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To inflict maximum damage to your
opponent, HOLD DOWN the punch
buttons to wind up the power before
releasing the punch.

NOTE:
BUTTON BASHING
DOES VERY LITTLE DAMAGE!

Learn the best timing for powered up punches in PRACTICE MODE.

'MPORTA NT G A MEPL AY T’Ps e Dodging is the fastest form of defense, you can also throw a punch

from the dodge allowing counter attacking.

o Dodge a punch to add a credit to your Special Punch Meter, when full
To inflict maximum damage to your opponent, you will have a limited time to throw your special punch, use your body
HOLD DOWN the punch buttons to wind up the power punch buttons. The only way to avoid a special punch is to dodge.
before releasing the punch. e When knocked down but not KO'd you have a Get Up Game to help your KO
bar recovery. Unlike other games this is not how fast you press the buttons,
it's about timing the presses. You must press the correct button at the correct
time. Failure to build your KO bar back up will leave you vulnerable to a KO.

PTYSPSUS08

BOX INSERT. NOT A
PART OF THE MANUAL.



WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while
playing video games, including games played on the PlayStation game console, may induce an epileptic
seizure in these individuals. Certain conditions may induce previously undetected epileptic symptoms
gven in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has
an epileptic condition, consult your physician prior to playing. If you experience any of the following
symptoms while playing a video game — dizziness, altered vision, eye or muscle twitches, loss of
awareness, disorientation, any involuntary movement, or convulsions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation game console to a projection TV without first consulting the user
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your
TV screen.

HANDLING YOUR PLAYSTATION® DISC:

This compact disc is intended for use only with the PlayStation® game console.

Do not bend it, crush it or submerge it in liquids

Do not leave it in direct sunlight or near a radiator or other source of heat.

Be sure to take an occasional rest break during extended play.

Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to
outer edge. Never use solvents or abrasive cleaners.
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GETTING

STARTED

1. Set up your PlayStation game console
according to its Instruction manual. Make
sure the power is off before inserting or
removing a compact disc. Insert the
Mike Tyson Boxing” disc and close the
Disc Cover. Follow on-screen instructions
to start a game.

2. If you wish to load or save information
during play insert a MEMORY CARD, with
at least 3 free MEMORY CARD blocks, into
MEMORY CARD slot 1 or MEMORY CARD
slot 2 before commencing play. (See the
MEMORY CARD section later in this
manual for more details.)

3. Insert game Controllers and close the disc
cover before turning the power on.

It is advised that you do not insert or

remove Peripherals or MEMORY CARDS once
the POWER button is turned on.
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Menu Screen Navigation
You can use either Controller for single player
games. Use the directional buttons to change
your selection. The X button will confirm
your choice or cycle through the various
options. The A button will return to the
previous menu or de-select an option.

OPTIONS
T

Game Mode Overview
Vs
(1 - 6 players)

A single bout between two boxers,
or with 3 to 6 players in a
winner-stays-on tournament

SHOWCASE
(1 - 8 players, depending on unlock status)

A knockout tournament ta become the
undisputed champion

WORLD
(1 Player)

Take a boxer through an entire boxing career

PRACTICE

Take on sparring partners in the gym

OPTIONS

Customize the game options




" CONTROLLING
A BOXER

The controls described below show which buttons perform which basic actions. However, the
controls change with each camera angle you choose. Check out the diagrams on the right to
see specifically how to control your boxer for each camera angle. The boxers are illustrated as
they appear on screen.

r ) ge/ Body Blow / Special Punch :
| (see Camera Angles) J

o Punche:

(see Camera Views)

" Move boxér A
L away from you 8

Move boxer |
towards left of
! screen

Hold down to

wind up for a
signature punch. |
(see Page 7)

Move boxer
towards you

Note: To use the left stick, the
DUALSHOCK" analog controller should
be switched to Analog mode (LED:Red)
using the Analog mode switch.

Move boxer
around screen.

Move boxer
| towards right of } !
screen B ANALOG LIGHT ON J

Controls A

Dodge

L1 R1

A - Uppercut ——@ LeftFist

O - Hook /

(see In-Game Menu)

Dod
L1 e

Straight A - Jab
EA - Bodyshot
/ Special Punch

Left Fist @— J

[ - Hook

/ Straight

- Bodyshot

Right Fist
[ - Hook
/ Straight v :
- Bodyshot / Special Punch Right Fist )
/ Special Punch X - Jab 3 - Uppercut O - Hook / Straight
+ 3 - Block + [ - Block [ - Bodyshot
/ Special Punch
Controls B
Lo
Dodge =\,
O - Uppercut Q© - Uppercut
Right Fist
Right Fist A\ - Hook
X - Hook / ' / Straight
Straight [ - Bodyshot
- Bodyshot .l / Special Punch
/ h 3
/pecel Bunch O -Jab Left Fist Left Fist - Jab
+ - Block A - Hook / Straight ¥ - Hook / Straight 7 - Block
A - Bodyshot B - Bodyshot

/ Special Punch

/ Special Punch



Punching
There are four basic types of punch. With
which arm they are thrown depends on the
boxing stance of the boxer in question -
"Orthodox’ boxers lead with their left hand,
‘Southpaw’ boxers their right.

Trailing Leading
Arm Arm
Jab - Leading Arm
The Jab does little damage to an opponent. It

is quick and used to test range, open up
defenses and generally annoy.

Straight - Trailing Arm
The Straight has as long a reach as a jab and is
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the most damaging punch because the puncher’s
whole body is swung into it. It is also the slowest,
for the same reason. A Straight punch is far less
effective at close range.

Hook - Leading Arm
The Hook is a quick punch that has its
maximum effect at medium range. It is often
very effective because it s circular, rather than
straight, trajectory makes it more likely to
connect.

Uppercut - Trailing Arm
The uppercut has its greatest effect close
in. It derives its power from the fact that it
is close to the body, and is ineffective from
long range.

Winding Up for a
Signature Punch
Each boxer has a set of signature punches. Hold
down one of the punch buttons (see Camera
Viiew control diagrams) to wind up the punch.
When you release, your boxer will throw one of
his signature punches, depending on the punch
button you use.
Time your signature punches carefully, as you
won t be able to move while throwing them. If
you get hit winding up, or hold down the punch

button for too long, you ll lose the Signature
Punch and have to wind up again.

The Signature Punches vary in power and
trajectory from boxer to boxer. But, if missed,
they can leave you vulnerable.

Enter Practice mode to hone your signature punch.
You [l see a time bar to help you get your wind up
to perfection. In Vs, World or Showcase mode, you
don t see the time bar, so you [Ljust have to rely on
your sense of timing.

Special Punches
Each boxer has two devastating Special
Punches - a left and a right. They are more
powerful and so take more time to get ready
to be thrown. Unlike normal punches, Special
Punches cannot be blocked.

Special Punches are only available when
powered up. The power meter (bottom corners
of the screen) is powered up by successfully
dodging punches. When the meter is filled up,
the nearby glove starts flashing.

Once powered up, you have 10 seconds to throw
your Special Punch using the buttons detailed
on the Camera Views control diagrams. The

timer will count down, if it reaches 0 you L lose
your Special Punch.

NOTE: All punches have a recovery time - the
time it takes before you can throw another
punch. For further details, see Stun and Recovery
Times in the Fighting Technique - Hints and Tips
section of this manual.

Blocking
See Camera View diagrams on Page 5 for how
to block. Your boxer will automatically use the
best block for the incoming punch. However,
it does take a little time to get your guard up
and you generally have to see a punch coming
to be able to block it.

Dodging

Pressing one of the Dodge buttons (see
Camera View control diagrams) will make the
boxer dodge either to his left or his right.
Unlike the block, the dodge cannot
be held and is a one-shot deal. If timed
properly, you will avoid a punch thrown by
an opponent and be able to counter attack
faster than by blocking. Dodging is only
effective against head punches.



The bout can be changed in the GAME
SETUP screen within the OPTIONS menu.

The fight will be of 1 to 12 rounds, each of
either 1, 2 or 3 minutes or infinite length,
depending on the selection. Selecting Infinite
means the fight will be one round decided by
Knockout or Technical Knockout only.

'ON SCREEN

_DISPLAY

This screen is taken from in-game.
It displays the following information:

n Round Time

The time remaining until the end of the
round is displayed top center.

n Scorebar

The scorebar works in a tug-o-war manner.
The Red side represents player 1, the Blue
player 2. When you land a punch, you turn
more of the bar your color - making your
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opponent s part of the bar smaller. If you are
winning and you miss, you will sacrifice
some of your scorebar to your opponent.

At the beginning of a round, the bar is split
exactly in half, and the score (shown at the
ends of the bar) is 10:10. The taller center
section of the scorebar represents a buffer
zone . If the dividing line between the two
colors moves inside this buffer zone, the
overall score will not change.

Each boxer s score for the current round is
determined by the amount of the bar that is
their color and the number of times they have
knocked down their opponent. Once the
dividing line between the two colors moves
outside the buffer zone, the score changes to
10:9 in favor of the successful boxer. If a boxer
manages to fill the whole bar with their color,
their opponent will be knocked down.

When a boxer is knocked down they lose a
point, one of their knockdown lights is [it up
and the score bar resets to the middle with the
new score. The boxer who is losing on points
can now only gain a point back by knocking
down their opponent.

@& Knockdown Lights
Every time a boxer is knocked down in a
round, a light is lit. A Technical Knockout
(TKO) is achieved by illuminating all three of
your opponents lights. The TKO rule can be
switched off in the game options menu.

m Current Round Points
These display the points score of the red /
blue players at the corresponding ends of the
scorebar.

& KO0 Bars

Every time you hit your opponent, you
decrease their KO Bar - if it is emptied they
are knocked out. If you re on the receiving
end, don t worry - the KO Bar slowly refills
to its maximum over time. If the bar is
below maximum, its maximum level is

~shown dark grey rather than its normal

color.




Since the bar recovers over time, a sustained
attack is necessary to KO your opponent. But
every time you are knocked down you will lose
part of your KO Bar, making it that little bit
easier to knock you out.

m Power Meter
This shows the status of the Special Punches.
When the curved bar by the glove is filled,
the glove will begin to flash and you can
throw a Special Punch. This is explained fully
in the Controlling Your Boxer section earlier
in this manual.

Getting Back Up
If you are knocked down, you will always get
up by the count of 8 unless:
1) Your KO Bar is empty - in which case you
are knocked out.
2) The TKO rule is switched on and it is your
3rd knockdown in the same round.
3) You are knocked down at the end of the round
and you have the saved by the bell option on.

While you are down, .your KO Bar will not

increase by itself because you will be playing
The Get Up Game.
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The Get Up Game
To gain energy you have to press the button
shown on the Get Up swing bar when it lights up.
The button lights up when the moving line is
nearly touching the end of the bar.

Each time you do this successfully you will gain
a unit back on your KO Bar. But if you press the
wrong button (or mis-time it), the moving line
will switch direction and you will have to wait
for it to go to the opposite end - and start to
come back - before you get another chance to
press the correct button.

This game stops either when you manage to
fill your KO Bar to its maximum level, or
when you reach the count of 8.

MIKE CHRISTIAN
TYSON RESUL MUT&AMB A

G | o

. T,
e THE WINKER 15 MIKE TYSON;

I SR N S
TWEON [0 % 0 30
L LU N NN

conTinue  E
e

Winning
You can win a bout:

1. On Points
Each round is scored as it is fought. The points
for all rounds are added up and the boxer with
the highest total is declared the winner.

2. By Technical Knockout
(if TKO rule is on in Game Options)
If a boxer knocks his opponent down 3 times
in one round he is declared the winner.

3. By Knockout
If a boxer s KO Bar is emptied then he will
be knocked out.

Between Rounds Screen
At the end of each round, and after the final
bout decision, the stats screens are displayed.
They show points per round, total points and
the percentage of punches landed.

N
Mike CHRISTIAN
TYSON MUTAMBA
~ END OF ROUND 1
. -

[ e THRONS | SEORE |
7_rrok | T OV s R I ]
(T | PR [ W T |

i ;" g TONTINUE

In Game Pause Screen
This can be reached in all modes by
pressing the START button.

GAME PAUSED

< 5IDE CAMERA : CONTROLS B »

Continue Game
Return to the game

Sound Options
Change sound effects / crowd volume

Controller Options
Turn Vibration on / off for either Controller

Quit Game
Quit game and return to main menu

Throw in the towel
End the fight and skip to the decision
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Camera
Press the left and right directional buttons
to change camera view. The boxer controls
change to suit the camera view - check out
the Camera View Controls on Page 5.

View replay
View a replay of the last 10 seconds of the
fight. Controls for the replay function are:
( 4« O button, p X button, pp O button)
Press the START button to end a replay.

These controls are also shown on-screen
during the replays.

REPLAY

4

CHAMP
=l TYSON
& Trson 2
il NEXT
= . (R AR A
- TIRESCH @
(3 FIGHT
ToTRL #
NEXT FIGHT
ENT

- nlp

Game winner Fight winner
(when you ve beaten (when you ve won
all your friends) a single bout)

" MAIN MENU
V5 MODE

First choose the number of players from 1 - 6.
Then use the left or right directional buttons
to choose a boxer. Pressing the [ button will
show a brief history of the boxer, pressing the
X button will select him.

The boxers run from left to right, lightest to
heaviest. Once you have selected your boxer,
pick a CPU opponent (in Single Player) or
boxers for players 2 - 6 in the same way.

This will then take you to the Start Fight screen
where you can start the bout with the default
settings or change the venue, number of
rounds, round length, Al difficulty and the
camera view.

If you are playing with 3 or more players,
instead of Difficulty you have the option to
Equalize Boxers which will give all players the
same stats. On pressing the X button you are
taken to the VS Summary screen which gives
you a run-down of your tournament.

2

START NEW GAME "' RESTART SELECTION

Hidden or Locked Boxers
New boxers become available after single
player SHOWCASE games. Hidden boxers yet
to be found will be represented by a
silhouetted figure at the far right of the
selection list.

MEMORY CARD
The MEMORY CARD icon allows you to load a
boxer saved previously in the WORLD mode
and fight them against the available boxers,
or another WORLD mode boxer.

Random Selection
The question mark will give you a random
choice from the boxers currently available.

SHOWCASE |
MODE

PLAV@E =
SELECTBOXER WCBC gy wee

i

MiKe
- a TYSON
B Lb HEAVYWEIGHT md

= ji
%ﬁ 5 *!i
i STORY. . SELECT - BACH

The SHOWCASE mode is a 4-bout knockout
tournament between the best boxers in the world
to see who s the greatest, regardless of weight.

i3



SHOWCASE involves the world title belts of the
WCB (World Championship Boxing) and the IFB
(International Federation of Boxing). Initially,
boxers will only fight opponents from the same
organization. Once a winner has been decided
from each belt, the two fight to see who ll
become the undisputed champion of the world.

QUALIFICATION
- sk
". \u ~ i
8 pik .
B 3- _i
i‘i e oa e
) 3 .5
% X1 S0u1, EEnT SHIWIASE

Up to 8 human players can take part in a
SHOWCASE game, but only if enough boxers
have been unlocked by playing through the
SHOWCASE as a single player. Initially, the
maximum number of players is 2.

Single Player Showcase

Human controlled players are shown with a
number on them to signify each player.
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In the first round there are 8 fights, 4 in each
belt. Only the winners move on, so the second
round has 4 fights, 2 in each belt.

This process continues until the final round
determines the undisputed SHOWCASE
world champion.

Unlocking Characters
Completing a single player SHOWCASE game with
any of the characters initially available will unlock a
new character. To keep characters unlocked, you
must save your game in the MEMORY CARD menu
accessed from the OPTIONS menu. Alternatively,
activate the Autosave function in the OPTIONS
menu before you play.

Multi-player Showcase
The multi-player version of the game is the same
as the single player mode, but with human
players taking control of their characters.

If there is only one human player, use the
Controller in Controller port 1. If there is more
than one human player, the character on the left

(Red scorebar) will use the Controller in Controller

port 1 and the one on the right (Blue scorebar)
will use the Controller in Controller port 2.

ELIMINATION e
i :u-
g o 5
Js T Y
E e

The WORLD game lets you take a new pro
through their career, with the aim of
becoming World Champion.

The WORLD game is teeming with other
boxers, all with their own attributes and
peculiarities and all with the same goal as
you - to be the World Champion.

You set the training regime, pick your opponents
and control the boxer in fights. You must find a
balance between building up your boxer's health
stats quickly and not burning yourself out. Your
main goal is to become World Champion.
However there are other goals - youngest
champion, oldest champion, most fights

undefeated, most championship defenses,
highest career earnings etc.

The game only ends when you retire your boxer
- 50 it's your choice whether to retire on a high
note as world champion or after a long run of
humiliating and debilitating defeats.

You can also train and manage a boxer without
controlling him in the ring. To activate
management only, turn Management on in the
Options menu of the Game Controls screen.

Py NEW
| _CAREER
® :
».
{10

. i :llt‘.l g

Starting a New Game
If you have a previously saved character, you
can select 'LOAD GAME' or start a new game by
selecting 'NEW GAME'.

15 .



When you start a new game you first have
to choose your weight category - Light,
Middle or Heavy.

You then get to pick one of 8 boxers in that
weight category to play with and you can
also change their name (up to 15
characters, their first or last name no more
than 8 characters long). A space denotes
separation between first and last names.

Main WORLD Screen
Pressing the left or right directional buttons or
the 1 button or the [ button will show you
the various menu pages of the World game: Gym,
Challenge, Stats, Control.

To select Time Advance Press the O button, then
move left or right to select the time period you
want to advance. Press the X button to confirm.
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This screen shows you the date. Time
stands still in WORLD mode until you
advance it in the top right corner. Beneath
this is the time to your next fight, if you
have one arranged.

To the left are your stats: strength, speed,
etc, shown blue. In Gym and Challenge
screens, your weight, condition, etc are
shown on the right. Your career stats (wins,
losses, KOs etc.) which initially will all be
zero, are shown top right in Stats and Control
screens. Your opponent’s stats are shown in
orange if you have a fight arranged or when
Challenge is selected.

Choose Challenge to show the WORLD
rankings, including your own. Any boxers
who currently have a fight arranged have a
boxing glove icon to the left of their name,
and the date of the fight to the right.

Any boxers who have recently moved in the
rankings will have an arrow instead of a boxing
glove, the direction of the arrow indicating their
movement up or down the rankings.

NOTE: By pressing the O button you can get
help on most things in the world game.

The WORLD game screens are:

Challenge
Use this screen to arrange a fight. This screen
also allows you to see who s fighting who and
to check on the current world rankings.

Any boxers with fights arranged have a boxing
glove icon next to their name. When you highlight
such a boxer, the glove near his and his opponent s
name will change toa vs icon. To arrange a fight
you must challenge another boxer. You can only
challenge a boxer who is three places either side
of you in the rankings.

Sometimes you will be challenged by other
boxers, including those of a lower status
looking to increase their own rankings.

Refuse a challenge 3 times and the third
challenge will be automatically accepted.

The Gym

Training Regime Screen
Ifyou press the [J button, Tyson will explain the
different training types. You can also get him to
set up a recommended training regime.

Use the ASK button for advice. Depending
on the help level you select in the options,
Tyson will either set your regime for you or
advise you on your current regime.

G

Use the Practice button to go for a sparring
session. As in Practice mode (described later
on page 20), you can choose Defensive,
Neutral or Aggressive sparring partners.
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Training
You only have a certain amount of time to
spend each week on training. Initially, this will
all be shown as rest time. Choose the
proportion of this time to spend on training
activities and what s left remains as rest time.

Shown below is the effect for each of the
training activities:

| Activity Improvement ]

| SKIPPING Balance/Endurance

| SPEEDBALL |

(eCU R Endurance
| PUNCHBAG Strength/Speed/Balance §
(R [3ICI  Strength/Resilience

| SPARRING |

Resilience

N

To select an activity, use the up and down
directional buttons. To add or remove training
time spent on each activity, use the left and
right directional buttons.

Food Intake
You must balance food intake with exercise to
keep your weight stable. Lightweight or
Middleweight boxers must be within upper and
lower weight limits at the time of a fight. If not,

i8

Tyson will order last minute training and put you
on a crash diet to meet the weight limits. This
can damage your stats and shorten your career.

Resting
You need to spend at least 25% to 30% of your
time resting, otherwise you will get fatigue and
may damage your career. After a fight, your
health stats will be reduced by the stress of the
bout so rest completely for a couple of weeks.

Changing Stats
You won't be able to see how your stats have
changed until the next week. So if you are
advancing more than one week at a time, you
should ensure your training regime is
balanced and isn't having any adverse effects.

Next Week
Time stands still in the WORLD game until you use
this button. It can also be changed to next
month if you wish to progress time faster. If you
are really keen you can even choose next fight if
you currently have a fight arranged (only with
Training Advice set to Auto, see Control - Option
mend) — though advancing time by a large
amount can damage your long-term health i
your training regime is not very carefully planned.

Trainer Advice
(available from the Game
Controls Options menu)
This can be set to one of 3 levels:

Auto - Tyson will automatically correct any
problems with your regime when advancing
time over long periods (eg: next month and
particularly next fight ).

Interrupt - Tyson will warn you if you are
doing yourself damage and will set a regime
when you press the ASK button.

Minimum - Tyson will only offer advice when
asked explicitly using the ASK button.

Controls
This screen allows you to control the
WORLD mode.

Save Career
Choose this option to save the current game
to MEMORY CARD. This data can be loaded
into the VS game to allow you to use WORLD
boxers in VS mode.

Retire
Retire your boxer and exit. This option shows
your fight career records, world records and
your retiring headline in the newspaper before
exiting to the main menu.

Load Career
Allows you to load a saved game from
MEMORY CARD.

Options

Newspapers - all/some/none.
Auto Trainer's Advice - auto/interrupt/minimum.
Fight Posters - all/some/none.
Management - on/off.

Stats

View Stats
Allows you to view your all-time fight career
records and the world records for the current
game. Graphs of your fighters health
statistics in scales of weeks, months or years
can also be accessed from here.
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Practice enables you to choose any available
boxer, then fight against a sparring partner in
a completely free form with no knockdowns or
time restraints.

You can set the opponent behavior as:

Defensive -
Opponent blocks and dodges attacks
Offensive -
Opponent throws punches and attacks
Neutral -
Opponent just stands there and takes
whatever you throw at them

While in PRACTICE, the buttons you have used
appear along the bottom of the screen in the

20

order you pressed them. Any punches that made
up an unblocked combination will remain Lit.
To reset the on-screen display, stop punching
for a couple of seconds. When you start again
it will be reset.

Also on screen are two power bars: WU - Wind
Up (see Special Punches) and SS - Sweetspot;
how accurate the punch is in range and angle.

Sound Setup
This screen allows you to set your
preferences for sound in the game:

! i CONTROLLER

>

SELECT 2 EXIT

Music volume (off to maximum)
Sound effects volume (off to maximum)
Crowd noise volume (off to maximum)

Control Setup

The Control Setup screen is a view only
screen, unless you wish to turn vibration ON
or OFF. You can view a variety of Controller
presets in this screen, but selecting a preset
must be done by choosing a Camera Angle
from the In-Game Pause Menu or in the Pre-
Fight Menu Screen (see Pages 4, 5 & 12).

LEFT BODYSHOT RIGHT BODYSHOT
ORSPECIAL [ ORSPECIAL
BomoE - DOBGE
LEFT © RIGHT
FORWARDS

CIRELE
LEFT

aa

RIGHT
HOOK

UPPERCUT

BACK OFF ‘w
ClRpLe )
HEHT VIEW CONTR!

Lee1
oL HOOK
“CONTROLS A ; UP SCREEN »

BACK

RD_

Load and save the game settings chosen in the
options menus and turn Autosave on/off.
Autosave automatically updates your saved
preferences whenever you change them, and
keeps a record of all your unlocked boxers.
Preferences are loaded automatically from MEMORY
CARD if present when loading the game (if two
MEMORY CARDS are present, the data will be loaded
from the MEMORY CARD in MEMORY CARD slot: 1).

D)

Screen Setup
Position the picture in the center of your
screen using the directional buttons.

L !
Co— |
|

]

PTOEFAULT POSITION ' ACCEPT ' BACK

Game Setup
Number of rounds per fight (1 to 12 rounds).

Round Length

(1,2 or 3 minutes, or infinite).

Saved by the Bell
Turn on/off Saved by the Bell option.

Language
Choose from English, French or Spanish.

3 Knockdowns Rule
Turns on/off the Technical Knockout rule;
3 knockdowns in one round will be
considered a knockout if this rule is on.
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_TECHNIQUE

Hints and Tips

Introduction

Mike Tyson Boxing” is a realistic representation
of the sport of boxing, and in this game - just like
in real life - if you plunge in and start a slugfest,
the fight will be over before you know what s hit
you. You need to use tactical judgement and skill
as well as raw power to succeed.

Same Stance
Ignoring differences in reach, whenever a
particular punch by a boxer connects, the
same punch will also be able to connect for
their opponent in the same stance.

Use different punches, and different angles
of attack, to hit your opponent and not get
hit yourself.

Different Stances
When two boxers have different stances, the Same
Stance rule ceases to apply. Instead of being in
danger from the same punch, you are instead in
danger from your opponent s other arm.
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The difference in ranges and punch speed of
the two arms means that a fight between
boxers of different stances relies heavily on
the Jab and Hook. The Straight, and
especially the Uppercut, should be used
only when your opponent has made a
mistake. Using different angles of attack
also becomes very important.

Combination Attacks
Mike Tyson Boxing” uses an open
combination system . This means that
rather than having pre-set sequences of
buttons that produce a guaranteed
combination attack, each punch has several
attributes that control how easily a punch
can be used in a combination.

Stun and Recovery Times

When you hit an opponent, they will be

stunned and unable to punch back for a certain
length of time. Similarly, when you throw a
punch, the recovery time is the time it takes
before you can throw the next punch.

If an opponent is skilled at avoiding
punches, you can only be sure of the first 3
or 4 punches of even a very well timed
combination connecting.

Ring Position
The edges are often a dangerous place to be
but this can be used to your advantage. As
long as your back is not facing the ropes or
the corner, you are not actually trapped. Keep
a little space to circle around your opponent
and there is always somewhere to escape to.

It is also possible, with practice, to lure
your opponent towards a corner, then hit
him. While he s recovering, quickly circle
around him and trap him in the corner.

Tactics
Straight Boxing

This uses the most appropriate reaction to
the opponent s behavior in any given
situation - viewing the fight as more of a
battle of wits than a brawl.

Point scoring is the foremost concern - this
means being clever and picking away at
your opponent, forcing them to make
mistakes and then capitalizing on them.

Counter Punching
A counter puncher specializes in using an
opponent s mistakes to win. They rarely take

the offensive - instead they hover in and out
of reach, trying to make their opponent miss.
When that happens, the counter puncher will
take advantage of their opponent s recovery
time to do as much damage as possible.

The counter puncher needs to move about
in order to be effective, staying away from
corners and the ropes as much as possible.

Fighting Outside
Fighting Outside means keeping out of your
opponent s range whenever possible. This is
a good option for boxers with long reach
and/or who are fairly quick on their feet.

Someone fighting outside will tend to use
their lead arm a lot, because to throw
trailing arm punches generally involves
being closer in than they like. This is a good
tactic for boxers who have a low KO bar.

Fighting Inside
The in-fighter will harass their opponent,
moving so as to be hard to hit. They
relentlessly close in on their opponent and try
to cause serious damage.
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In-fighters tend to be good at absorbing
damage, as they often have to get hit a few times
to get close to their opponent. In-fighting
generally suits slower boxers with hard-hitting
uppercuts, hooks and body blows.

Using the Space
This means making sure you always have somewhere
to run. Boxers using the space generally back off,
dodging and avoiding punches while waiting for
their attacker to get frustrated.

This requires a well-developed ability to predict
your opponent s next move, getting out of their
way and into the space. Seeming to be defensive
can give an experienced boxer the advantage.

For example, they might back towards a
corner then just before their attacker has
them trapped, they change direction, attack
and turn the tables.

Closing off the Ring
Closing off the ring, like using the space,
requires good intuition about your opponent s
behavior. The basic tactic involves maneuvering
your opponent by closing off their options.
The boxer tries to position himself so that he is
blocking the path towards the middle of the
ring, thereby effectively forcing his opponent
to move towards the ropes or corners.

This tactic tends to suit aggressive fighters,
and boxers who can do this well have an
instant advantage.

HALL OF FAME

If you have access to the Internet, you can
see whether your World Mode boxer really is
king of the ring. Choose the North
American Codemasters website at....

www.codemasters.com

Click on the Hall of Fame button on the
North American Codemasters homepage,
then select the Mike Tyson Boxing” Hall of
Fame. If you have been given an in-game
code - available when you enter the World
mode (before choosing new career or load
career) and when you go to the World
Records button in the stats screen of the
World mode, write it down! You can use it to
register your boxer at the Hall of Fame for
the world to see - now that’s boxing clever!

CREDITS
Intro music by DJ Rocs.

DJ Rocs. making some
of the  baddest
crossover hip hop
junglist sounds to
come out of London,
England.

The long-awaited album release, mixing
some of the trax from the game, will be
announced on www.livinginvenus.com

Also coming soon from DJ Rocs.
the soundtrack to the film La Comitive.
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THE CODEMASTERS SOFTWARE COMPANY LIMITED SOFTWARE LICENSE AGREEMENT

IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM
(WHICH INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND
RELATED DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS
LICENSED TO YOU ON THE TERMS SET FORTH BELOW, WHICH
CONSTITUTES A LEGAL AGREEMENT BETWEEN YOU AND THE
CODEMASTERS SOFTWARE COMPANY LIMITED. (“CODEMASTERS”). BY
OPENING THIS PACKAGE, AND/OR INSTALLING OR OTHERWISE USING
THE PROGRAM, YOU AGREE TO BE LEGALLY BOUND THE TERMS OF THIS
AGREEMENT WITH CODEMASTERS. IF YOU DO NOT AGREE TO THE
TERMS OF THIS AGREEMENT, YOU ARE NOT AUTHORIZED TO USE THE
PROGRAM AND YOU SHOULD RETURN THE PROGRAM TO THE VENDOR
FROM WHICH YOU OBTAINED THE PROGRAM AND REQUEST A REFUND.

THE PROGRAM is protected by the copyright laws of the United States,
international copyright treaties and conventions and other laws. The
Program is licensed, and not sold, and this Agreement confers no title or
ownership to the Program or any copy thereof.

1. Limited Use License. Codemasters grants you the non-exclusive, non-
transferable, limited right and license to use one copy of the Program
solely for your personal use on a single computer.

2. Ownership. All intellectual property rights in and to the Program
(including but not limited to video, audio and other content
incorporated therein) and title to any and all copies thereof are owned
by Codemasters or its licensors, and you receive no right or interest
therein other than the limited license in paragraph 1 hereof.

YOU SHALL NOT:

* Copy the Program except a single backup copy.

* Sell, rent, lease, license, distribute or otherwise transfer or make
available to any other person the Program, in whole or in part, or use the
Program or any part thereof in any commercial context, including but
not limited in a service bureau, “cyber cafe”, computer gaming center or
any other commercial location in which multiple users may access the
Program. Codemasters may offer a separate Site License Agreement to
permit you to make the Program available for commercial use; see the
contact information below.

* Reverse engineer, derive source code, modify, decompile, disassemble,
or create derivative works of the Program, in whole or in part.

* Remove, disable or circumvent any proprietary notices or labels
contained on or within the Program.

* Export or re-export the Program or any copy or adaptation in
violation of any applicable U.5. export restrictions or other laws or
regulations.

LIMITED WARRANTY. Codemasters warrants to the original consumer
purchaser of the Program that the recording medium on which the
Program is recorded will be free from defects in material and
workmanship for 90 days from the date of purchase. If the recording
medium of a product is found defective within 90 days of original

purchase, Codemasters agrees to replace, free of charge, such product
within such period upon its receipt of the Product, postage paid, with
proof of the date of purchase, as long as the Program is still being
manufactured by Codemasters. In the event that the Program is no
longer available, Codemasters retains the right to substitute a similar
program of equal or greater value. This warranty is limited to the
recording medium containing the Program as originally provided by
Codemasters and is not applicable and shall be void if the defect has
arisen through abuse, mistreatment, or neglect. Any implied warranties
prescribed by statute are expressly limited to the 90-day period described
above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL
OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR
IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS
FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR
OBLIGATE CODEMASTERS.

When returning the Program for warranty replacement please send the
original product disks only in protective packaging and include: (1) a
photocopy of your dated sales receipt; (2) your name and return address
typed or clearly printed; (3) a brief note describing the defect, the
problem(s) you encountered and the system on which you are running
the Program; (4) if you are returning the Program after the 90-day
warranty period, but within one year after the date of purchase, please
include check or money order for $15 U.S. currency per CD or floppy disk
replacement. Note: Certified mail recommended.

In the U.S. send to:

Warranty Replacements, Codemasters Inc., P.O. Box 2150, Oakhurst, CA
93644

LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM,
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER
FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW,
DAMAGES FOR PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. CODEMASTER'S
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE
TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, 50 THE ABOVE LIMITATIONS AND/OR EXCLUSION OR
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY
GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER
RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION.

TERMINATION. Without prejudice to any other rights of Codemasters,
this Agreement will terminate automatically if you fail to comply with its
terms and conditions. In such event, you must destroy all copies of the
Program and all of its component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and
documentation have been developed entirely at private expense and are
provided as “Commercial Computer Software” or *restricted computer
software.” Use, duplication or disclosure by the U.S. Government or a
U.S. Government subcontractor is subject to the restrictions set forth in
subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer
Software clauses in DFARS 252.227-7013 or as

set forth in subparagraph (JJ(1) and (2) of the Commercial
Computer Software Restricted Rights clauses at FAR 52.227-
19, as applicable. The Contractor/Manufacturer is Codemasters Inc., PO,
Box 2150, Oakhurst, CA 93644

INJUNCTION. Because Codemasters would be irreparably damaged if the
terms of this Agreement were not specifically enforced, you agree that
Codemasters shall be entitled, without bond, other security or proof of
damages, to appropriate equitable remedies with respect to breaches of
this Agreement, in addition to such other remedies as Codemasters may
otherwise have under applicable laws.

INDEMNITY. You agree to indemnify, defend and hold Codemasters, its
partners, affiliates, contractors, officers, directors, employees and agents
harmless from all damages, losses and expenses arising directly or
indirectly from your acts and omissions to act in using the Product
pursuant to the terms of this Agreement.

MISCELLANEOUS. This Agreement represents the complete agreement
concerning this license between the parties and supersedes all prior
agreements and representations between them. It may be amended
only by a writing executed by both parties. If any provision of this
Agreement is held to be unenforceable for any reason, such provision
shall be reformed only to the extent necessary to make it enforceable
and the remaining provisions of this Agreement shall not be affected.
This Agreement shall be construed under California law as such law is
applied to agreements between California residents entered into and to
be performed within California, except as governed by federal law and
you consent to the exclusive jurisdiction of the state and federal courts
in Los Angeles, California.

If you have any questions concerning this license, you may contact
Codemasters at:

The Codemasters Software Company Limited, PO Box 6,
Leamington Spa Warwickshire CV47 2DL United Kingdom.
Tel +44 1926 814 132, Fax +44 1926 817 595.

TECHNICAL SUPPORT

Lines are open between 8:00am and 5:00 pm Monday through Friday, Pacific Time

Codemasters Inc.
P.O. Box 2150
Qakhurst, CA 93644
Tel (559) 683-4468
Fax (559) 683-3633

URL: http://www.codemasters.com

E-mail custservice@codemastersusa.com



Box smart and phone the
Mike Tyson Boxing  Hotline.

CALL 7900 328 0196

calls cost $0.95 per minute, US and over 18's only.
TPI Boston. 02215 MA

Whether you're ring rusty or punch drunk, you'll find some amazing cheats on the
Mike Tyson Boxing™ Hotline. There are extra boxers and venues, fighters with shrunken,
spinning and even exploding heads and watch out for the eye-opening Invisible Man cheat.

Don‘t fight it — call now!
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