
tOR THE COIIIIIODORT, 64, SPECTRUM;AMSIIÀD

INSTRUCTION MANUAT

o
Melbourne House,2-4 Vernon Yard. I l9 Portobello Road

LondonWlI ZDX.0l -727 8070



IHt STORY SO rÀR. . .

Doubie Dragon is the story ofiwo twin brothers, Billy and limmy Lee, fâcint the odds together
in a city where suruivàl hô to be leamed the hàrd wày. their knowledge of the manial arts,
combined with the experience oftough uôan exisrence, has mâde them both formidable
fighting machines. ready for any challenge that comes theh way.

But now the brotheE arc fàced with thek greatest challenge ever. Billy s gid frnàriàn har been
kdnapp€d by the Black Warriols, a gvage and ruthless sùeet gàng 

'ed 
by th€ mystedous

Shadow Boss. Using skills gained fiom a lifetime on the streets, and whâtever weapons come to
hand - including knives, whips, baseball bats, rock, ànd even oil-drums - tiily and limmy must
pu6ue the gans through the spràwling slums, facto.ies and outskirti of the city, to reach the
thugs hideolt for â finôl confrontation with the infamous ShÀdow Bossl



Iltt cAsr
llU.Y Lt! Height 5 10". Weight 165lbs. Billy begàn his Kung fu
irajning at the age of I Z and became a Xung Fu Sosaiken À4Àsrcr

àt20.

llMflY Uû Height 5 l 0'. Weight | 70 lbs. Billy s twin brother Ànd

also a master in the martialarts,

LOP * Height 5 8". Weight I 7 5 lbs. l,ack a nèsty right Ànd left
punch, and gets À kick out of huriing oil-drums Âround

ASOlOr Height 6 3".Weight 167lbs.lhe Middle 8oss. Abobo
likes to slàp people nbout.

WLl.l ils! Height 5'8". Weitht I 67 lbs. HÀs p€rlected a srrong
jump'kick and is very handywith À knife or baseballbat.

Ut{D : HeEht 5 4". Weight I l 4 lbs. WÂtch out for her swift right
ànd leftpunches. She also crack a mean whip.

CHI T I Height5 6".Weight I52lbs.A Kàrate Mèster.

tnough said . . .

ul"LY! Height 6-weight205lbr. The Big Boss. willy is àmed
with a machine gun and. needless to say, woni hesilate to use it.



SPECTRUM

YOURr /IÂFONS

fuyou hunt through the urban decay of the cityyou willfind boxes, ro<ks, oil-drums, lmives,

bôeball bats Ànd whips. All can b€ picked up (by moving near a weapon ànd presskrg Fire) and

usecln frgl'15 (by pressing Fire when aweâPon is helc

Theaction in Double Dragon tales place in 5 different scenùios: the City slum, the lndustriàl

Area.ùe Foresr,ànd outside and inside the Eoss s Hideout.

ATTACKING IHf, t,NTÀIY

Yo! have À vast range of fighting skills at your disposal. Individuâl Àttacking moves ôre

detailed below:

UtT Ot l|GflTPUt{Cfl - prcss Fire to punch your opponent in the dkecdon you are facing

KICX movejoysticktothe rightand press Fire 10 kick fotward. lfyou can get very close to your

opponenl. you can turn th€ kick into À tlAll Gl l l||CX. And you can rum a hair stÀb kick into

à SHOULDIIIHtOw by reversing jolstick Ànd pressing Fire.

HIÂD.B[ITT move ioyrtck down and press Fire 1o heàd'butt your opponent

IUMP.ruCK IORwÀfD move ioystjck in south-€Àst directon and press Fire

WHIIIWIND KICK move ioys0ck in south-w€st direction and press Fire to tum Ând kick

tl.DOW EACXW^ID - move ioysick io the lefi ànd press File to elbow an opponent

behindyou

IUIIP I^CXW ID - move the joystick up Ànd leh and press Fire.

|UÀIPUP-move fte ioystick up and prcss Firc.

IU P IOIWÂÎD - move the joystick up and dsht and press Fire.

TOADING INSTRUCNONS - SPECIRUM
DISK: lnseddiskand ptess ENIIR
CASSTITE: Type LOAD " " and prets ENTIR.

coNIROTS
Joystick or KeyboÂrd

XI,YBOAADCOMTOIS
Playerone, M'frre Q-up R'down O-left P'dght
PlÀyerlwo: l'frrc Z-up 4-left s-right

To move diagonally use the Àppropdate combinaton ol keys

keyboard is redefi nable.



suMitARY oI fl RI-PlUS.Drm,CnONAr- CONrro|.s
The following diàtràm àpptês if facing right. Reverse if facing left,

JUMPsACKWARD JUMPFORWARD

TLBOW
BACKWARD

KICKfORWÂRD

WHIRLWIND KCK lUlt4P-KICK
FORWARD

GT,NERAI TIOVTÀIT,M AND DT,IT,NSIVT MOVTS
With the fire button not pressed, the ioystick gives 8 standard dir€<tions of movement To jump

up, iump back, or iump folwards, move the jq/strck up, north-west or north-eÀst rcspectively,

wirh fie fnebutton pre5sed.

JUMPUP

HEAD BUN



roÆrNG rNsrRucfloNs
AmrgÀ:

Atan ST:

IBMrc

LoÂdyour kicksra(disk. When prcmpred for ùe workDencn,
inscrtdiskin DdveA. Programwillloadand run.

InsertDisk I into Drive À Programwillloadand run

LoadDOSintoyo!rcomputer.AtA> Prompftype Dragon.
Program will loàd and run.

PIAYING IIIT, GAMT
Atthe bonom olthescr€enareshowntwosectioned bar displays. oneforeach player. tnch bar
represents one'life which is used up ô Billy takes the enemyi shots. (The number oflives
remaining is shown nextto the bar.)

Atthe top ofùe screen, beneath thescores, is ô display of how much timeyou have lefr to
complete thar level. Jusr like the Arcàde, ifyou are stjll hànging a.ound when the clocl runs oul
you lose à life. Life is rough on ùe streets.

Keep fighting yo! way to the ighr using whalever weâpon you can find. Beware of alowing the
bàd guys to rob you of â weapon roo ctore to ùe edge of the screen - you will not be àbÈ to
pickltupagàinl

lf yoLr lose Àll your lives, you can use up one of the frve credits you stad the S.me wirh - drop
Ànothei quÀrter in and continue on, iust like the Àrcadel Once all your crcdits are gone, so

Press Fire to use à credit and continue on from your presênt position when you lose àllyour lives
and are prompted to do 50 0n screen.

Cle out the trash on one level to move on the nexr Your girl is at the end o{ tevel 5 - go
gel herl Wàtch for the thomb to tell you when to move on! lf two players play as a teàm to fiSht
through more enemies, it gets even more interesting towàrds the end. Keep your wjts about
yoo ànd one eye on yoor pùtnerl



coMMoDoRt64

YOUN WIÀPONS
fuyouffghtyourwaythrough,someattackerswillbeca ying weapons - baseballbats, whip6,

etc. Defeàt them and the weapon is you6 to use! lust push ffre to hit oùt the way youie fâcing.

AIIACI(ING TTII T,NTIIY

You hàve à vÀst ange offighting skills at your disposal. lndMduâl attàcking moves are detàjled

.n Ol llGHT PUNCH -prcss fie to pùKh youl opponentin the dircction you are facing.

XlCl - move ioystick to the right and press fire to kick forwÀrds. lf yo! carl get very close to
your opponent, you càn turn the kick into a H llGl 3l0cx.
HIÀ).lUlT move ioystick down and press Fire to head- butt your opponent.

WHltlwlilD KCX - move ioystick in south-west direction ànd press fire to tum and kick

lllow I^CXW lll - move ioystick to the left ànd press Fire to elbow an opponent

b€hindyou.

luilP tIP - move io)ttick up and press Fir€.

HÀlI GlÀl KCI - get close to your opponent and move jo)$tick in south'eæt ditection, press

Pl$P ncl(w^lD - move the ioystick up and left and press IlIe.

lUÀlP IOIW Il) - move the joystick up and righl and press nle.

roADrNG tNSnUCnONS - C64

olSK: type LOAD "1",8,1 and ENTIR

CASStm: Hold down SHIn key and press RUNETOP

coNIROLS
joystick only. Two plâyers rcquhe tlvo ioysticks. Ilayer one us€s Pon 2. Push I or 2 on the intto

screen to select one or iwo Dlavers.



suilr xyof fnr,.Prus.Dl$ciloNÀtcoNlrols
The fo{o\Ning dhghm appli€s if facing riSht Rev€6€ if facing hft:

IUMPBACKWÀRD luMP roRWÀRD

Ê!BOW
8^CKWARD

WHIRLWINDKCK HAIRGMB KICK

HtÀD EUIT

Gû{HÀt ltOlitllENB Wthout the îrc butt]on press€d, th€ irystick provides tie eight
shndard dlcclions of movement

luMPuP



PIAYINGIÏTGAMI,
Double Dragon uses every last bit of lhe C64 s m€mory and capabililies to bdng to your *reen

as close an approach to tie oisinal a5 possible on the ma(hine The Àction tàkes place àcrcss Àll

the scenes straight out of the ArcÀde ma:hine in alltheil fâithfully reproduced colorfulgloryl

At the bottom of the s(een are shown two sectionàl bar displays with a number next to ûem

These are the 'lives left infomàtion for the two playeÉ Às the tie bâr runs down À life ebbs

away. Ohce âllthe lives ârc gone,youÏe historyl

In the cente! is displayed the time left to complete the levelyou rc playing.lf thê count 8oêl
dour to rêro, you 1o3. . llt . Tough huh? No loitering

just Â5 in the Arcade, you cleal.levelto progÊss deeperinto Cang tenitoty AMctory rune

announcescomplelionandyou move ontothenextstÀge lfyou succeed in winning thlough àll

ffve stÀges..... a suptise awai6 you.

HÀve a nice dayl

A NON IROM IHt, PROGRAMMT,RS

Deat 6ames l'lâyel

Dunns our Her(uleàn rÀsk ofctàmmingas màny Às possible of fte rnLdrude ofalir"ànon and

grÀphic elemenE that màke up the fucÀde garne into the Commodore 64, we werc faced wkh

; problem. To get both one- ând two-player options, and to achieve the âuthennc feel of two-

plàyer simultaneo0s a.tion, simply took morc memory than we had avàihble

But we kn€w how dissapointed you would be if the game didni have the same iwo-plàyer

mode as the Aicade Same you knowand love. Sowecame upwithamemory'savingsolunon

We implemented splite stacking techniques to creàte the animated characteis (using two

smallerspdtes instead ofone là€erone to crcàteeach figurc)

The rcsulting smÀll gap you mày notice in the chÂIÂcte6 Àt waist level. is the compromise thÀt

the àrchitecturc ol the c64 lorced us to make.



DOUII.I DMGON - AMSITAD

LOADING lNSttUCllONSr

CÆStTTt 464 ft.$ CIRL ùd ,hilrtNltR
6l28ltp. IAft mdÈe$ RIIURN
r,.$ CrRt ànd idll INTIR

CONltO6: AMSIX,{D
DISCi loyrkr or K.yboàd (tulry rd.l5n bl.)
cÀ5stm

Phrtf r-lotsrick nayd a (4ôd'd
Q up A-dom O l.h I n3il Spâc..ôr. tsc/Qln gàm€ otL/P.uç gàme tuR.d.rô. r.r5

rtlNctl
INSIRUCNONS Dt CHARGT^TItNT

46]| Apputrzru,CIRL.rsur â prnr buôê tNItR
6 l l8 Ii{É! T^Pt er àpply.r rùr RtlURN AppL}rr !ùr CIRL er tu' r. p.fu e rouche !NIt(

^MSIMD 
DrSQUtnt

Run D|SC

GtlJlt N

tADtANWflSutiG

4611, 

^ul 
CrRL uid di. [.iæ lNTlR.Taî. ôûk.n

6ll8 TAtt.ins.b.nundàulRITURNdrù.k.n ÀùrCTRIundkr.mrNTtR.r6kdtuck.n

^M5rMDors(lntR!^ DISC

ITAIIAN

464, Pr€ù CTRI€d tNTtRp(olo
6l18 8{ni l^tt.p'.miRIIURN Pr.miCIRLe<rtNTtRpr(ôto

AMSIMDO]SCHTIIO



Mdbouæ tLo'Âe 2-,r v.rioi Y.rd. Ponobello Rôd
LondonWl | 2DX. 0l-727 8070

rll dGirotÉ u!ryt of ltbt ndt IntêmidC,|ft.
ll.ibdrR tL{e i. . rqb..r.d ùrd.frrt oa lkrtrcdc llrÈri,rl , lx.

@ 1908 tleûdt InraDtidEl,lE. fth!.d h dE UK


