. Somersault onlo it as early on
s possibla. Then somersault off it ondo the other side of the river quickly. if you

stay on the boat too long it wil colide with the lower river bank and you will loose
a life.

You can now axit the scroeen on the kR and imo the et level,






