INSTRUCTIONS

INTRODUCTION

your level of skillyou willfly around the world to8 different international locations. You will aiso have to compete in 2 sDecluI rounds
dudgmq various weapons and smashing a stack of tiles with your head y

10 the Hall of Fame. As well

beltcolour, their

oriental background music

Piayers don't have to read ail the rules below as they can be learnt very easily just by playing the game straightaway
GAME CONTRO

FUNCTION BUTTON1  Begin a one player game against the computer
FUNCTION BUTTON3  Begin a two player game, with the winner fighting the computer
FUNCTION BUTTON5  Disable/enable the sound effects.

FUNCTION BUTTON7  Disable/enable the baclqmund music

+ 777 other keys to perhaps change game s v m

Fioarmost joysiick port - for white jacketed player in one player game

rontmost joystick port - fer rad jeckated piayer

JOYSTICKS MOVEMENTS

Only the jo

large wobbly ones are less manmbk since they move to far and give little feel as to when their switches have made conuu

Auto-fire joysticks are of no

Each of the eight polmons of lhe joystick gives a different type of move, and pressing the button gives another eight moves.
jowever. direct

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

Joystickcontrol  Joystick Steuerung  Commane manche a batal
Controlio del Joystick  Mando por palanca

Jump

Frontjunge punch
Walk forward
Chest kick

Foot sweep
Crouch punch
Walk backwards
Back lunge punch

Flying kick
Front somersault
11, Frontkick

12 Frontside kick

13, Backcrouch punch

o R

14 12
13

With button pressed
Knopf nicht gedruck!
Snsle boulon adprime

Without button pressed
Knopt gedruckt

16, Back somersault
Avec le boulon deprime

Can il pulsante premuto Sin baton oprimido
NOLDING AND CANCELLING YOUR MOVE
you must hold th ick in position until your Ity
However, i yourman

will stay in the attacking move until you select another move or release the joystick.

QUICK MOVE CHANGES

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.

COMING SOQOON

THE LAST NINJA

BLOCKING MOVES

Itis possible to block stomach and head attacks made by your opponent. To do this you select the walk backwards move, then f you
ot attacked at your man will go of the attack. Itis n: to block shin kicks and
footsweeps. The only way. ouvndx them im]vmpomdtmm or attack back with a flying o Whatover

GAME OBJECT 3

Whether you have ime ot nalplayer gamey Itisthen

B SEL 1 Than at the snd on m""ﬁf‘?@:”’“w‘ of i
on the /ou have ' cf entering your ‘hmlk SCOYG and belt cobounn the Hall of Fame.
ONE PLAYER GAME. 4 4

To startaone player you mﬂ! press the F1 button. mwwmyou la controlled red
man. The game consiats of acycleof3 boutsoftignt ingfollowedby: L ashingti (Thelevely
onummmmatmtma in the myddlo ). e

BUT the game ends as soon as the puh bu!.syon m
Each bout lasts 30 seconds, during which y num . you make, the judg
‘good the move was, and award youannuoolmoulunpohwm also get i ofthe
Thefir i o i
on the clock.
1 the winner of mwsquuv mxmm»-mnwmm scored themostin that
round, or if equal the i Ifyou have not done. the game will reset to demo mode.
- The game ends when the computer beats you and |fyouueonhwoumonqn yavm Il of Fame.

. PLAYER GAME -
You selectthe two player game by pressing the F3 button. !mmw—u ode. stoverthebest

4t the winner going on to fight the computer in & one pyer gare.
Thegame consists of up to three 60 second fighting bouts with either a me nlou in between each bout
_ Thescoringis different to the one player game. Instead you will see alineof6 white and6 symbolsrepresentinga TUG-OF-
- WAR'. Every time someone knocks down thelr opeonent ha a point and the middle of ths fine moves up one accordingly. I
colours reach their of the Tug of Flina baore tie rune Out, then they win that round and get a score

Y hit ¥

Ml! also another line of3 bluodallnbovﬂm?nq-ofwmm[ Thislightsupil gf‘l.: o
‘ inst

l-youunmmmeannpuw me uj tobwis :
gtp«ymmmnibouulnnm o pom il inning play! g-me.
atthe 9
P

d. theseare

Mdimon how juick your reactioris are.
pfmmonnmctovw;v y il uw:m«mbncm Thejudge willtell you togel

tils.

‘smashed you n-l mo added to mrm;ananybahnk pﬂ of them youw 42000 score bonus

mmo!m spears and swordsthat cross thescreen. Assoon as one
me’ 100, and score 2000 bonus if you survive the whole stage.
Atthe end of layer game enough, mnmwyommnmm the Hall of Fame. The letters are selected by
moving thejoyalick et toright andare -m-udwpum'” 2 ihebution.
OWhen fighting in bouts you
various attack moves are as follows:

wi

nust
touches you. you are knocked out. For each
HALL OF FAME

the score for a half point hit. The actual score for the

MOVE FULL POINT HIT HALF POINT HIT
FRONT LUNGE PUNCH 800 400
REVERSE LUNGE PUNCH 800 400
FRONT STOMACH PUNCH ~..800 400

SE STOMACH PUNCH 800 400
FRONT SHIN KICl 200 100
REVERSE SHIN KICK 200 100
FLYING KICK 1000 500
ROUNDHOUSE KICK 1000
STOMACH KICK 200 100
FACE KICK 800 400
FOOTSWEEP KICK 400 200 .




KARATE INTERNATIONAL

Al Kacatemeister nehmen Sie i verschiedenen Erdteden an  dem
Tniérastionsian Kastéustiham! tod

SPIELREGELN

KARATE INTERNATIONAL it cne Simulaton des Kacaickamotes

e moolich st OasSpil gl i cinen e

verschiedenen Schibge ersilt. die er dem Gegner

520 Sekunden. In disser Zet mussen Sie

len. Je nachdem. wie erloigreich thre

Vom Schiedsrichier einen halben oder ganien
Punki: Wenn Sit 2 Punkte crhaiten, haben Sie die Runde gewonnen

ersieiten Punkie erscheinen in cinem Kreisystem neben Ihrer
Punkterahi, das suflechiel und entweder sinen halben Punkt oder einen
Ganten Punki darsteilt. Der Schiedsrichier gibt das Zeichen fur Anfang und
Ende und sagt. wieviel Punkte Sie errieit haber

Wenn Sie i drei Runden das beste Ergebnis errilt haben kannen Sie aul

don’nichuten vl il dem nichoten Cegner rerhiaptin: Und rmiscren

den Reisen 1o r Erdiele aricheinen tne verschiedene Bonusbicer
"o Sie Zusatspunkte ersielen ko

LADEN DES SPECTRUM MODELLS
LOAD -~ singabun, dann ENTER dricken und PLAY (ur dos Tonoand, Weon
pch gae Spiel ML ibdi,  versuchen. das Volumen 1y dndern oder
Ersatihopie suf Seite

LADEN VON MODELL CBM 65

Die Tasten SIET! RUNSTOR sussmmen drucken. PLAY wm Kassettengerh
drocken.  Jetrt wird das Spiel geladen

LADEN DES AMSTRAD MODELLS

LOAD ** eingeben, dann ENTER drixken. Dann PLAY am Kassetlenger
LADEN DES ATARI MODELLS
Das Spiel eignet sich fr 88K Mindestspeicher

TARI %00 und 800, Cosputer durch dricken von START und OPTION
einschaiten. Noch dem Pieplon PLAY am Kassettengerat oricken

ATARI XL. Compuler durch dricken von START und OPTION einschaiten.
Nach dem Piepton PLAY drucken

Vor Laden der Kassette in alle Gerdle sicherstelien, daf das Band
rurickgespult ist

© 1985 SYSTEM THREE SOFTWARE LTO
ACHTUNG.  ale Rachie von Produsenl und Coentimer vorbehstn
Unerlsubtes Kopieren. Vermieten, Ausieiben. Gffentiche: Auf

und Fernsense bong sind Ghne schrifliche Etsoigumg
Von System Three Saftware L1 verbaten

Springen s Flugtritt
Sprungschiag nach vorn 1. oerschiag nach vorn
Vorwirts gehen Tritt von vor

Seitentritt von vorn
Duckichisg von hinten
Seitentritt von hinten
Rund)

berschiag rickwarts

INTERNATIONAL KARATE

Pour rester maltre du karaté, il vous faul lutter dans divers continents pour
Femportar le Tournol International du Kara

COMMENT JOUER

INTERNATIONAL KARATE est une simuision qui se fonde e plus pres
ou ce g

n point entier
que deux points ont 416 Gagnés 1a partie est remportde

Lat points gognés sent représentés par ey carcles § chié de velre score

qui_ " filuminent &1 vous montrent s vous sver Gagné un demi-point ou U

point entie wre .w. " Gurn e 1 i camancor o8 v arréter ot
s points vous ave: gagné

£ rer deus des ron parties oo e aans
A i s v Pt s ks s, | 1
COMMENT CHARGER LA VERSION SPECTRUM

Introduire | LOAD . imute fure ENTER a1 dbpriner PLAY sur

Henregisicewr 51 pa chargé, modifier e volume 0u charger ta
cople

st
prawddlipbirgy
COMMENT CHARGER LA VERSION CBM 64

Déprimer snsemble les touches SHIFT/RUNSTOP. Déprimer PLAY sur fes
commandes de cassette. gers

COMMENT CHARGER LA VERSION AMSTRAD

Dépriner LOAD ** puis dépriner ENTER. Ensuite, dkpriner PLAY sur les
mnandes de cassetle

COMMENT CHARGER LA VERSION ATARI

Ce jeu fonctionne avec une mémoire de VBK s minimun.

UACHINES ATAKI 400 «f 100, Bramcher I'ordinmieur, aépriner START
OPTION: aprés le *bip®, déprimer PLAY sur les commandes de cassette.

MACHINES ATAR| XL, Brarcher (ordinatewr dprinar START et OPTION
bip*, eprimer PLAY.

Rebobiner fa cassette avant de la charger dans une machine quelconque.

1945 SYSTEM THREE SOFTWARE LTO

AVERTISSEMENT  Tous ks drais du cristews o du propviiane des

tatons sont I est formellement mierdit de copier. o préter. oe
oue ar b 1 codin s e it vnin ce produt sans wvar abiena
Préaiibmnt e St A 95 Srsiem Trves Botvasre: (3

: t debout 6, Clbuta bt
3 ) 1. Cowp de pied wvant
. jad & 1o porine 12 Cou de pied avanl sur cote
5 G 15 Bote wcroupie ariere
. Botte wcriupic b oup e ped el o e
A
. fah o OO e Cumne weres
INTERNATIONAL KARATE
Tu objetivo, como maestro de karate. €3 participar en ol Tornea lnternacions!
e Karate en lodos Ios continentes.
MODO D EMPLEO
INTERNATIONAL KARATE o5 un iuego que simuia < la forma mbs parecids
e unton segin las Biversas
que tiene una

adjudicars. o media punlo, o Un punto eniero. Si consigues dos puntos, hes
=

Lox puntos consequides se representan por medio de una serie de circulos
a

uacion has conseguid

s dirigirte al siguiente cont

Si ganas 2 de lo 2 nente y
entrentarte s oiro adversario, De camino enire continentes hay dot “pentalios
e iniciativa® en a3 que podrés conseguir puntos extras

CARGA  versién SPECTxuM

Gprini LOAD, . Lingn pulssr ENTER 7 pulear PLAY en f mugneidion. 1
caroa o juege, irata de miicar o volumen. © carge ia copss

CARGA - versidn CBM 64

Oprimir_simultdneamente las leclss SHIFT y RUNSTOP. Pulsar PLAY en fs
platina cassette. €1 juege quedars cargado.

CARGA  versidn AMSTRAD

Oprimir LOAD ** y pulsar ENTER. Luega pulssr PLAY #n la platina cass

CARGA . versidn ATARI
Este juego funcionard con memoria 48K como minime

plauinas, W0y 40, Conectar o computndor, oprimiende START y
OPTION. después de oirse el oprimir PLAT en 1a platine cassett

ATARI - méquines XL. Conectar e computador, oprimiendo START y
OPTION  despuds de oirse el “biip®. oprimir PLAY

ntes de cargar e cassetie en cuslquier méquina. asegirate que
Tataiminte rebapineds
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ADVERTENCIA - Quedan reservados todos los derechos del autor y del
propiatario. de I obra producids. Se prohbe

préstam.  representocién en pablico,  emisk
televisiva, sin ol previo consentimiento por eac

' )
2 ol arremetion haci o frente 10
3 Avanc it
u de pacho 2
s, Gles hods s trante 1.
¢ hado i
i Retroces 1.
. Gole.seremetids hacia strés 16,

KARATE INTERNAZIONALE

quello di combattere in diversi

complte al massire o Rars
vle o Kavih

Contiragh) o Tormes o

COME GIOCARE

1 KARATE INTERNAZIONALE & un karaté simulato simile, per molti aspett,
di karate. 11 glocatore accumuls punti sulla base deile

el colpo.  Aggiudicatevi 2 punti e avels vinto il found

| puUN(l falll sono rappresentati da cerchi posti vieini al vosiro punteggi
Lisccensine del” corchi rappresents s meita punto o U punto intera. i
gludice Vi dirk quando dovels Imitiare © fermarvi e Guoll punti avete

e v due round s ce. alora potete passare af succesaivo cont
Siteontare un huow sario. € passinde. da un conticenta” sl aiire,
patete. concorrers ail'assegnatione degli abbuoni previst: da: dus spposil
Scherm:

CARICAMENTO DELLA VERSIONE SPECTRUM
Satteta LOAD ** & quind, premete ENTER o PLAY sul regniratore #
se 0. pro

joco. non viene carica ate ad alterare I volume o caricate 1a
o T o o #

Spectrum, Amstrad Cpc, Alari 800/13:
TEL 01954 1909




