


OFFICIAL

This official seal is your assurance that this product meets the highest
quality standards of SEGA™. Buy games and accessories with this seal
to be sure that they are compatible with the SEGA CD™ SYSTEM.

HANDLING YOUR CD DISC
* The Sega CD Disc is intended for use exclusively with
the Sega CD™ System.
* Do not bend it, crush it, or submerge it in liquids.

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

* Be sure to take an occasional recess during extended play, to rest
yourself and the Sega CD Disc.

 KEEP YOUR SEGA CD DISC CLEAN. Always hold by the edges, and
keep in its case when not in use. Clean with a lint-free, soft dry

cloth—wiping in straight lines from center to edge. Never use
solvents or abrasive cleaners.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL
PICTURES OR IMAGES MAY CAUSE PERMANENT PICTURE-TUBE
DAMAGE OR MARK THE PHOSPHOR OF THE CRT. AVOID
REPEATED OR EXTENDED USE OF VIDEO GAMES ON LARGE-
SCREEN PROJECTION TELEVISIONS.

WARNING: READ BEFORE USING YOUR SEGA
VIDEO GAME SYSTEM.

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 may
induce an epileptic seizure in these individuals. Certain con-
ditions may induce previously undetected epileptic symp-
toms even 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 twitch-
es, loss of awareness, disorientation, any involuntary move-
ment, or convulsions - IMMEDIATELY discontinue use and
consult your physician before resuming play.



THE SHAOLIN
TOURNAMENT FOR
MARTIAL ARTS...

FUR AGES [T Wb A COMF’_T]TION
OF HONOR AND GLORY. NOBLE
WARRIORS FROM AROUND THE GLOB
WERE INVITED TO TAKE FART, EACH
e ERING TOWIN THE TITLE COF
GRAND CHAMFION.

BUT _.ONG TIME
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o1 THE EVIL D ANG TOUNG, A
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HISOFFONENTS, BUT THEIR VERY S0ULS...
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LET THE TOURNAMENT BEGIN!

1. Set up your Genesis™ and Sega CD” systems as
described in their manuals. |
2. Turn on your TV monitor then turn on the Genesis'.
%, Press START or the A, B or C BUTTON on CONTROL PAD 1 when
you see the Sega CD™ logo to display the Sega CD™ Control Fanel.
4. Open the disc tray and insert your Mortal Kombat® CD as
described in your Sega CD™ Manual, then close the disc tray.

Your Mortal Kombat® CD not only contains the Mortal Kombat® game,
but all the game music, and the hit music from the Immortals audio CD!

The Mortal Kombat® game music is located between tracks 2 and 1o.
To play it, use the pointer in the Control Panel to choose a track in that
range and select PLAY.

The music from the Immortals CD is located between tracks 17 and 21.
To play it, use the pointer in the Control Fanel to choose a track in that
range and select PLAY.

To play the Mortal Kombat® game, move the pointer in the Control
Panel to CD ROM and press START. When you see the Mortal Kombat®
title screen, press the START BUTTON. You will then be given the option of
beginning a game or selecting options. Use the UF and DOWN D-BUTTON
ARROWS to highlight your choice, then press any button.

Game Start begins a one-player battle for the title of Grand
Champion. But first, a warrior must be chosen. The “Choose Your Fighter”
screen has pictures of all the warriors available to a player— Liu Kang,
Johnny Cage, Kano, Rayden, Scorpion, Sub-Zero and Sonya Blade.

Move the colored frame over your choice using the D-BUTTON
ARROWS. When your choice is framed, press the START BUTTON to

begin the tournament. |

Should a second player desire to join the tournament, he may do g0 at
any time by pressing his START BUTTON. This will then return both play-
ers to the “Choose Your Fighter” screen where they
again must select their warriors. Should both play-
ers choose the same warrior, they will be distin-
guished by color. The players will then battle one
another with the winner continuing onward in the
tournament, and the loser's game ending.

OPTIONS

- Options brings the player to the Options screen where a number of
game features can be modified using the D-BUTTON ARROWS:

Credits determines the number of times you may
continue your game before you must begin the
tournament again.

Difficulty allows you to choose whether the game is
very easy, easy, medium, hard, or very hara.




RULES OF THE TOURNAMENT

The Shaolin Tournament for Martial Arts is more than a
simple exhibition. Each of its combatants has been invited for
his extraordinary skills, and each in accepting has wagerea his
very life upon them. The tournament's structure — as simple as
it is ancient — tests all aspects of a warrior, for only the most
worthy may earn the title of Grand Champion.

The tournament first tests a warrior's fighting skill by pitting
nim against each of the tournament’'s other challengers. To
vegin each battle, press the START BUTTON. In all Mortal
Kombat battles, meters in the upper-lett and upper-right
corners of the screen measure the health of each warrior. The
meters begin each round at full health, but are reduced with
each blow taken. The amount of the reduction depends both on
the type of hit and whether or not it was blocked. When a war-
rior's health meter runs out, he is knocked out and the round is
awarded to his opponent. Should time run out betore either
combatant is knocked out, the warrior with less injury is
declared the victor. The first warrior to win two rounds takes
the match and moves on to the next opponent.

NOTE: If four rounds pass without a match winner, both combat-
ants will be disqualiﬁed from the tournament.

An ancient proverb declares a warrior to be his own worst
enemy. Another declares his greatest

ally to be knowledge of his weaknesses. i
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These maxims are the origin of the tournament's next test,

the Mirror Match, where each warrior must tace
possibly his greatest toe — a doppelganger
possessing all of his looks, strength, speea
and skill. In order to defeat him, a warrior must
demonstrate the one attribute that his
doppelganger lacks — wisdom.




Should a warrior survive the Mirror Match, his conditioning is
then tested in three grueling Endurance Matches. The rules of
these are similar to the standard matches, but upon defeating
an opponent in an Endurance Match, a second warrior enters
the fray. To win a round, both opponents must be vanquished
before your warrior succumbs to injury even oncel

Between matches, the Tournament grandmasters will periodi-
cally test your warrior's might. Your warrior will be required to
break an object with his bare hands — wood, store, steel, ruby
or diamond. To raise the power level of his hit, press the A and C
BUTTONS repeatedly as fast as you can. A meter next to your
warrior indicates the current power of the blow and the force

required to break the object. When the power level is above the

line, press the START BUTTON to strike, but make sure to strike
before the timer reaches zero.

Only when a warrior has succeeded in each of these chal-
lenges has he proved himself worthy of meeting the Grand
Champion, Goro in battle. If Goro is defeated, the demon Shang
Teung will enter the contest to oppose youl Defeat him to
become the Supreme Mortal Kombat Warrior!

POWER NEEDED TO
BREAK OBJECT

THE ART OF KOMBAT

Fach contestant invited to the Tournament has spent
years in practice and meditation to perfect his martial arts
skills. Before engaging these warriors in combat, you too
should practice the martial arts by meditating
on these lessons.




BASIC MOVES

The best way to begin your training is with the fundamental
moves: Kicks, punches, crouches, jumps and blocks. These moves
may seem trivial compared to powerful and acrobatic moves like
flying kicks, but knowing how to stop, avoid or counteract a flying
Kick can be tar more useful than knowing how to land one
yourself. Combined, these fundamentals form the foundation for
both a potent offense and a strong defense.

HIGH PUNCH JUMP  BLOCK
WALK _‘ HIGH KICK
FORWARD/ ~_ yd
BACK oSy N
& ,, e LOW KIC K_
S-BUTTON |
o b “. OW PUNCH
CROUCH
WALK JUMP  HIGH PUNCH
FORWARD/, / /  BLOCK
BACK X »! /' _HIGH KICK
.- *’ o= o .....r LOW KICK
6-BUTTON o))
CONTROLLER ¥ -.BLOCK
4 %@‘
CROUCH LOW PUNCH

WHEN IN CLOSE QUARTERS

Additional moves used in close-in combat situations are the
knee, the head blow, and the throw. All three are highly effective,
and do not require tne full limb extension which is impossible in
close guarters. Although these moves are potent, they can only
be used when directly adjacent to an opponent.

To Throw Your Opponent, press HIGH KICK.
To Head Blow Your Opponent, press LOW PUNCH.
To Knee Your Opponent, press LOW KICK.

CROUCHING MOVES

Defensively, the crouching moves allow one to
avoid punches and aerial weapons, to escape
from close-in situations and to avoid being
thrown. Offensively, the uppercut, executed from




the crouch, is one of the most powerful weapons in a warriors

arsenal. Crouching moves can only be used when holding the
DOWN D-BUTTON ARROW.

To Crouch, press DOWN.

To Crouch With Weight Foward or Back, press DOWN +
TOWARDS or AWAY.

To Execute a Crouched Block, press DOWN + BlLOCK.

To Execute a Crouched Kick, press DOWN + LOW or
HIGH KICK.

To Uppercut Your Opponent, press DOWN + LOW or
HIGH PUNCH.

SPINNING MOVES

The spin is the key to such moves as the Roundhouse Kick
and the Foot Sweep. The Foot Sweep hits your opponent’s ankles
and knocks him onto his back. The Roundhouse is a spinning kick
which strikes your opponent in the face. To execute the spin
moves, hold the D-BUTTON AWAY from your opponent while you
press the attack buttons.

To Foot Sweep Your Opponent, press AWAY + LOW KICK.
To Roundhouse Yourﬁ Opponent, press AWAY + HIGH KICK.

AERIAL MOVES

The final moves one should learn are the Aerial moves — the
flying punches and kicks. To execute these moves, first jump,
either in place or towards your opponent, then press the attack
buttons while in the air. However, unlike most attacks, aerial
attacks must be timed properly to land the blows.

To Jump, press UF.
To Flip Towards or Away, press UF + TOWARDS or AWAY.

To Execute a Flying Punch, press HIGH or LOW PUNCH
when in the air.

To Execute a Flying Kick, press HIGH or LOW
KICK when in the air.




SPECIAL MOVES

All of the Mortal Kombat warriors possess expert fighting
okills — in that respect, they are equal to thousands of other
warriors around the globe. What raises them above their peers
are the special moves which they have created and perfected. In
order to become a superior warrior, skilled enough to win the title
of Grand Champion, you too must learn these moves, for these
moves, whether special kicks or elemental bolts, make the Mortal
Kombat warriors the fiercest and most ferocious combatants
on Earth. Mastering their special moves will make you the same.

WISDOM OF THE
FIGHTING MONKS

The mind is stronger than the body. Observe fights to learn
which moves counteract others, which can be executed faster,
and which do the most damage. For example, a crouched block is
very guick and will prevent you from being foot swept. Use this
type of knowledge to your advantage.

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

One battle plan will not work for every fighter. Since each war-
rior has different strengths and moves, each should employ a
different tighting style. Experiment to discover which strategies
are best suited to each fighter. |
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A martial arts superstar trained by great masters from around
the world, Cage uses his talents on the big screen. He is current-
ly box office champ, starring in such movies as Dragon Fist and
Dragon Fist Il, as well as the award-winning Sudden Violence.
He entered the tournament purely for the publicity it would gen-
erate for him around the world. Despite his seeming shallow-
ness, he is a formidable foe with limber limbs, quick reflexes, and
his patented Shadow Kick.

SPECIAL MOVES:

SHADOW KICK— AWAY, TOWARDS, LOW KICK
GREEN FLAME— AWAY, TOWARDS, LOW PUNCH
SPLIT PUNCH— DOWN + HIGH KICK

FINISHING MOVE: . 18 ALL THE STHR NeEFS |
TOWARDS, TOWARDS, =iy -
TOWARDS, LOW PUNCH

oo hm..,,w_.\mh HIS
| i ron 120 Saazow P\
B K/ICK.

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

SPECIAL MOVES:
FLYING KICK— TOWARDS, TOWARDS, HIGH KICK
FIREBALL— TOWARDS, TOWARDS, HIGH PUNCH

FINISHING MOVE:
FULL CIRCLE ON D-BUI

ON TOWARDS OPPONENT

_m_ YOUR MG AND -rr
SEIRTT MUST Wendid AS

ONE TO WALK WITH THE WING:
THESE ATTRIBUTES WILL
ENABLE You To PUT AN
END TO SUANG ﬁsmm.
TREACHERY. :

4
=

I GRANT You 3
FPERMISSION LI Karka.
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A mercenary, thug, extortionist, thief— Kano lives a life of crime
and injustice. He is a devoted member of the Black Dragon, a
dangerous group of cut-throat madmen feared and respected
throughout all of crime’s inner circles. Believing Tsung's palace
to be made of gold, Kano has entered the tournament in order to
gain access to and loot the palace.

'SPECIAL MOVE: _

CANNONBALL—FULL CIRCLE ON D-BUTTON TOWARDS YOUR
OPPONENT. HOLD BLOCK TO SPIN IN PLACE.

KNIFE—HOLD BLOCK, AWAY, TOWARDS.

FINISHING MOVE:
HOLD BLOCK, AWAY, AWAY, LOW PUNCH

AND AFTER T WIN
THIS TOURNAMENT, T WANT
THE ENTIRE BLACK DRAGON
AANG TUERES T MEAN ALL OF ‘EM
EROM SHANGHA TO CHICAGDS T
HEAR TUERES A FALACE ON THAT
140 AND. WALLS MADE OF GOLD S
WE'LL BE L INca FOR
MON !

Sonya Blade is a member of a top special forces unit. Her team
was hot on the trail of Kano’s Black Dragon. Her unit followed
Kano to an uncharted island, but was ambushed by Shang
Tsung's personal army. Tsung forced Sonya into the tournament
by holding comrades hostage. Now, not only does her own life
rest on her performance, but those of her companions as well!

SPECIAL MOVES:

LEG GRAB— DOWN + LOW PUNCH + LOW KICK
SONIC RINGS— HIGH PUNCH, AWAY, HIGH PUNCH
— TOWARDS, AWAY, LOW PUNCH

SQUARE WAVE PUNCH

FINISHING MOVE:
TOWARDS, TOWARDS,
AWAY, AWAY, BLOCK

aa®

pooa

o

SPARKY ANP THE i
REST OF YOUSTAY AFTER
THAT JEEPY JAKE, FOLLOW
Me? WE'RE GONNA CATCH
THAT ONE-EYED TIN HEAPED
CREEP/
£
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The actual name and origin of this warrior is unknown.
However, based on his uniform, it
Lin Kuei, a legendary clan of Chinese
he has mastered the element of cold. His deep freeze
leaves an opponent at his mercy, a dangerous situation, for
Sub-Zero possesses none.

Is believed he belongs to the
‘ninjas”. As his name
implies

SPECIAL MOVES:
DEEP FREEZE— DOWN, TOWARDS, LOW PUNCH

SLIDE— AWAY + HIGH KICK + LOW KICK

FINISHING MOVE:
TOWARDS, DOWN, TOWARDS, LOW PUNCH

You ARE A
FOOL FOR
SPARIMNG
MY LIFE.

The name Rayden is actually that of a mystical warrior who lives
among the thunderclouds. It is rumored that he received a per-
sonal invitation from Shang Tsung himself and took the form of a
human to compete in the tournament. His elemental powers make
him a dangerous foe from both the land and the air.

SPECIAL MOVES:

FLYING THUNDERBOLT— AWAY, AWAY, Hoébmcm
LIGHTNING— DOWN, TOWARDS, LOW PUNCH
TELEPORT— DOWN, UP

FINISHING MOVE:
TOWARDS, AWAY, AWAY, AWAY, LOW PUNCH

I ACCEPT YOUR
INVITATION AND GINVE
YOU THIS WARNING: ..,
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A 2000 year old half-human dragon, Goro remains undefeated
for the past 500 years. He won the title of Grand Champion

by defeating Kung Lao, a Shaolin fighting monk. It was during
this period that the tournament fell into Shang Tsung’s hands
and was corrupted. Goro possesses both massive strength
and great agility. None who have fought him have reported
any weaknesses. In fact, none who have opposed him

have survived!

Like Sub-Zero, Scorpion's true name and origin are not known. It
s believed, however, that he is a fallen ninja granted the opportu-
nity to avenge his defeat at the hands of the Lin Kuei. He has been

given a new body and a uniform which mocks the Lin Kuei's with
its cowardly yellow color.

SPECIAL MOVES:
HARPOON— BACK, BACK, LOW PUNCH
DECOY— DOWN, AWAY, LOW PUNCH

FINISHING MOVE:
UP, UP




ARENA LIMITED WARRANTY

ARENA warrants to the original purchaser only of this ARENA software product that the medium on which
this computer program is recorded is free from defects in materials and workmanship for a period of ninety
(90) days from the date of purchase. This ARENA software program is sold “as is,” without express of
implied warranty of any kind, and ARENA is not liable for any losses or damages of any kind resulting from
use of this program. ARENA agrees for a period of ninety (90) days to either repair or replace, at its option,
lroe of charge, any ARENA software product, postage paid, with proof of date of purchase, at its Factory
service Center. Replacement of the game pak, free of charge to the original purchaser (except for the cost
of returning the game pak) is the full extent of our liability.

Ihis warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be
void if the defect in the ARENA software product has arisen through abuse, unreasonable use, mistreatment
or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FIT-
NESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE,
IN'NO EVENT WILL ARENA BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS ARENA SOFTWARE PRODUCT.

COMPLIANCE WITH FCC REGULATIONS

I'his equipment generates and uses radio frequency energy and if not installed and used properly, that is, in
strict accordance with the manufacturer’s instructions, may cause interference to radio and television
reception. It has been type tested and found to comply with the limits for a Class B computing device in
accordance with the specifications in Subpart J of Part 15 of FCC Rules, which are designed to provide rea-
sonable protection against such interference in a residential installation. However, there is no guarantee
that interference will not occur in a particular installation. If this equipment does cause interference to
radio or television reception, which can be determined by turning the equipment off and on, the user is
ancouraged to try to correct the interference by one or more of the following measures:

* Reorient the receiving antenna.

* Relocate the SEGA CD with respect to the receiver.

* Move the SEGA CD away from the receiver.

* Plug the SEGA CD into a different outlet so that the computer
and receiver are on different circuits.

Il necessary, the user should consult the dealer or an experienced radio/television technician for additional
suggestions. The user may find the following booklet prepared by the Federal Communications Commission
holpful: How to Identify and Resolve Radio-TV Interference Problems. This booklet is available from the
U5, overnment Printing Office, Washington D.C. 20402, Stock No. 004-000-00345-4.

aome states do not allow limitations as to how long an implied warranty lasts and/or
oxclusions or limitations of incidental or consequential damages so the above limitations and/or exclusions
ol llability may not apply to you. This warranty gives you specific rights, and you may also have other rights
which vary from state to state.

Ihis warranty shall not be applicable to the extent that any provision of this warranty is
prohibited by any federal, state or municipal law which cannot be pre-empted.

Hepairs/Service after Expiration of Warranty- If your cartridge requires repair after expiration of the 90-day
Limited Warranty Period, you may contact the Consumer Service Department at the number listed below.
You will be advised of the estimated cost of repair and the shipping instructions.

World Wrestling Federation and its logo are registered trademarks of TitanSports, Inc. All other distinctive
character names, likenesses, titles and logos used herein are trademarks of TitanSports, Inc. © 1994
HtanSports, Inc. All rights reserved. MORTAL KOMBAT® is a Trademark of and Licensed from Midway®
Manufacturing Company © 1992 All Rights Reserved - Used by Permission. Developed by Probe Software
Ltd. Hypnotic House 12" Mix, Hypnotic House 7" Mix, Techno Syndrome 12” Mix, Mortal Kombat Mix &
lochno Syndrome 7 Mix All sound recordings () 1993 Vernon Yard Recordings. Activator is a trademark
of GEGA. Arena is a division of Acclaim Entertainment, Inc. TM & © 1994 Acclaim Entertainment, Inc.

All rights reserved. :

Arena Hotline/Consumer Service Dept. (516) 624-9300 Marketed by Arena. Distributed by Acclaim
Distribution, Inc. 71 Audrey Avenue, Oyster Bay, N.Y. 11771

Patonts: U.S. #'s 4,442,486/4,454,594/4,462,076/4,026,555; Europe # 80244;
Lanada #'s 1,183,276/1,082,351; Hong Kong # 88-4302; Germany # 2,609,826;
singapore # 88-155; U.K. #1,535,999; France # 1,607,029; Japan #'s 1,632,396/82-205605 (Pending).

CONSUMER SERVICE
HOTLINE
(516) 624-9300
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ONLY ONE \
SURVIVE!

BEWARE THE
BANZAI DROP!

LIVE-ACTION: |
VIDEO OF EACH
SUPERSTART .

BRACE YDUS' A SLipharged ineup of 20
Superstars collide in the ultimate World \Wrestling
Federation® slugfest! Ballistic Tournament battles,

"No-Holds-Barred" brawls, thrashing in and out of
the ring action, brutal fight—tD-the-flﬂISh Steel Cage

Matchups... and more!
Do you have what It takes to escape this ring of
steel? It's time to unleash the Rage in the Cage™!
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