INSTRUCTIONS

INTRODUCTION

International Karate is simulation game where one or two people can competeagainsteach other or play the computer. Depending on
your level of skill you will fly around the world to 8 different international locations. You will also have to compete in 2 special rounds
dodging various weapons and smashing a stack of tilas with your head . Atall stages of the game you will be watched over by a wise oid
judge who will make decisions and instruct you accordingly. Asyou fight your way up through the various levels you will be awarded a
belt colour, and high achievers can enter their initiais into the Hall of Fame. As well as the fights soundfs, competitorscanlisten tothe
oriental background music. .

Players don't have to read all the rules below as they can be learnt very easily just by playing the game straightaway

GAME CONTROLS

FUNCTION BUTTORN 1 Begin a one player game against the computer.

FUNCTION BUTTON 3 Begin a two player game, with the winner fighting the computer.

FUNCTION BUTTON 5 Disable/enable the sound etfects.

FUNCTION BUTTON 7 Disable/enable the background music

* 777 other keys to perhaps change game speed or maybe . . .

HRearmost joystick port = for white jacketed player in one piayer game

Frontmost joystick port = fer red jacketed player.

JOYSTICKS MOVEMENTS

Only the joystick is usedio play thegame, the best to use are ones witha firm tactilefeel to them such as the original Atari joysticks. The
large wobbly ones are less manageable since they move to far and give little feel as to when their switches have made contact.
Auto-fire joysticks are of no use. _

Each of the eight positions of the joystick gives a different type of move, and pressing the button gives another eight moves.
Hﬁwﬁwr. some moves end up with your manfacingthe other direction. When this happens all the move positions will be mirrored from
left to right.

CONTROLLING YOURMAN  STELIERN IHRES MANNES  CONTROLE DU JOUEUR
COME CONTROLLARE IL VOSTRO COMPETITORE

Joystick control  Joystick Steusrung  Commane manche a batal
Controllo del Joystick Mando por palanca

1. Jump
2 Front junge punch
3. Waik forward
4 Cheast kick
5 Foot sweeap
6. Croucn punch
T Walk backwards
8. Back lunge punch
9 Flying kick
10 Front somersault
11 Front kick
12.  Frontside kick 13
13. m& crouch punch
14, k side kick . ;
15. Huundhnuu:u ; Without button pressed With button pressed
16. Back somersault Knopf gedruckt Knopf nicht gedruckl
Avec la boulon deprima Sns le boulon adprime
Can il pulsante premuto Sin baton oprimido

HOLDING AND CANCELLING YOUR MOVE _ _
When meking an attacking move you must hold the joystick in position until your man has made the attack. If you releasethe joystick
before this happens then your man will return to the standing stance position. However, if you continue holding the joystick your man
will stay in the attacking move until you select another move or release the joystick.

QUICK MOVE CHANGES . d

It is possible to make moves in quick succession without the man pausing in between. This is done by selecting your first move and
holding it until the attack has occurred, and then quickly selecting your next move before your man has a chance to return to the
standing position. This allows you to do, say, 2 or 3 quick somersaults to get out of trouble




BLOCKING MOVES
It is possible to block stomach and head attacks made by your opponent. To do this you select the walk backwards move, then if y«
t attacked at close range your man will go into a block move for the duration of the attack. It is not possible to block shin kicks ar
ootsweeps. The only way of evading them is to jumll mﬂﬁ HH‘ \\r‘l]f or attack back with a flying kick or whatever.

GAME OBJECT g
Whether you have won a2 plnwwm_ tarted on 8 1 player game you will eventually end up fighting the computer. It is thy
your task to fight on for as long as . As your score bulida u ’.: i &% war dod One Of 81x belt Colours, with the highest beir
BLACK BELT. Then at the on ! ml‘ﬁtﬁi hENCs O g your inltials, score and beit colour in the Hall of Fam
ONE PLAYER GAME e

Tostartaone pl w mummﬁmm i mmmhmﬂn fighting the computer controlled re
man. The game ot fighting foHowed by eith mmntﬂhhntm-m (Theleveiyoua
on is shown to the right ﬂ’ﬂ!.m hﬁl },' ; e

BUT the Mum as the computer beats

Each bout lasts 30 seconds, during which you must pﬁwﬁr Fﬂtmwhltymun the judge will decide ho
good the move was, and award you a half point or & full iﬂtMm complexity and accuracy of tt
movea,

The firgt man to score 2 or rrmruwhulnpmnuwrthlntmaﬂmmmmmﬂnhlllmhmufnrthumm-imngurr
on the clock.

I timve runs out the winner of the bout is the person with the most points, Mihm mhnmmdth-nmmtlnth
round. or if equal, the judge decides on who made the best ll‘tllnf!. mmm«m 1I'l‘:lll reset to demo mod
The ends when the computer beats you and If your score tﬂﬂdw?ﬂum

PLAYER GAME
"l’nuﬂlluiﬂ'u twao player game by pressing the F3 button. In mi:mmﬂ.m Mimmhhﬂnnhrubuui

winner going on to fight the computer in & one player game. i

Th-ummn-im up to three 60 second fighting bnutlwmmlm#m i _.mmmmm. RS
; &

middie of the fin ) Ohe accordingly

Tha scoring is different to the one player game. Instead you will see a line o8 white ;
WAR'. Every time someone knocks down their opponent thw win & point and the nm

someones colours reach their opponents end of the Tug of mmmmmmmmﬂ and get a scoi
bonus.

You ﬁﬂgﬂlmmruch hit, hutthaumauntmmndlmmwmlm wmthmnrnyc
Thu-umm line of 3 blue dots above the Tug-of -War display. Wmm the precedin

bouts. The first person to win 2 bouts wins the 2 player game and enters the ane piaysr game againet! dingonho

big your score is you can snter the one player game up to level 3.
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BMABHING TILES

Tmhmatmm mrwun w

Cnentry lothis you will see your man standing hﬂm will tell you to g
raady for hissignal lndﬂumh nmm joystickandyo

will smash WMMMHHM

;Mm“mm m#fﬁ“hmmMHmmﬂﬂMmﬂng

Thi hmwﬂmm must dodge & fixed Mﬂmhmrm Assoon as on
tm.:zm - ‘ﬂummmmm“mwiaw ﬂmmmﬂw survive the whole stage.
At the end ol e score s high enough _" M‘hﬁtﬂﬁﬂm The letters are setectsd b
sconma T To ight, and ere entered by preseng the DRON. |
nwhannghunnﬂ-;mmnMﬂmmhnMMﬂ.ﬂﬂﬂtmhﬂ-Hpotnthn The actual score for th
various attack moves &r'e as

MOVE : e e mmm e HALF POINT HIT
FRONT LUNGE PUNCH L e 400
REVERSE LUNGE PUNCH ; Ganoon 400
FRONT STOMACH PUNCH g 400
REVERSE STOMACH PUNCH 800 - 400
FRONT SHIN KICK 200 100
REVERSE SHIN KICK 200 100
FLYING KICK 1000 500
ROUNDHOUSE KICK 1000 500
STOMACH KICK 200 100
FACE KICK 800 400
FOOTSWEEP KICK 400 200




