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WARNING: READ BEFORE USING YOUR SEGA
VIDEO GAME SYSTEM

A very small percentage of individuals may experience epileptic
seizures when exposed to certain light patterns or flashing lights.
Exposure to certain patterns or backgrounds on a television screen
or while playing video games may induce an epileptic seizure in
these individuals. Certain conditions may induce previously unde-
tected epileptic symptoms even in persons who have no history of
prior seizures or epilepsy. If you, or anyone in your family, has an
epileptic condition, consult your physician prior to playing. If you
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 convul-
sions—IMMEDIATELY discontinue use and consult your physician
before resuming play.

This official seal is your assurance that this prod-
. o Uct meets the highest quality standards of SEGA".
IIIA Buy games and accessories with this seal to be
sae  sure that they are compatible with the SEGA”
GAME GEAR™ SYSTEM.

This product has been rated by the Entertainment Software Rating
Board. For information about the ESRB rating, or to comment

about the appropriateness of the rating, please contact the ESRB
at 1-800-771-3772.

Handling This Cartridge

* This cartridge is intended exclusively for the Sega” Game
Gear” System.

Do not bend it, crush it, or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or other
source of heat.

* Be sure to take an occasional recess during extended play,
to rest yourself and the Sega cartridge.
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Left

Set up your Sega Game Gear System as described in
its instruction manual.

Make sure the power switch is OFF. Then insert the
Shaq-Fu cartridge into the Game Gear unit.

Turn the power switch ON. In a few moments the
Shag-Fu Title screen appears.

It the Title screen doesn't appear, turn the power
switch OFF. Make sure your system is set up correct-
ly and the cartridge is properly inserted. Then turn
the power switch ON again.

Important: Always make sure the power switch is
turned OFF before inserting or removing the car-
tridge.

Right

S

CONTROL SUMMARY

MOVING

Move Backward/Forward .
Move Boost

Jump Up

Jump Backward/Forward

Crouch
Defensive Crouch

FIGHTING
Power Punch
Power Kick

Shield
Pause

MENU SELECTIONS

Highlight an Option
Select an Option

D-Pad left/right

START + D-pad left/right
D-Pad up

D-Pad diagonal up/left or
up/right

D-Pad down

D-Pad diagonal down/left or
down/right

Button ©
Button ®
START + D-Pad down

START + Button @ + Button ®

D-Pad up/down
Button ®




CONTROLLING THE GAME

MOVING
The diagram below shows the basic D-Pad positions. If you

don’t touch the D-Pad at all, the fighter stays in a neutral.

ready position.
Jump Up

Jump Hachwarm Jump Forward
Move Backward ——J— X

—+—— Move Foreward

<

Crouch

* To move backward/forward, D-Pad left/right.
* lo move faster, press START and D-Pad left/right.
* To jump straight up, D-Pad up.

* To jump backward/forward, D-Pad diagonal up/left or
up/right

The way your character reacts depends on his or her loca-
tion in relation to the enemy’s position. If your enemy is far
away to the right of your character, D-Pad left moves your
character backward. If your opponent is close and attack-
ing, D-Pad left puts your character in a defensive position.

FIGHTING

There are two basic fighting moves: Punching and Kicking.
Some characters may use a weapon, so watch out for a
long distance attack or you might get schooled.

EATIP Shaq and his opponents have a few nasty tricks up
their sleeves. Experiment with the D-Pad and @ or
® to find out how to use a devastating Special
Move. ;

PUNCHES
* To punch, press ©.
* To punch in mid-air, D-Pad up, then press ©.

* To punch from a crouching position, D-Pad down,
then press @.

KICKS
* Tokick, press @.
* To deliver a jumping kick, D-Pad up, then press @.

* To kick from a crouching position, D-Pad down, then
press @.

DEFENSE

Shield

* To activate the force field shield, START + D-Pad
down.




Game Setup Screen

From the Game Setup screen, choose a play mode and cus-
tomize game features. The play modes available are DUEL
and STORY. Certain game features can be changed in the
OPTIONS menu. (See Options on page 10.)

DUEL is a one-on-one game mode.

STORY tells you how Shaq got into the Second World, and
takes you on a dangerous quest through Sett Ra’s domain.

PROFILES displays the height, weight, age, origin, and a
brief description of the six characters.

OPTIONS lets you adjust the game to your preference.

To make a selection:
1. D-Pad up/down to highlight an option.
2. Press @ to select a highlighted option.

FIGHT DEMOS

If you don’t make a selection from the Game Setup screen,
a fight demo appears. Each character has a demo. The
demo shows the character’s fighting style, so you might
want to check it out.

* To exit the demo and return to the Title screen, press
any button.

DUEL

Duels are best 2-out-of-3 contests that continue until you
beat every opponent or until you lose. If you are defeated,
you have two more chances to continue. After your third
try, you must start again.

You can choose to have a character fight a duel against
himself or herself. In such cases the characters are different
colors so you can tell them apart.

To Play a Duel:

1. Select DUEL from the Game Setup screen and press
®. The Character Selection screen appears.

Character Portrait

SELECT ENEMY

SHAR VS KaORT
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2. D-Pad in any direction to highlight a character por-
trait.

3. Press @ to select your character.

EATIP Each character has two colors that you can choose
from. If you want to use the alternate color for your
character, press START (instead of @) to select
your character.

4. To select your first opponent, repeat steps 2 and 3.
9. Press @ to start the duel.

STORY MODE

When you select STORY from the Game Setup screen, the
story begins. You control Shaq on his journey through the
Second World.

Second World

Shag enters the Second World through a magical portal and
finds himself on an island with three locations. He must
defeat all of his opponents on the first island before he can

move on to the second level, and he must successfully pass
through each island before he faces the final battle. If Shag
happens to lose, he has two more chances to continue.
After that, the game is over, and he must start again at the
beginning.

1. D-Pad in any direction to move Shag around the first
island to one of the three locations shown. The loca-
tion names appear on the screen when Shaq finds
the entrance.

2. To enter the location and begin the match, press @
when the location name appears.

EATIP Once you've vanquished all opponents on one
Island, you automatically move on to the next level.
If you don’t move on, use the D-Pad to explore the
level you're on—you may have missed an oppo-
nent. Watch out, you may run into even more dan-
ger.

HIGH SCORES

If you finish a game with a high score, you can enter a three
character name such as Bud, Sue, or Sly at the High Score
screen.

To Enter a Name:
1. D-Pad left/right to cycle through the letters.

Press @ to move to the next space. Press @ to back
Up one space.

3. Press START or ® to confirm the name and return to
the Title screen.




OPTIONS
To make changes and customize the game:

1. Select OPTIONS from the Game Setup screen. The
Options screen appears.

2. D-Pad up/down to highlight the option you want to
change.

3. D-Pad left/right to change a highlighted option.

4. When you've made your choices, highlight EXIT and
press @ 1o confirm your selections and return to the
Game Setup screen.

Level: Choose the level of difficulty: EASY. NORMAL, or
EXPERT.

Time: Use this option to adjust round times in the game. A
round can be 25, 50, 75, or 100 seconds. When the Time
option is OFF, fights last until one fighter gets KO'd.

TUNE: Choose this option to listen to the six background
tunes that will inspire you to slam dunk your enemies.

* Press @ to play a selected tune.

EFFECT: This option lets you listen to the Special Move
sound effects.

* Press ® to play a selected sound effect.

THE FIGHT SCREEN

Fight Clock

Player One Player Two

Health Bar

THE FIGHT CLOCK

The clock appears at the top middle of the screen. It dis-
plays the fight time remaining in seconds (unless the time
option is turned off). The clock flashes when you're about
to run out of time.

CHARACTER PORTRAIT
Player 1's character portrait appears to the left of the clock,
and Player 2's appears to the right.

HEALTH BAR
Your character's health bar appears at the top of the screen.
As your character loses health, the health bar gets shorter.

R



PAUSING A FIGHT
* To pause a fight, press START + ©® + @,

WINNING A FIGHT

Fights are won when one fighter loses all his or her health
and their health bar is empty, or when time expires. The
character with the most health left when the clock runs out
wins the fight. (A check appears next to the winner’s char-
acter portrait after each 2-out-of-3 fight.)
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ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this Electronic
Arts software product that the medium on which this computer
program is recorded is free from defects in materials and work-
manship for a period of ninety (90) days from the date of pur-
chase. This Electronic Arts software program is sold “as is,” with-
out express or implied warranty of any kind, and Electronic Arts is
not liable for any losses or damages of any kind resulting from
use of this program. Electronic Arts agrees for a period of ninety
(90) days to replace, free of charge. any Electronic Arts software
product, postage paid, with proof of purchase, at the Electronic
Arts Warranty Department. This warranty is not applicable to nor-
mal wear and tear. This warranty shall not be applicable and shall
be void if the defect in the Electronic Arts software product has
arisen through abuse, unreasonable use, mistreatment or neglect.

LIMITATIONS—THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS
OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ELEC-
TRONIC ARTS. ANY IMPLIED WARRANTIES APPLICABLE TO THIS
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MER-
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED
ABOVE. IN NO EVENT WILL ELECTRONIC ARTS BE LIABLE FOR
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS ELECTRONIC ARTS SOFTWARE PRODUCT.

Some states 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 limitations and/or exclusions
of liability may not apply to you. This warranty gives you specific
rights, and you may also have other rights which vary from state
to state.

RETURNS AFTER WARRANTY—To replace defective media after
the ninety (90) day warranty period has expired, send the original
cartridge to Electronic Arts’ address below. Enclose a statement of

the defect, your name, your return address, and a check or money
order for $20.00:

Electronic Arts Customer Warranty, P.0. Box 7578, San Mateo.
California 94403-7578

If you need to talk to someope about this product, call us at (415)
572-9448 Monday through Friday between 8:30 am and 4:30 pm,
Pacific Time.

Need Help? Call EA's HINTS & INFORMATION HOTLINE for record-
ed hints, tips, and passwords 24 hours a day, 7 days a week!

In the US, dial 900-288-HINT (4468) — 75¢ per minute (95¢ for first
minute).

In CANADA, dial 900-451-4873 - $1.15 (Canadian) per minute.

If you are under 18, be sure to get a parent's permission before
calling. Hotline requires a Touch-Tone telephone. Call length deter-
mined by user; average length is four minutes. Messages subject
to change without notice.




NOTE TO HOTLINE CALLERS:

To help you quickly locate the information you need, Electronic

Arts will gladly send you printed menus. To receive a copy, please
send your name, address, title of game you want the menu to, and
the hardware (Genesis, Super NES, IBM, etc.) to: |

Hotline Menus, P.0O. Box 7578, San Mateo, CA 94403-7578

Licensed by Sega Enterprises, Ltd. for play on the Sega” Game '
Gear” system.

Software ©1995 Delphine Software International. All rights
reserved.

Programming by Tiertex.

Delphine Software International and logo are trademarks of
Delphine Software International.

Manual ©1995 Electronic Arts. All rights reserved.

Shaqg and Shaq logo are registered trademarks of Mine 0" Mine,
Inc.

Patents: U.S. Nos. 4,442 486/4,454,594/4 462,076, Europe No. 80244; Canada No. 1,183,276. Hong Kang
No. 88-4302; Singapore No. 88-155




