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The word ‘code’ has many different definitions. The Shaolin martial arts
tournament is governed by a system of rules of conduct ... an ethical code.

The kombatants respect each other as warriors, no matter what degree of
hatred they have for one another ... a code of honour.

Another type of code could be defined as an arbitrary system of symbols
or letters for transmitting messages ... a secret code.

Mortal Kombat adheres to many codes, but does it contain one?
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EPILEPSY WARNING CONTENT.

READ THIS BEFORE PLAYING MORTAL KOMBAT

A very emall percentage of people have a condition which causes them to e
or altered c

experience an epileptic seizure

sciousness when exposed to certain light patterns or flashing lights

s, InG Iud.nq those that

appear on a television screen or monite

cautions to minimize any

r and while playing computer games. Flease take the following pre-

Prior To Use

. If you or anyarie in your family has ever had an epileptic condition or experienced altered consclous-
ness when exposed to flickering lights, consult your doctor prior to playing.

— Sit at | & ft (2.5 m) away from the television screen or monitor.

b T you are tired or have not had much sleep, rest and commence playing only after you are fully
rested.

. Make sure that the room in which you are playing is well lit.

3

Use the computer aame on as small a television or monitor
smaller),

(preferably 14" or

During Use
. Eest for at leas

’ Farents sh

inutes |: B hour '.-rr'..'ﬂ playing a computer game.
1se of computer games. If you or your child experience any
of the follow

a computer game: dizziness, altered vision, eye or muscle

twitches, loss

IMMEDIAT

rientation, any involuntary movement, or convulsions -
LY discontinue use .anA consult your doctor.

’

Welcome to Mortal Kombat, the world's finest combat simulation. This manu al has l’cﬁ'" p-'oduca'-d to
ens - ¥

Using

a support technician.

CAUTION ! |

Diskettes are magnetic media, Just like cassette tapes. Do not EXpOse diskettes to x-rays or intense

magnetic fields as the data they hold will be erased. Do not attempt to ‘back up' this data as it may be

destroyed in the process

LOADING MORTAL KOMBAT
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WHAT YOU CAN EXPECT TO SEE DURING PLA
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INTRODUCTION LIMITED WARRANTY

on his

an annual com

g chamg
that become the
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anty ls in

You don't ne - Maortal Kembat s THE premier fi

sivle strateqgi ia manual will Introduce you t«

the :

see, Timing is the key, ar through famili

There are very few ...

d: The

ons on Shang Teung'

‘s Throne Room or Gc

1 the use

The kombatants may use any means possit

9F‘66I5|
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owers, weapons and Finishing Moves.

FLAWLESS VICTORY Win your first bout without losing any energy and a 200,000 points

bonus is yours,

g, Al

DOUBLE FLAWLESS VICTORY Win the next bout withou

at once it |s installed on your hard 4 ing any energy for a bonus of 000 painte.

s

Martal Kombat dir

¢ re tha
‘MK [Ent

I el 1:‘“ — . __I_" run I'w"-l'_-.‘l"val ?' L

FINISH HIM! (OR HER!) When you win two bouts ou
Meve and earn a Fatality Bonus of 100 hing Move has been success-
fully activated, the screen will darken (note: except with Liu Kang's Finishing Move).

t of three you get the chance to use your
000 points.

n installed correct

In a single-player tournament, the human-controlled combatant is pitted against the other six con-
g !

tenders before taking part in a Mirror Match, After that there are three Endurance matches against
The Title Screen pairs of opponents, one after the other. Then Goro will make his presence known, and eventually
Shang Tsung will appear... But before you fight ...




MORTAL OPTIONS

Alter the Mortal Kombat environment to sult your

» Press the F10 key on the Start Screen to call up

* Press the up or down arrow (cursor) keys to maove to highlight the deslred option

TY There are five s
between 'VERY EAS

r VERY HARD'

DEFINE KEYS A new screen will be presented. When

you are prompted to press 4

tion, do s0. Note that you cannot use the same key twice

EXIT Select this to return to the

IR |

“unches, Kic

ality of the computer-zontrolled opponents.

Fe

se between "AD-LIE, ‘ROLAND, ‘SOUND BLASTER', ‘SFEAKER or 'NONE'.

/ to perform a func-

KEYBOARD CONTROLS

The functions of the keya are redefinable, but the

keyboard.

ving are the default keys for an American

PLAYER ONE

* Fress the Fl key to begin play at any time

HIGH

PUNCH

(\ W Al K) | u
RIGHT

DOWN PUNCH KICK

Ix L [m

PLAYER TWO A combination of cursor (arrow) k

* Press the F2 key to begin play at any time.

ch player can

/ one player can use the

. Two four-putton joysticks

far r‘:\:&l:rliﬂﬁ_ tL

FOUR-BUTTON JOYSTICK CONTROL

The four buttons are used as follows (the ¢

41

BUTTON A (RED ]
BUTTON B (BLUE)

=] CYEL
| D (GREEN)

LOW PUNCH

LOW KICK

HIGH KICK




CHOOSE YOUR CHARACTER TEST YOUR MIGHT

? t's a matter

CHOOSE YOUR FIGHTER Take your plck. Who's the best character to pla
of ho
tages and disadvant.

Break some blocks between bouts for bonus points, First

M aavan-

for courses - the characters have their ¢ R e 3 _
S lanceugee i . smash wood for 100,000 points, then stone for 200,000

pecial Moves : NG e el o S
points, steel for 5OC,000 points, ruby for 750,000 points

and ultimately diamor

As vou will see, some 2

than others (see MEET THE MOETAL

are easier to

KOMBATANTS onh page 14).

1 for 1,000,000 polnts.

) ; * Push the joystick left and right as fast as possible (AKA
te that Flayer Twe can enter the tourtament at any stage f i .
Note that Flayer Two can ent et < Y 2tag waggling') to build up the character's power - as represent-

v pressing the joystick's fire button. | " e ; |
by preseing the joysatic % ed by the bar at the side of the screen. Not

Choose your character

WHAT YOU CAN EXPECT TO SEE DURING PLA
PLAYER TWO
BASIC MOYEMENTS

Low Punch and Low Kick Buttons as

Test your might!

ncrease the character's power.

preferably when the bar rises to (or

above) the line. Be fast! You only have

PLAYER ONE

SCORE SCORE
Sonya Blade will demonstrate the moves common to all seven characters, Note that for the purpeses of
—_— ENERGY s S ————_— et i i bt R e I ey
Lhis | nt It 19 aselmed that Sonya is facing an epponent on the right-hand side of the screen.
The cc are reversed when the opponent is on the left-hand side of the screen,
TIMER
The Fower ratings are guidelines to the potency of the moves and represents the approximate number of
epetit f the move in quéstion it would take to finish an opponent.
Note that the Joystick diagrams accompanying the movements are to lllustrate the two-button joystick
controls. Alternative movementea for the keyboard controls and four-button joyst ovle
TIMER . o ; 1 o i Keybe s0 note that any mention of the joystick refers to the four arrow (cursor) keys.
Yes, each bout is timed. The clock starts ticking at 99 seconds and when it reaches zero, the fighter \ 3
with the most eneray is declared the winner of the bout. WALK  POWER N/A
ENERGY Tewards or away from the opponent,

Each combatart's stamina is represented by a bar. As hits are recelved (some are more powerful than
others), the bar diminishes. When the bar is qone, the player is defeated.

) ) i TO WALK Fush the joystick in the desired direstion.
SCORE Foints are scored for reducing an opporent’'s energy. Bonus pointe are also awarded for

performing key tasks.

STANDING BLOCK POWER N/A

HOLD IT!
If you need to put the combat on hold ... . To make life tHore interastina, the Standing Block de
» Press the Alt-F key to pause the action. 9

sn't completely

defend against an opponent's blows - a small amount of eneray is lost
*  Press the Alt-P key while the action s paused to resume play. 3 2 OF ws - a stmall amount of energy is lost
e Press the Esc key while the action is frozen to quit to the Start Screen.
e Press the Alt-M key to turn the music on or off during play._ 0 5 TO PERFORM A STANDING BLOCK Fress and hold the firebutton then push
» Press the Alt-5 key to turn the sound effects on or off during play. ; eh pL

\ he @ k I it to DOS the Joystick away from the opponent.

* Press and hold the Alt key then press the Q key at any time to quit to DOS. Anid with the keyboard of & four-button otk .. PFess the
Block Button,

(more with a hit from Kangd's Spinning Blade).




LOW PUNCH POWER 15 HIGH KICK POWER 7

The High Kick has a slightly better reach than the Roundhouse Kick.

G TO PERFORM A HIGH KICK Fress the second firebutton,
. And with the keyboard or a four-button joystick ... f
High Kick Button.

Unleash a burst of Low Funches by pressing the firebuttoh

rapldly.
And with the keyboard or a four-button joystick ... Fress the
Low Punch Button.

THROW 4
HIGH PUNCH POWER 15 POWER
The Throw is the most powerful move. It replaces the High Kick when a
character is very close to the opponent. Note that each character throws
in a different way to that shown.

;/ Similar to the Low Funch except the High Funch is a little bit harder to block.

® Ol [®*4°] T0PERFORM A HIGH PUNCH Fress the |
quickly. Unleash a burst of High Punches by | ing the fire-

e button rapidly.
And with the keyboard ... Fress the High Funch E
And with a four-button joystick ...

or away from the opponent and press

ROUNDHOUSE KICK  power =

A fast, powerful kick which is often difficult to block.

LOW KICK POWER 7

Well, more of a Medi

TO PERFORM A ROUNDHOUSE KICK Push and hold the joystick away
from the opponent then press the second firebutton,
And with the keyboard or a four-button joystick ... Push and hold the
j ick away from the opponent then press the High K

slightly better reach than the High Kick.

O O T @) TOPERFORM A LOW KICK Fush and hold the

& ' w towards the opponent then press th

And with the keyboard or a four-button joystick ...
the Low Kick Button.
o CROUCH POWER N/A

ick E

utton.

|J&6fu|f“" 'C
Rayden's Torpedo.

iding high blows, Fireballs and Scorplon’s

KNEE POWER 7

s the Low Klck when a character ls very ¢

This move replac

ick down.

TO CROUCH Fush the jo

()
Q,




CROUCHING BLOCK

POWER N/A

As with the Standing Block, the Crouching Block doesn't completely
defend against an opponent’s blows.

c_0

TO PERFORM A CROUCH BLOCK Fush and hol
then push the jo

o _0O

d the joyst lck

down - ta crouch stick down and away from

the -.’JF'?:.'.'_):"IC?I"-.‘I'..

CROUCHING KICK

And with the keyboard or a four-button joystick ... Fush the
Jjoystick down and press the Block Button.

t fighters forget this move, which is a pity as it has its uges

(the element of surprise among them).

o _O

LEG SWEEP

UPPERCUT

O @) TOPERFORM A CROUCH KICK Push ard hold the joystick
down - to crouch - then press the second firebution.
And with the keyboard or a four-button joystick sh and
hold the joystick down and press either the Low Kick or High
Kick Button.

POWER &

One of the fastest moves to execute and one of the most difficult to

Block or avoid. The Leg Sweep and the Low Kick have the best reach.

TO PERFORM A LEG SWEEP Fush the joystick down and away from the
onent.

And with the keyboard or a four-button joystick ... F
joystick away from the opponent then press the Low Kic

sh and hold Tthe

POWER 4

The Uppercut and the Throw are the most potent moves, but it's the

5 the most satisfying t Note that performing

the ninja characters is slightly

harder as thelr Uppercut reach is a little bit less than a Funch,

Sub-Zero and Scorplon -

® O

TO PERFORM AN UPPERCUT Fush and hold the joystick down
then press the fire button.
And with the keyboard or a four-button joystick.. Fush and

hold the joystick down then press the Low Funch Button.

JUMP

I SOMERSAULT

7]

JUMPING PUNCH

A

(release it) and pre

POWER N/A

A Jump stralght up can be used to avoid a Leg Sweep. Note that a
character cannot Block while in the air.

TO JUMP Fush up.

POWER N/A

A Somereault towards or away from the oppaonent can be used to avoid a
Leg Sweep - and also to leap across

the arena.

TO SOMERSAULT Fush the joystick up and towards - or
opponent,

away from - the

POWER 7
A leap In the air followed by a Punch.

TO PERFORM A JUMPING PUNCH Fush

the joystick ug

0, then center the joystick

s the firebutton.

anooﬁa
® @

The timing of the firebutton press will

determine the effectiveness of the blow.

And with the keyboard or a four-button joystick ... Fush the joystick up
and press the Low Punch Button.

FLYING PUNCH

.

POWER 7

outstretched

Leap through the air with a fis towards or awav from an

by
(g
i

opponent.

TO PERFORM A FLYING PUNCH

Fush the joystick up and towards -
the o
tick (release it) and press the firebu
And with the keyboard or a four-button joystick ...
joystick up and towards - or away from
press the Low Funch Button,

or away from - pponent, then

center the joy

*ush the
the opponent and



JUMPING KICK

FOWER &

Sirmilar to the Jumping Punch, only a little less effective

TO PERFORM A JUMPING KICK Fush and hold the joystick

FLYING KICK

"’3 ip then press the second firebutton.
And with the keyboard or a four-button joystnck Fush the
up and press either the Low Kick or High Kick
POWER &
Leap through the air with a leg outstretched - towards or away from the

opponent.

TO PERFORM A FLYING KICK Fush and

or away from - the oppo

and tow

second firebutton,

And with the keyboard or a four-button joystick ... Fush the
istick up and towards -or n

r the Low

REAL NAME
AGE

HEIGHT
WEIGHT
HAIR

EYES

LEGAL STATUS

\.

BIRTHPLACE |
OCCUFPATION
NOTES

SHADOW KICK

WEAPON: FIRE

POWER &

uses his Elbow instead of a Low or High Punch when he is very close to

Pl_’.‘f'lf-ﬂ‘_ .
POWER &
This is a kick of concentrated power.

TO PERFORM THE SHADOW KICK Fush the
then towards, then away and préss the firebutton.

ioystick away from the

~ =y =

o Q O C O ® O

And with the keyboard or a four-button joystick ... Fush the joystick away

nd press the Law Kick Button,

ram the \’J[.'-'Ir.‘-:."r'f‘r'l?. then towards a

TO PERFORM THE SPLIT PUNCH

Fush the j

again and press the firebutton.

And with the keyboard or a four-button joystick ...
tick down then simultaneously press the Block and L_ v

-k down, then down

“unch Buttons.
POWER 7

A little trick €
a Hollywood club.

1 the joy stick ﬂ

ent, then towards

= plcked up In

TO SHOOT A FIRE F

away f

and press the firebutton.

ﬁ.ﬂd with the keyboard or a four-but-ton joyst.lck
; 3 ¢ from the opponent, then

Cowards and pre




FINISHING MOVYE: POWER PUNCH CANNONBALL

Wark this one out for yourself and record the move sequence below... N

O OpO _OpfC _O)(C_O i

put all of crime

KNOWN RELATIVES

JOME

BIRTHPLACE

LT INTO UNENOWN
v NT) OCCUPATION
LEGAL STATUS CRIMINAL, M
DEPORTED FROM JAPAN THE BLAC

HEAD BUTT

POWER 7
FINISHING MOVYE

Kano uses a Head Butt instead of a Low or High Funch when he ls very

close to his o

Work this one out for you

POWER &

A techniq /els ... He curls up into a ball and

e Kano has picked up on his tr.

shoote across the screen, bowling over anyone he hitea.

TO PERFORM A CANNONBALL Fush the joystick towards the opponent,
then down, then away and then up - a sort of rotational movement.

ooeﬂoto
9

©_0
¢

And with the keyboard or a four-button joystick ... Fress and hold the Block
ick forwards before rotating the joystick down and
- a sort of rotational movement.

Button and push the jo

around to the forward pos

WEAPON: KNIFE THROW POWER 7

. The Knife Throw removes more energy from a Block

ther move does.

TO THROW THE KNIFE THROW Fush the joystick away from the opy
then away again and then towards.

O _ O

¢

5_0
s 4

©5_0O
P

And with the keyboard or a four-button joystick ... Fress and hold the Block
Button and push the joystick away from and then towards the oppc

o _©

o _0O




HEIGHT 7
WEIGHT
HAIR
EYES
LEGAL STATUS

KNOWN RELATIVES
| NONE
BIRTHPLACE

NONE
\

DEITY - DOES NOT APFLY

ELBOW

TORPEDO

Pt S8

TELEPORT

¥ 4
-.\ F, 'I
- -~
)
' A i
4 I| L
(o \
ilr'l 1. \

POWER &

Rayden uses his Elbow instead of a Low or High Funch when he is very

close to his opponent.

POWER &

Rayden shoots through the air - just like a Torpedo through water.

WEAPON: LIGHTNING

TO PERFORM THE TORPEDO Fush OO (O
the joystick away from the opponent, w
then away dgain and then towards

the ¢
And with the keyboard or a four-button joystick ... As above

c_0O}) O

vonent.

POWER N/A

Rayden disappears into the floor and reappears closer to his opponent -

usually behind them.

TO PERFORM THE TELEPORT Fush
the joystick down then up.

And with the keyboard or a four-
button joystick ... As above.

CJ,G 03{)

POWER. 7

AS0L OT pUre power,

TO SHOOT LIGHTNING Fush and O 'e) [ ] (@)

hold the jo

ick down and towards t

oppenent then press the firebutton.

And with the keyboard or a four-

button joystick ... Fush and hold the joystick down and towards
e the Low Funch Button.

the opponent then pre

FINISHING MOVE: ELECTRICITY

Work this one out for yourself and record the move sequence below,..

gar

AGE

HEIGHT & 107 ABOUTS LINEN

WEIGHT 185 |b: BIRTHPLACE

HAIR £ ¥ HONAN PROVINCE, GHINA
EYES BE OCCUFPATION

LEGAL STATUS




ove replaces the High Punch when

(5CORPION

FLYING KICK

TO PERFORM A FLYING KJCK

then towards and pre

KNOWN RELATIVES
WIFE AND CHILD IN FOEMEE LIFE

BIRTHPLACE

And wn;h the keyboa rd or a four-button

WEAPON: FIREBALL

DECOY POWER 7

And with a four-button joystick

the joystick toware

FINISHING MOVE: HELICOPTER SPIN KICK

t for yourself and record the move se

©_0) (0_o
[ NN )

e Low or High Funch

Scorpion is very close to his

opponent.

Scorpion leaps off

eniched fist
combat g Fi ¢ siency, execute the Decoy when Scorpion’s
opponent is on the other slde of the screen.

of the screen to appear on the other - bearing a
T the far left- or right-hand side of the

TO PERFORM THE DECOY Fush the Joystick down and away from the
opponent, then press the firebutton.

And with the keyboard ... Fush the joystick down and away from the
opponent then press the High Funch Button.

O O) (®#_ O

And with a four-button joystick ... Fush the joystick down and away
from the opponent, then press the Funch Button.




WEAPON: HARPOON POWER 16

U ) O b o e

TO SHOOT THE HARPOON Fu away from
the opponent twice then press the firebutton

| And with the keyboard or a four-button Joystlck

‘ the | away from the opponen

£N press

Punch Button.

FINISHING MOVE: HELLFIRE

Work this ane out for yourseif and record the mo

auence below...

REAL NAME
AGE

OCCUPATION LIFE
HEIGHT )
WEIGHT
HAIR T
EYES f NOTES F
LEGAL STATUS
>
KNOWN RELATIVES
v
BIRTHPLACE UNKNOWN

\

BACKFIST POWER 5

Thiz mave replaces the Low or High Punch when Sub Zero s very close to hls

opponent.

POWER SLIDE  POWER 12

Only marginally more powerful than a Punch but mare ussful for irritating an

opponent. |

TO PERFORM A POWER SLIDE (S™05) (G

=,

Push the joystick towards the & “

L, then away, then
in and press the

fire 5
And with the keyboard or a four-button joystick ...
vonent then simultaneously press the Block, Low Func

away from the

and hold the joy
id Low Kick Buttons. \

POWER N/A

Backfire’).

TO SHOOT A FREEZE Fusl
and towards the opponent then pre

and towards the opponent then press the .
firebutton. | !

And with the keyboard or a four-button joystick ... I
the opponent then press the Low Funch E

sh the jo

down and towarde

FINISHING MOVE: HEADPIECE
Wark this one out for yourself and record the move sequence below.

o _O)©_©O) (O _O




AGE 2

HEIGHT & ECEASED)
WEIGHT | BIRTHPLACE

HAIR AUSTIN, TEXAZ
EYES LU OCCUPATION

LEGAL STATUS

STATES
KNOWN RELATIVES

FPALM PUNCH power &
} ‘. This move replaces the High Funch when Sonya is very close to her opponent
LS
LEG GRAB POWER 4

- . Sonya performs a handstand and grabs her opponent with her legs before
throwing them across the screen. This move has a good reach.
TO PERFORM A LEG GRAB Fush the joystick Q_b 0_0 ‘.O
down twice then press the firebutton. 9 g

And with the keyboard or a four-button joystick ... Fush

and hold the joystick down then simultaneously press the Block, Low Punch and Low Kick Buttons.

SQUARE WAYE PUNCH

O O O 0O ® O
&J«o

POWER &

If Sonya's opponents jump around too often, she can catch them in mid-
v PP Jump
air with the Square Wave Punch.

TO PERFORM A SQUARE WAVE PUNCH Fush the joystick towards
the opponent then away then press the firebutton.

And with the keyboard ... Fush the joystick towards the opponent
then away then press the High Punch Button.

And with a four-button joystick ... Push the joystick towards the
opponent then away then press the Punch Button,

WEAPON: ENERGY WAVE POWER 7

e

Sonya's bracelets aren’ for show - they combine to fire cancentrated

cancentric circles of en

TO SHOOT AN ENERGY WAVE Fush [0 O

av m the opponent

O O) @ O

nre
F

And with the keyboard or a four-button joystick ... Fush the |

twice then press the Law Funch Button.

tick away from the opponent

FINISHING MOVE: KISS OF DEATH

o~
=
gy I
AGE BIRTHPLACE " j
HEIGHT fL 3
WEIGHT S i
HAIR -
EYES ot
LEGAL STA
S
NOTES ¥




(s

HANG TSUNG

AGE
HEIGHT
WEIGHT
HAIR
EYES
LEGAL STATUS

BIRTHPLACE

\

REAL NAME  LUNE}

i
N

KNOWN RELATIVESLINENOWN

LINEMOWN

ind he

r Ly mkat.

OCCUPATION

PLAYING ADVICE
WHAT-’S YOUR GAM B]T? There's no bes ring move, but many players |.’-‘|"B'f'€r to begin

combat with a Flying Kick. A good gambit for Sub Zero is a Flying Kick, and If he wins the air battle he can
follow it up with a Power Slide.

AIR BATTLES kombatants must be able to win a
ot can Irritate a human opponent). It's all down tc I
simply take a step forward. When th

war and Mortal Kombat). Alternatively, get the timing right and you can Uppercut the opponent as they
reach you. Of course, you could always fly at them too ...

 alr battles 2
g. Avolding a Flying K

vossible (jumping around a

ick from the outset is

o e
unch or Kick them from behind (all's fair in love and

e opponent lands,

’T .

DON keep repeating the same move over
this tedium. For example, repeated Leg
tered by their Special Moves -

ayden will use his Torpedo.

COM BlNATlON MOVE5 or 'combos

Mortal Kombat's so fast that any compinations are executed instantly, so there's far les
mitting yourself by mistake. Alternating between two conti
chance of your opponent falling foul of one of them, and it takes the CPU-controlled opponent longer to
to the repetition. A good combination move is a Roundhouse Kick followed by a Leg Sweep. Your
opponent usually ducks the Roundhouge... and énds up moving straight into your Sweep! (Or vice versa.)
Alternatively, try a Jump Kick followed by a Leg Sweep - or vice versa.

" are tops. Unlike

the more

ance of com-

asting moves is a good idea as there's more

adapt

slal Move is performed.

NOTE that there is a slight pause for breath when a Sp

TIMING s the keyl Fractice the moves by playing a two-player match without a human-controlled

oppanent.

THE BRIDGE Use an Uppercut instead of a FINISHING MOVE to fini

fall into a pit full of epikes below and be impaled (on the arcade version the hes

your o P onent.

ound are

programmer Ed Boon and chums).

ONE OF THE BEST ways to play s to change charact
slightly confuse the CFU-controlled opponente. However, unless the ar

play.

IS an expen

JOHNNY CAGE’S shadow Kick is best counter attacke
SCORP]ON can perform a tasty triple combo ... €

then perform a Flying Kick.

RAYDEN regenerates after falling down which le
teleports and
particularly eff
and lifel

ive wa Y to

sk then a Leg Sweep.

oot his Harpoon, follow It up with an Uppercut and

s Harpoon is best unle d when his opponent comes flying at him.

ected when he

him vulherable. He is also ung

an be speared by Scorpion's Harpoon and frozen by Sul
tive against Rayden. With careful timing she can repe

. Sanya's Leg Toss Is
until he

&5




SONYA BLADE S Leg Toss |s best counter attacked by a Crouch, a

just as she bends ¢

KANO ls the s fighter but h lce Fire and

Scorpion's Harpoon can hit Kano when he's performing a Cannonball. If Kano's Cannenball is successfully

Block and then an Uppercut

Uppercut has a good reach. Bewarel Sub Zero's

blocked, follow it up with a High Kick as he's about to land.

LIU KANG s the fastest fighter and hiz

combo for Liu Kang is to shoot a Fireball then quic

Special Moves are "'I'Oba7|\,.' the easiest to execute. A good

1y follow it up with a ¢

WA

rer Willlama)

software desighers for arcade machine and pin-table manufact
’rrlu-at.mrlﬁ and decided that they could outdo them all - and thc’y did, with
they planned to use Jean Claude Van Damme as a main character,

Ed Boon and John Tobias
saw the trend for c “mlzval
Mortal Kombat. (Interestingly enough,
but that fell through.)

sould

al Kombat characters, martial arte actors were dressed for the parts and
frame by frame). The images were

To create
filmed (
then ¢

the life-like Mort
ich high model whose movements were s

olsinfact al
rted to a computer and cleaned up using a special program.

Jsing specify
1ine. To

Frobe Software handled this quality conversion of Mortal Kombat to the IBM FC compatibles. |

ically-written software, the team converted all the characters and scenery from the arcade m
bility, the original data from the arcade machine was converted line
. Is Identical to the thing'.

ately reproduce the intense play.
puter format, The result, as you can see f

ACcCur

‘real

for line to the co

is likely to boast even more realistic characters (|);

tion ang

® A Mortal K
more of them and mo

bat sequel is already in proc

* Arcade machine st while Sonya Blade is

the m chosen.

at Johnny Cage is the least played character,

freauently

TROUBLE-SHOOTING TIPS

Common Questions On Mortal Kombat
Q. Why does the message "MK: memory allocation error” appear when | try to run Mortal Kembat?
A. Mortal Kembat may be conflicting with the device drivers or TERs (Terminate and Stay Resident)
loaded on your computer system. There are several ways to fix this depending on which MS-D0S
sioh you are using:

: You will need to create a boot disk.

. If you are running M5-D0S
Creating a Boot Disk
A. Disk Formatting
1. Insert a
2. At the C: prompt, type FORMAT Ai/s [enter]
3. Follow the DOS prompts: hit [enter] for volume label (none).
4, NOTE: the format command erases all data on the disk used. Use with ¢
avoid erasing material accidently. Follow the instructions above precisely.
the diek is formatted and the message “system transferred” appears, restart your
g Ctri-Alt-Delete simultaeneously, leave the formatted floppy disk In

ank disk into drive A,

re to

B. Once
computer b& P'r
the disk 4
C. At the A:or B: prompt Type: C: [enter]
D. Change te the Mortal Kombat directory by typing: CD KOMBAT [enter]
(or whatever directory you choose to install to).
E. Type: MK [enter] to run Mortal Kombat
F. Use this boot disk whenever you wish £o run Mortal Kombat by inserting it into the A drive
and restarting your com
f you have a sound card or are using k compres
ate a CONFIG.SYS file which Includes a line that loads
imentation which comes with your sound card or
needs to be loaded and where to load it.

-

ion utility such as u will need to
he appropriate device driver(s). Consult the

information on what

disk compression utility

ll. I you are using I\ 5-D0% 6.0 er higher and are running Mortal Kombat without a sound card:

1. -Delete at the same time to restart your computer.
2. e “STARTING ‘-d"*- DOS" appears p F5 to bypass your start-up files.
3. D KOMBAT [enter] (or y you have installed

Note that since all

tto).

tement was not loaded onto your
changed to the Mortal Kombat directory

4. Type MK [enter] to run Mortal Kombat.

ed at the computer start Up, device ¢

are running a seund card or using a cc

Kombat.

re when the direc
instead of

files were bypas
were not loaded. If you
create a new r,nnhgu ation for Mortal

Note that since all start-up 1

omprese
the option below to

=4 Arl

MS-D0S 6.0 or higher and wish to use a sound ecard:
u are familiar with M5-DOS and working with your AUTOEX
pt,uon to create a boot disk above.

can create a separate configuration for Mortal Kombat using
Thiz will enable you to run Mortal Kombat with loaded dex

M. If you use

BAT and CONFIG.SYS files,

use t hE
If you are familiar with M5-D0S you

guration option,
s, and or disk compression utllit

drivers for sound car

altering your start up filee AUTOEXEC
5, Ultratech recommends using the above optio
1. Mistakes or errors made in either the AUTD )
cah cause your system to perform abnormally or net at all: EXEre
extreme caution when a.tel'lr‘.q Trem.

WARNING: This option requires
these

infamiliar WIT'




TROUBLE-SHOOTING TIPS

Q.
A.

a.
A.

If after reading the Manual and this addendum you are
Tech Support |

You can

At the C: prompt type COFY CONFIG.5YS CONFIG.BAK [enter]. You should see the message ™1
file{s) copied”. Now type COFY AUTOEXEC.BAT AUTOEXEC.BAK [enter]. You should again see the
message 1 file(s) copled. This will back up your CONFIG.5YS and AUTOEXEC.BAT in case you make 2
mistake and need to recover your original files.

Using & text editor such as Edit or Windows 3.1 Notepad, create a multiple configuration menu
including a menuitem for your regular «

guration and a menuitem for Mortal Kombat. Please con-
sult your M5-DOS manual on the specifics on how to best set up your particular system under a
multiple confiau 5

[men
menuitem=piain

ation. The CONFIG.SYS file should appear as follows:

menuitem=kombat
[plain]

(Your regular config.sys file should appear here)

[kombat]
(enter here whatever line your sound card or disk compression utility needs to function
5 the MVYSOUND.SYS driver whi i

hich comes with Mediavision sound cards. Consult the
documentation which comes with sith

rmineg §

5 needed,)

Aify

y your AUTOEXEC.BAT file To run the new configurat

You will al:

your MS-DOS man

1al

Instructions on how to do this best

rtal Kombat, your

r your particuls

configuration fo bat flle should appear as follows:

plain

(Your full normal AUTOEXEC.BAT file should appear here.)
a

Rombat
(Any device driv
SETBLASTER command fo

BN

Why dld the IN

STALL program did not copy my files to my hard drive or why doesn't It work?
| Mortal bat to your hard drive manually:

eate a Mortal Kombat directory by typing: MD KOMBAT [enter]
insert diek | of Mortal Kembat into the floppy drive A or B.
ory by Typing CD KOMBAT [enter].

Now type BADISK] [enter]. The files should be transferred to the kombat directory.

4. Afterthe files are transferred, repeat for disk two by inserting disk2 and typing: B:\DISH

-

at the C ompt,
20 to the Mortal Kombat

direct

R peat for Disk three by inserting disk three and typing: BADISKS [enter].
6, Type MK to run Mortal Kombat

Why do | keep aetting beaten by Ryu.
You are playing Street Fighter |l Wake up:

till experlencing difficulties, pl
2. Tech Support is availabl
ern Standard Time.

ase call our new

v between the

ne numbe 31-424(

hours of 11.30am and 4,30pm Eas
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