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INTRODUCTION

To follow in the way of karate is not an easy journey. It is a test of the body 

and the spirit. You will fight in eight international settings, from Sydney, 

Australia to New York City to Mt. Fuji. You will face tougher and tougher 

opponents, from white to black belt.

The way of karate is the way of discipline. You must learn precise 

movements. Footwork, the timing of punches, and an understanding of 

your opponent's fighting style are all crucial to your survival, and eventual 
victory.

Be at rest. The frantic mind will not prevail. Learn which moves are more 

effective against your opponents. Learn when to block, when to strike. 

Then you, too, will be a master of WORLD KARATE CHAMPIONSHIP.

OBJECTIVE

The objective is to defeat your opponent. Against a computer opponent 

you must be the first to score two or more points. The game ends when 
the computer defeats you in a bout. Against another person you win if 

you rack up 12 knockdowns (or, you win if you have more knockdowns 

when time runs out).

GETTING STARTED

• Set up your Commodore 64/128 as shown in the owner's manual.

• Plug in the joystick as shown in the owner's manual.

• Place the WORLD KARA TE CHAMPIONSHIP  diskin the disk drive with 

the label side up.

• Turn the computer on.

• With the Fast Load cartridge, press the C= (Commodore) key and the 
RUN/STOP key together.

• Without Fast Load, type Load "*",8,1 and press the RETURN key.

• Next the screen will prompt you to select one of two settings where 

you can start fighting.

• To make your game selection, press:

F1 To play against the computer

F3 To play against another person. The winner then goes against the 
computer.

F5 Turn on/off sound effects.

F7 Turn on/off background music.

(Joystick port 1 -  player in red uniform. Joystick port2 -  player in white 

uniform, one player game.)
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STARTING PLAY

It’s suggested you start in the two player mode. While the other fighter 

stands motionless, try out your moves. Get comfortable with a couple 

moves, then try someone that fights back.

There are a range of punches, kicks and leaps available. You can move 

left and right, or do a forward or backward somersault. There are a 

number of punches and kicks: high, medium and low, and others. In all 

there are 16 choices, based on the eight joystick positions, and whether 

the button is pressed or not.

If you are facing right, these are your moves (if you are facing left, use the 

mirror image -- i.e., for the right facing player to kick high you press the 
joystick down and right; for the left facing player, press down and left.

Button Not Pressed

leap in air

low sweep

With Button Pressed

jump kick

spinning lunge punch
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To change your direction, do either a low kick or a high punch in the 

direction you want to turn to face your opponent. The spinning lunge 

punch faces you first one direction, then the reverse.

To block strikes to the head or stomach, walk backward -- your fighter will 

block. Blocking against low kicks or sweeps is not possible -  leap out of 

the way or counterattack.
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SCORING

Scores for the white and red player are shown at the top of the screen. 

Person versus person matches can Iast60 seconds, person versus the 

computer matches last 30 seconds. Watch the karate master in the 

background -- he flashes the score after each hit or knockdown. You 

receive match points and score points. Scoring is based on the difficulty 

and impact of the move. The person who wins this three bout contest 
goes on to play the computer.

When you play against the computer, match points determine the winner. 

Match points are either a full or half point. These are indicated by the 

three dots for each player at the top of the screen, which change from red 

to a lighter color as you score. If you're tied at two points each, the player 

who has scored the most points in the round wins. If that score is tied, 

the judge determines who made the best effort.

When you play against another person, the number of knockdowns 

determines the winner. These are recorded in the twelve dots at the 
bottom of the scoreboard. If you reach 12 knockdowns, you win. If time 

runs out, the player with more knockdowns is the winner. The three dots 

at the top of the screen keep track of how many bouts each player has 

won. If both players have an equal number of knockdowns, the scores 

for that bout determine the winner.

Top players get to enter their name in a list of best players. Push the 

joystick to change the letters for your initials, press the red button to 

enter the letter.

When playing against the computer you earn more points for hits 

executed earlier in the match. As you progress through the rounds you 

earn higher belts: white, yellow, green, purple, brown and black. Higher 

points are earned for the more devastating blows: high punch, jump kick, 
back spin kick.

You earn a full score for a full point hit, and half for a half point hit.
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MOVE FULL POINT HALF POINT

HIGH PUNCH 800 400

REVERSE HIGH PUNCH 800 400

LOW PUNCH 800 400

SPINNING LUNGE PUNCH 800 400

LOW KICK 200 100

REVERSE LOW KICK 200 100

JUMP KICK 1000 500

BACK SPIN KICK 1000 500

CENTER KICK 200 100

HIGH KICK 800 400

LOW SWEEP 400 200

Between Rounds

Between rounds you must pass tests of skill to advance. To break the 

bricks with your head, push the joystick forward immediately when the 

master says "Go". Pull back to duck, or forward to leap, to avoid the flying 

spears and knives.

Tips

Use flips to get behind your opponents, and strike quickly. Your 

opponent may be slow to turn and face you. It takes precise positioning 

for your blows to hit home. You can execute several moves without 
pausing inbetween. Simply move the joystick quickly to your next move 

before your man goes back to the standing position. This can overwhelm 

your opponent.

Good fighting!
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WINTER GAMES" 
THE QUEST FOR THE 
GOLD CONTINUES...

■ Includes Six Events: 

Bobsled, Ski Jump, 
Figure Skating, Free­

style Skating, Hot Dog  

Aeria ls and the 

Biathlon

■ Opening, and  

Awards Ceremonies 

with N ationa l Anthems

■ Compete Against the 

Computer o r Your 

Friends

■ Individual and Head- 
to-Head Competition

■ One to Eight Players

EDYX
m  io mp v t ik  io f rwA*t

World Karate Championship, and Winter Games are trademarks of Epyx, Inc. 

Commodore 64 is a registered trademark and Commodore 128 is a trademark of 

Commodore Electronics Limited.

LIMITED WARRANTY
Epyx, Inc., w a rra n ts  to the  orig ina l purchaser o f th is Epyx so ftw a re  p roduc t tha t the m edium  on w h ich  th is  com puter p rogram  is recorded  

is free  from  de fects  in m ateria ls and w orkm ansh ip  fo r a period of n ine ty  (90) days from  the date of purchase. This Epyx so ftw a re  program  

is sold "a s  is," tha t is w ith o u t express or implied w a rra n ty  of any kind, and Epyx is not liab le  fo r any losses or dam ages of any kind resulting 

from  use of th is  program . Epyx agrees fo r a period o f n inety (90) days to  e ithe r repa ir or rep lace , at its option, free  o f charge , any Epyx 

so ftw a re  product, postage paid, w ith  proof of date of purchase, at its Factory Service Center.

This w a rra n ty  is not app licab le  to norm al w e a r and tear. This w a rra n ty  shall not be applicable  and shall be void if the de fec t in the Lpyx 

so ftw a re  product has arisen th rough abuse, unreasonable use, m istreatm ent or neglect. THIS WARRANTY IS IN LIEU OF A Ll OTHI R 

EXPRESS WARRANTIES AND NO OTHER REPRESENTATION OR CLAIMS OF ANY NATURE SHALL BE BINDING  ON OR O BLIG AII I PYX 

ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF M ERCHANTABIl IIY  AND 

FITNESS FOR A  PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE IN NO EVFNI W il l  I PYX 

BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE OR MALFUNCTION 

OF THIS EPYX SOFTWARE PRODUCT.

Some states do no t a llow  lim ita tions as to  how  long an implied w a rra n ty  las ts  and /o r the  exclusion or lim ita tion  of inciden ta l or consequentia l 

dam ages so the above lim ita tions and /or exclusions or lim ita tion o f liab ility  may not apply to you. This w a rra n ty  gives you spec ific  legal rights, 

and you m ay also have o ther rights w h ich  vary  from  state  to  state.
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