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Blue never allows invaders 

to destroy Raguy's nature. 
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BLUE'S 00URNEY Prologue: 
The Planet "Raguy" is a beautiful star where many fun and wonderful 
creatures live. But, several years ago the filthy "Daruma Family" 
invaded Raguy. The beautiful surroundings soon became grimy and 
foul, and the Daruma famil y continues to pollute this charming 
planet. Elsewhere on Raguy, a boy named "Blue" who was highly 
skilled at controlling the environment stood up to the Daruma family to 
save Raguy and his beautiful princess "Fa" who had become quite ill 
due to the vast pollution that was consuming them all. Help Blue rid his 
beautiful planet of the disgusting Daruma fami ly and bring the princess 
back to good health by guiding Blue on his journey against pollution! 

THE DARUMA EMPIRE 
Through constant industrialization, the Daruma empire has ruined their 
own planet by continually polluting it beyond repair. The environment 
existed no more. Thus, the Daruma family was forced to leave their planet 
to seek a more suitable star to continue their scientific experiments 
when destroy environmental life. As they drifted thru space they landed 
on Raguy and began to attack and consume this new and wonderful 
planet. Will the Daruma family succeed in the invasion of Raguy 
and pollute its environment also? Only you can stop the madness! 

• Fa: 

1 PLAYER 
• Blue : 
He comes from the 
jungle of "Jamo". 
He is also the 
champion of the 
magic festiva l. 

• Emperor Daruma : 
The princess of Raguy 
who is very sick .from 
the pol lution. 

He is the filthy enemy 
who leads the invasion 
of Raguy. 

MAIN CHARACTERS 

• Ret : 

2 PLAYER 
•Shadow Blue : 
He is Blue's shadow 
that appears by a 
secret magic called 
"double-body magic" 
and possesses all of 
the same powers as 
blue. 

Ret is Blue's ri va l who 
took 2nd place at the 
magic festi va l and is 
very suspicious. 



GAME CONTENTS 

•OBJECT 
Control Blue & Shadow Blue to beat the enemies "Daruma" 
and "Monster" by gathering various items to solve the 
big mystery. 

•HOW TO START 
Game Starts when you press either 1 or 2 controller. 
Simultaneous 2 player start if you press the start button on 
both controllers. 

•DROP IN 
The second player can drop in if he presses the start button 
on his controller during 1 player. 

•CONTINUE 
When the number of remaining hero becomes 0, it goes to 
"continue mode". You can resume playing from that point 
if you press the start button before "count down" reaches 0. 

HERO 

[Change Size] 
•When Blue is little he can 

run faster and Jump far 
but he can't attack. 
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[Attack] 
•The wind that is caused 

when you throw down the 
dump will overturn the 
enemies. 

•You can throw the enemy 
horizontally, vertically 
when he is overturned. 

•When you ride on the 
enemy's head. You can 
make him slide and use 
as a weapon. 



CONTROLS 

l .l Select Button: 
Not used. 

2.l Start Button: 
Press to start the game. 

3.l 8-way .Joystick: 
Controls direction of Blue and Shadow Blue. 

4.l ·A· Button: 
Attack. 

5.l 'B" Button: 
Jump. (Jumping distance will vary depending 

upon the length of time you press the "B" 

Button.) 

6.l ·c · Button: 
Press to change hero's size. 

7.l ·o· Button: 
Not used. 

SAVE&LOAD 

•Memory card is needed to save and load. 
Save: 

Insert the memory card into the N eo-Geo before starting 

the game. It will automatically save your level when 

your game ends, and the countdown screen reaches zero. 

Load: 

Turn the power on to the N eo-Geo and insert the memory 

card. Press the start button and the data is then loaded. 

( Data will not load if the memory card is inserted after 
you press the start button.) 



GAME SCREEN 

® @ 

1.) Number of heros. 

2.) Players' score. 

@ 

3.) Player's life (if the heart symbol turns black, a hero 

will be lost. 

4.) Playing time (a timekeeper will appear when the time 

reaches the last 30 seconds.) 

5.) Player's money (to purchase items). 

6.) Player's items. 



ITEMS 

~ 
Leaf: Range of attack covers a wide area. 

~ 
Royal Fern: Speed increases. 

~ 
Nectar: Recover one life. 

~ 
Peach: Recover all lives. 

B Cocoon: One life is rewarded when you pick 
up a gold cocoon and five silver 
cocoons. 

~ 
Bamboo Blue's body will become large for a 

Shoot: short whi le and he will be invincible. 

~ 
Cabbage: When you pick up a cabbage, all 

enemies will turn into flowers. 



SPECIAL WEAPON 

•When Blue picks up items, he can use other weapons. 

Besides the leaf and each weapon gets power by 3 steps. 

If he is defeated with his weapon in his hands, he is carried 

back to the 1st step of leaf. If you have items which you 

would like to protect, buy a "safety" at the shop. 

BOMB 
= Blast spring out enemies. 

You can throw further if you use this with "JUMP". 
When "Power Up", blast range will gets wider. 

BOOMERANG 
Weapon going around at a certain distance. 
When you shoot with lever up, it goes directly 
overhead. When "Power Up", flying distance becomes 
longer. 

•Each weapon has its advantages & disadvantages. 



SHOP 

• The shop is hidden from the Daruma family and can be 

uncovered by picking up a clover. Stand in front of the 

shop and push forward on the joystick to enter. 

•Items in the shop can be purchased with flowers which 1s the 

currency of Raguy. 

• Shu! who is the woman who owns the shop is a tough 

business woman, so shop quickly or you may be kicked out 

of the shop. 

•A portion of the items available in the shop: 

Spike: 

Foot Fin: 

• Light Metal Safe: 

Prevents Blue from slipping. 
Useful in the stage of ice. 

Blue can't swim in the polluted 
water. This item is useful for 
swimming in clean water . 

This item can save you one life. 
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STAGE 

•AREA 1: (THE L.JUNGLE OF "L.JAMO") 
Blue has left his village to battle the Daruma family who are now 
invading his hometown. He must ring the legendary "Green Bell" 
to rid Jamo of pollution. 

Boss: Daruma's nasty sergeant. 
He crashes rocks on his head and the 
pieces transform into many of his own 

image. 

•AREA 2: (THE UNDERGROUND 
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EMPIRE OF "KUIRA") 
The empire of Kuira has been ruined by the Daruma family. 
Survivors live quietly there. 

Boss: The Daruma fire maniac. 
He attacks with snakes of fire and 
emits a fire pole from his body. 



STAGE 

•AREA 2-8: (SWAMP EMPIRE "SHABURN") 
Huge plants, waterwheels and beautiful waterfalls and fountains still 
untouched by the Darumas. 

Boss: The muddy Daruma Priest. 
A mysterious magician who throws 
fireballs and Daruma dolls. 

•AREA 3: (MECHANICAL CITY "BAKEEN") 
The industrial area of Raguy now controlled by the Darumas. 

•AREA 3-8: (WONDERFUL ELEMENTS) 
This area consists of snow, ice and the ocean. 

•FINAL AREA: (OARUMA EMPIRE) 
Many have ventured to this unknown area and no one has returned. 
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