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1. Make sure the power switch s OFF.

2. Insert your MORTAL KOMBAT® game pak as described
in your Super Nintendo Entertainment System” manual.

3. Turn the power switch ON. When you see the MORTAL
KOMBAT" title screen, you will be given tivo choices:
Tournament and Options. Use the LEFT and RIGHT
CONTROL FAD ARROWS to highlight your choice, then
press any button to select it.
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This game pak is not designed for use with the
slow motion feature of some accessory contrallers




TOURNAMENT mode begine a one-player battle for the
title of Grand Champion. But first a warrior must be selected.
The "CHOOSE YOUR WARRIOR"
screen has pictures
of all the warricrs available to a
player— Liu Kang, Johnny Cage,
Kano, Rayden, Scorpion, Sub-Zero,
and Sonya Blade. Move the colored
frame onto your cholce using the
CONTROL PAD ARROWS. When
your choice ie framed, press any button to select him/her
and begin the tournament.

Should a second player desire to join the tournament, he
may co so at any time by pressing the STARET BUTTON. Thie will
then return both players to the "Choose Your Fighter” screen where
they must again choose their warriors. Should both players select
the same warrior, player two will be distinguished by color. The
players will then battle one another with the winner continuing
gnward in the tournament, and the loser’s game anding.
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OFTIONS bringe the player to the Options screen where a
number of game features can be modified using the CONTROL
PAD ARROWS:

GAME MODE chooses whether ane fights a NOEMAL
match, or a HAND-TO-HAND match where all special moves are
disabled. :

MUSIC allows you to turn the game music on or off.

DIFFICULTY allows you to choose whether the game will be
very easy, easy, medium, hard or very hard,

HAMDICAP is a feature designed to let two players of
different skill levels battle on an equal basis. It achieves this ' |
by affecting how much injury each player receives when he is hit
Use the RIGHT CONTROL PAD AREOW to raise the amount of
damage your player will receive, and the LEFT CONTROL PAD
ARROW to lower it. Handicap only works when in 2 player mode.

BUTTON CONFIGURATION allows you to select which
buttons will operate which moves. To select a move, use the UF |
and DOWN CONTROL PAD ARROWS. To change the control, pres$
the button you desire to use when the move is selected. Keep in
mind that when you change one button, the move which
originally used that button is alsc switched and the controls
outlined in the "Art of Kombat" section of this manual will diffar
accordingly. To leave Button Configuration, press the START
BUTTON,

To exit the options screen and return to the main title
acreen, press the START BUTTON.
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The Shaclin Tournament for Martial Arts s more than a

; simpta exhibition. Each of its combatants has been invited for

_i’!LE extraordinary skills and in accepting has wagered his very Iife

upon them. The tournament’s structure— as simple as it is

‘ancient— tests all as pecte of a warrior, for only the most
worthy may earn the title of Grand Champion.

The tournament first tests a warrior's fighting skill by
pitting him against the other tournament challengers. In all
Mortal Kombat battles, meters in the upper-left and upper-
right corners of the screen measure the health of each warrior.
The meters begin each round with full health, but are reduced
with each blow taken. The amount of the reduction depends
both on the type of hit and whether or not it was blocked.
When a warrior's health meter runs out, he is knocked out and
the round goes to his opponent. Should time run out before
either combatant is knocked out, the warrior with less injury
is declared the victor. The first warrior to win two rounds
takes the match and moves on to his next opponent.
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An ancient proverb declares a warrior to be his own
worst enemy. Another declares his greatest ally to be
knowledge of his weaknesses. These maxims are the origin
of the tournament’s next test, the Mirror Match, where
each warrior must face possibly his greatest foe— a
doppelganger possessing all of his looks, strength, speed | :
and skill, In order to defeat him, a warrior must demo nstrate
the one attribute that the doppelganger lacks— wisdom. '
Should a warrior survive the Mirror Match, his
conditioning is then tested in three grueling
Endurance matches.
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; The rules of the Endurance Matches are similar to
the standard matches, but upon defeating an opponent in
an Endurance match, a second warrior then enters the fray.
To win a round, both opponents must be vanquished before
your warrior succumbs to injury even oncel

Between matches the Tournament grandmasters
will periedically test your warrior's might.-Your warrior will be
required to break an object with his bare hands— wood, stone,
steel, ruby or diamond. To raise the power level of his hit, press
the A and B BUTTONS repeatedly as fast as you can. A meter
next to your warrior indicates the current power of the blow
and the force required to break the object. When the power level
is above the line, press the L or R BUTTON to strike, but make
sure you strike before the timer reaches zero.

T YOUR MIGHT

POWER MEEDRED ||
TO BREAK #ew S
OBJECT i

FOWER METER"

Only when a warrior has succeeded in each of these |
challenges has he proved himself worthy of meeting the Grand |
Champion, Goro, in battle. If Goro Is defeated. the demon
Shang Tsung will enter the contest to oppose you! Defeat h:m
to become the 5upmm= Mortal Kombat Warrior!
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Each contestant invited to the Tournament has
spent years in practice and meditation to perfect his
martial arts skills. Before engaging these warriors In
combat, you too should practice the martial arts by
meditating on these lessons.
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The best way to begin your training is with the
fundamental moves: kicks, punches, crouches, jumps and
blocks. These moves may seem trivial compared to powerfu
and acrobatic moves like the flying kick, but knowing how to
stop, avoid or counteract a flying kick can be far more
useful than knowing how to land one yourself. Combined,
these fundamentals are the foundation for both a strong
defense and a potent offense.

FLIP
FORWARD/BACK
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WHEN IN CLOSE QUARTERS

Additional moves used in close-in combat
situations are the knee, the head blow, and the
throw. All three are highly effective, and do not

“require the full limb extension which is impossible

in close quarters. Although these moves are
potent, they can be used only when directly
adjacent to an opponent.

HEAD-BLOW THEOW

CROUCHING MOVES

- Defensively, the crouching moves allow one to
avoid punches and aerial weapons, to escape from

- close proximity and to avoid being thrown. DFanﬂiwsI:,f.'

the uppercut, executed from the crouch is one of the
most pawerful offensive weapons in a warrior's
arsenal. Crouching moves can only be uﬁsd when

holding the DOWN CONTROL PAD ARROW (or DOWN +' !

LEFT or EEGHT CONTROL PAD hﬂEﬂWﬁ]

CROUCHING
BLOCK

CR{.)UCHED
BLOCK

KICK

F 1Lk

CROUCH WITH
WEIGHT
FORWARD/BALEK

UPFEERCLLT

GROUCHED -
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..;tﬁmk and the Foot Sweep. The Foot Ewee-p hits your
' opponent's ankles and knocks him onto his back. The

f'_-ir'i the face. To execute the spin moves, hold the CONTEOL
PAD AWAY from your opponent while you press the
| i'att.aak buttons.

1 . ROUNDHOUSE
KICK

FOOT SWEEF

The upin i& the kay to 5u-::h moves as the Roundhouse

' Roundhouse Is a spinning kick which strikes your opponent

S o

The final moves one should learn are the Aerial
moves— the flying punches and kicks. To execute these

moves, first jump, either in place or towards your

opponent, then press the attack buttone while in the air. | ;
However, unlike most attacks, aerial attacks must be
timed properly to land the blows.

FLYING
PUNCH

FLYING

FLYING
KICK




AII of the Mortal Kombat warriors possess expert
fighting skills— in that respect, they are equal to
§ thousands of other warriors around the globe. What

i raises them above their peers are the special moves
{ which they have created and perfected. In order to

| become a superior warrior, skilled enough to win the
| title of Grand Champion, you too must learn these

moves, for these moves, whether special kicks or )
elemental bolts, make the Mortal Kombat warriors the i
fiercest and most ferocious combatants on Earth. <

Mastering their special moves will make you the same. ;3* £
s LAY £l ) 58 & e SR b S A R R Vi E’: =
The mind is stronger than the body. Observe =g
fights to learn which moves counteract others, S Z

which can be executed faster, and which do the most
damage. For example, a crouched block will Frcvsnt
you from being foot swept. Use this type of knowledge
to your advantage.

With practice, you can learn combinations of moves
which can be executed in sequence. These combinations
allow you to hit your opponent several times before he
can defend himself, making them an invaluable tool.

One battle plan will not
work for every fighter. Since
each warrlor has different
strengths and moves, each
should employ a different

fighting style.
. Experiment to
= . discover which
strategies are
best suited to
each fighter,
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A martial arts superstar trained by great masters from
around the world, Cage uses his talants on the big screen.
He is currently box office champ, starring in such movies as
Diragon Fist and Dragon Fist 1, as well as the award-
winning Sudden Violence. He entered the tournament
purely for the publicity it would generate for him around the
waorld. Despite his seeming shallowness, he is a formidable
foe with limber limbs, quick reflexes, and his patented
Shadow Kick

SHADOW KICK— AWAY, TOWARDS, LOW KICK
FIREBALL— B F+ L F

-------ﬂ—_--------H—-----------.-‘lh----------—'#----------------ﬁﬂ-.

Once a member of the super-secret White
Lotus Society, Liu Kang left the organization in
order to represant all Shaolin temples at the
tournament. Through his entire life he has heard
stories and rumors about Shang Tsung's martial
arts tournament. He is well aware of the evil behind
it, and has entered the tournament exprassly to
defeat Shang Tsung and return the tournament to
its noble origins.

L FLYING KICK— TOWARDS.TOWARDS,
HIGH KICK

FIREBALL— F Fiub

B 360 (TE)
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A mercenary, thug, extortionist, thief— Kano
lives a life of crime and injustice. He is a devoted
member of the Black Dragon, 2 dangerous group of
cut-throat madmen feared and respected
throughout all of crime’s inner circles. Believing
Tsung's palace to be made of gold, Kano has
enterad the tournament in order to gain access to
and loot the palace.

CANNONBALL— TOWARDS,
DOWN, AWAY, UF, TOWARDS
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Sonya Blade i= @ member of a top special
forces unit. Her team was hot on the trail of Kano's
Black Dragon. Her unit followed Kano to an
uncharted islend, but were ambushed by Shang
Tsung's personal army. Tsung forced Sonya into the
tournament by hoiding comrades hostage, Now, not
only does her own life rest on her performance, but
those of her companions as welll

LEG GRAE— BLOCK + LOW PUNCH + LOW KICK
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The name Rayden is actually that of mystical
warrior who lives among the thunder clouds. Itis
rumored that he received a personal invitation from
Shang Tsung himself and took the form of 2 human
to compete in the tournament. His elemental powers
make him a dangerous foe from both the land and
the air.

The actual name and arigin of this warrior is
unknown. However, basad on his uniform, it is
believed he belongs to the Lin Kuei, & legendary
clan of Chinese ninjas. As his name implies, he has
mastered the element of cold. His deep freeze
leaves an opponent at his mercy, & dangerous
situation, for Sub-Zero possesses none,

FLYING THUNDERBOLT— AWAY, AWAY, TOWARDS

R TR e A LD DEEP FREEZE— DOWN, TOWARDS, LOW PUNCH
FB @ B+ T_,_mu POWERSUIDE - B+ m..q..“__..,..». LB -
F,0.F + HP
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ACCLAM, LTD, LIMITED WARRANTY

ACCLAIM Entartainment, inc. (SCCLANS wirrants b B odginal purchasar only of this AGCLAIM software product that fhe
medium pn which This computsr program i reconded is fres from defects in materals and workmanshin for a-period of
nineky (00 days Trom thir date ol punchase. This ACCLAIM software program is sold “as &," withiol express o implied
warranty ol any kind, and ACCLAM & not liable for any lesses of damsages of any kind resuling from usa of this program
AGCLAIM agroes Tor a pericd of ninety (90 days 1o either repalr o replace, &t fts opfion, free of charge, any ACCLAIM
coftwane product, postage paid, wish proof of cite of purchase, al s Faciory Sendce Cenber. Replacement of the game
pak, Treg of change mﬂsmnammmmmfmnmrm returcing the game pekd is the Aol exdent of our labiity.
This waeranty {5 not applcable to nommal wear and bear, This warninty shall not be apglicable and shal be woid # the defect
in the ACTLAM saltware product has arisen through abuse, unreasinable ise, misteatmien! or reghict. THIS WARRANTY
15 B LIED OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE
BINDING OM OF DALGATE ACCLAIML ANY IMPLED WARRANTIES APPUICABLE TO THS SOFTWARE PRODUCT, INCLUDING
WARRANTIES OF MERCHANTARLITY AND FITMESS FOR A PARTICULAR FURPISE, ARE LIWTED T( THE MNETY i2y [y
PERAIG DESGRIBED ABOVE. M NGO EVENT WILL ACCLAIM BE LABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEGUENTIAL
CAAGES RESLILTING FRCM POSSESSION, USE Ok MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT,

Some states do nol allow limifationa as 1o how long an impled warmanty lasts andlor exclusions o limitatons of
incidental or conssquential damages 5o the above limitations andior exclusions of fabiley may not apply %0 you, This
witrranty gives you Specic rights. and wou may aiso hawe ofher ights which viry from 5tase to slale.

This warranty shall not be appicatle to the edent that sy provisnn of Hhis waitanty te peohibited by amy fedaral, stabs
o municipal B wihich canndl be pre-empled.

REFAIRS! SERVICE AFTER EXPIRATION OF WARRANTY
I your game pak requies repair atter axpiration of the 90-day Lisited Warranty Period, you may contact tha Consumer
Service Depariment 2% the number listed bele. You will e advized of the estimated cost of regaic and Ehe shipping
inetnsctione:
COMPLIANCE WITH FCO REGULATIONS.

This equipmant generates and uses radio Tneguency energy and If pot instalied and used propedy, tht &, in strict
accandancs with the manufacturer's instructions, may canse intererence fo radio and Blevision reception. It has been
Fype fested and S t0 comply with the mis for a Glzss B computing device in accondance with the specificafons in
Subpart J of Fart 15 of FCG Rudes, which are designed 1o provide ressonetle protection aganst such inberference in a
regidential inttalts¥ion. Howener, thare & no guarantes that interlerence will rol oeeur in 3 particutar instaliation. It tis
equipment does cause interferencet fo radio of belevision reception, which can be determined by fuming B equigeent
off and on, the user i encauraged 1o try fo comect e eteferesce By one or more of the Tolowing measres:

* Rsorient the recewing antenma

* Ralocata the Super NES with respect bo fhe regeiver,

= Mowe the Super NES awary from Bhe recsiver,

= Plug the Super KES ik a ditterent outlet 50 Sk e compiter and recesver are on ditfierent circuits,

i necessary, the user should conslt the dealer o an experiencad radiofieipesion fechnidan dor sddiional sughestions.
The user may find the follewing booklel prepesed by the Federal Communications Commission kelpful: How fo ldestify
anit Aescive Radio-TV Inferierence Problerrs.  This bookbel is available frem the LS. Gosernment Printing Ofice,
Washington .0, 20402, Steck Ke. 004-000-00345-4.

Anclain Hotline/Consumer Services (516) B24-9300

Marketed by Acciaim Enleriainment, inc.

Digtributed by Acclam Matriation, Inc. 77 Audrey foenue, Cystier Bay, New York 11771

Micrtal Kombat® © 1992 Licensed from Mideay® Manutachuring Company.

&l Rights Reserded. Minkenda, Super Mintendo Enterlainmant Systesn and the oficial saals ane registered tradamerks

of Wirderio OF Asnerica Ing:, Acciaim® k= A registered redemark of Acchim Enterfainment, Ing, € 1991 Acclam
Enterainmant, inc, All rights reseed.
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