
UCHI MATA

SPECTRUM/AMSTRAD CPC

hroductin by &ian Jôcts
Judo 6 an âncienl and sublle Jâpânese an ot unarmed
combal. ll allows lor both anack and delence. In its higher
lom il $ a ituâl€ombat belre€n two opponents on â mat,
bol n lhe world outsrde lhe Judo hâtt - is â ærtecr
preparalon l0r sirwal. An exponenl of JLrdo wio 6 âttacked,
even by an âmed and physically slronger opponenl cân use
hrs sup€rior knowledge, skrll and abitity ro overcome ihe
aggressor.

EssenlBlly Judo ls the arl ol g pping ând/o.thrcwing your
opponenl. Punches, kicks, etc are noi allowed

In Judo you look tor an op€ning to erptoit. For exâmpte,
your opponents weight can be usrd to your advantege il yo!
can catch him ott balance. Usrng Judo I rs possrble tornrow
â l heavier ând stronger opponent. Needtess to $y, a
strcng and skilllul e$onent oi Judo cân take on the world.

Hardwort, dedicelion and couraqe ale essential you are
lo mâster all lhe combât technques.

8êm6rnb€f, lie more you sweat In trainng, the tess you tl

Bian Jacks, 7th oan

S.tling Up

Joyslrck po.! controls ptayù one.
Cursor keys controt ptay€l two.
Copy or spacê is ,i|e.
€scape alwats iumps to D€rno Mode.

Spæhn
Joyslick conlrols player one. Keys controlplâyer tro.
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Gotlhg St rl.d
Leam lo g€t gnp on your opponênt-

Get inlo t raclice Mode. (Plâyer 2 never tights bact). Walk
towads your opponênt. Stâb the lire butlon. ll yo!?e rn

ange, yo! ll gêt b€sl gnp. The earlier rcu can qet a gdp the
strcngs gnp lâtn€ you'll be awarded.

An example lhrow - TOMOE-NAGE This is a sacilical
lhrcr|, wiich môens lhâl you lhrow youEell onto lie mat and
use lhal tânstêr ot wsighl lo carry your opænenl over the top
You tâll bâckwards and down to the mal - so thats whât
you do wilh the joyslick lo p€rlo.m lhis thrcw. Pr€ss lire {to
show you are attacting)and keep it prossâd whib you move
the joyslick backwards (nghl) lheî down - like in this diegram.
(a) Lên tacing Toho€-Nage

... tto. . r'ÀD...
Do ( allIn one connnuous movoment. Naturatty you are

lacrng nghl, bâckwads means lêft - like m th|s diâorân,.
lb) Righl lacing Tomoe-Naqe
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-->

Remember - an âttackng move must be rnrnated whdst
your ATÏACK INOICATOR 6 on the sc.een. The Anack
ndrcalo. rs a red or whde coloured box whrch appeaA nexl lo
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ïhere âre mo.e movos ulhin lhe maciine, yoù may lnd
lheln by âccidenl or by hârd woat n lhe p|aclice hall.
Remeober the reterêê will lâke â dim vrew ol dlegal moves
Nor go tal(e on lhe wo d

Gd...l lr olmilio.r.nd T.fln. u!.d h th. G n.
lORl - the anacking pla)€. reg€rdless ot red or wh e
UKE - lhe defending player

GRADES - ln Judo p€ople are grâded lrom whrle bell. a
novice, up lo 1 olh Oân In lhe geme UCHI-MATA. you wtll slad
as a WHITE EELI and wod< your way upwerds

Eaan Jacks rs an ehle 7lh Oan. He B the youngest ærson In

the world ever to ach€ve thrs slalus whilsl slllpen€pâlrng
n lnlemâlionâl comælrlrve Judo.

IPPON -rhis s rhè winning p€decl lhrow wodh l0 ponls
WAZA-AÂI - a near perlecl lhrow wodh 7 ponls Two WAZA-
AR lhrows equal one IPPON.
YUKO- a good thfow worlh 5 pornis.

KoKA - only a smalladvantage ganed. Wonh 3 ærnts
K€IKOKU CHUI SHIDO - varyrng degrees ot rllegal hov€s
leading lo penally pornts agarnsl the offender or even
HANSoKU MAXÊ ' drsqualrlrcal|of

SOME MfuORIHNOWS
TOMOE-NAGI- sacnlrcal slomâch th.ow
O SOTO GARI- malot ouler feapng
0E Asfll B,qRAI- âdancmg ankle sweep
UCHIMATA* Inner lh€h lhrow
0iere a.e mor€ lhfows in the gâne lor you to drscove4

Joyslrck conlrols - A Judo lhfos rs â combmâlron ol moves
and aclDns ærlormed lo conslrucl en etlâck Yo! w l need tc
êe|n lhsse sequences lo lhrow your oppon€nl



Grip:- B€lore you can atlack an oppo.l€nl yoù n€€d lo iake a
qip on his iâcket (JUoOG|). To score brg pornls yoll n6ed good
gry p€ner than hs). As you approach your op9onêôt, stab lhe
li€ button ân<, if you re n rang€, you ll g€t liÉl g.p (bêsl).

Anack:- To alleck, p.ets FIRE, ând k6ep il prcssed wnib
movnq the pystick thfough yow chos6n aneck soquênae. ll
successful you. opponenl wrll tly lhrcùgh lhe atr and land
llal oô h|s bâck {you wn) For a perlecl attack lh€ rel6rêe will
âwùd yolj 10 poinls (lppon) end your opt'qlenl goes home

You meet the next contestânt The fel€.ee w l âwa.d less thân
l0 pornls you. opænenl does .ol land llal o. hrs back
(Maybe yo! needed betler gnp o. more slrength o. mayb€ he
twrsl€d oùl ol yoû anack)

0el6nce:- Th€re afe two marn delences aga,nst b€ing

1 tktend against lhe anâck very quckly lbelo.ê your
l€el leave lhe gfound)by pullng beck or lêânrng lo ard
Ûoysli€k ighl or lett dependirc on the way you are
lighling).

ll you choose lhe cofiecl delence for lhe âllempted
attack and do so quickly enough. you may block the

2 ll yo! are being lhrown, try lwisling lhe ioysl|ck. You
. may twrsl oul ol lhe atlack ând lând on yoor le€t so your

@ponenl scores nolhhg A su€.essful (blence
fequnes speed and sienglh. lherelo.e, it becornes
more dff|cull as your slâminâ dàcrôâs€s.

These hslruclons are rne.ely a gude lo lhe game As yod
piaylhegame, and il yoù praclicehard, you wrlldrscovùma4y
uselul lechnrques lo orJtwl your opponenl 1Ïere is much icr
you to leam and dEcover GOODLUCKT
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