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INSTRUCTION MANUAL
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LICENSED BY SEGA ENTERPRISES, LTD. FOR
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WITH THE AID OF HiS
PLFIL GGORD, A
HIDEQUS HALF-
HUMAN DEAGON,
TSUNG BEGAN A
DOMINATION GF THE
CONTEST WHICH HAS | -
LASTED FOR ¥
CENTLRIES, b
TODAY, 500 YEARS
LATER. THE CONTEST
BEGING ANEW AS '
WAREIORS ONCE
AGAIN GATHER TO
PARTAKE IN MOETAL
KOMBAT,
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LET THE TOURNAMENT BEGIN!

Make sure the power switch is OFF.
2. Insert your Mortal Kombat® Game Cartridae as
aescribed in your Sega Genesis marual.

2. Turn the power switch ON. Wher you see the
Mortal Rombat” title acreen, press the START BUTTON.
You will Then be aiven the option of beginning a game o-
selecting options, Use the UF and DOWN D-BUTTON

AREOWS to nighlight your choice, then prass any
button,

ame Start begire a one-playver battie for the sitls
of Grand Champion, But first, a warrior mues be chosen,
The "Choose Your Fighter™ screen has pictures of all the
warriors available 1o a player— Liu Kang, Johnny Cage,
sana, Eayden, Scorpion, Sub-Zero and Sonya Blade,
Move tne calorsd frame over your choice using the [2-
SUTTOMN ARECQWS, When your choice is framed, press the
STARET BUTTON 1o beain the tournament.

Should a second player desire to join the
Lournament, ne may dc 5o at any time by pressing his
STAET BUTTOM. This will ther return zoth players to tha
“Choose Your Fighter” screen whers they aaain must
select their warricrs. Should both players choose the
same warrior, they will be distinguished by color. The
piayers will then battle one another with the winner
continuing onward in the tournamert, and the loser's
aame ending,




OPTIONS

tgtions brings tne player To whe Dptions screen
whsrs 2 rumber of game faatures csn be moditiza Lsing
whe B-BUTTON ARROWS:

Credite determines the Aumzsr of Times you may
contirue your game before you Must pegiv the
wournament again.

Difficulty allows you o choose whether the game is

H e Tt | A WEE .\_. rEeEL

very easy, Sasy, mediurt, hiard,
to the game music,

saund effects

Music allows you Lo listen

Sound FX demorstrates the game's

Samples plays the the game's digitized speech,

RULES OF THE
TOURNAMENT

The Shaolin Tourrament for Marzisl Arts is more Than
g simple axhibition, Each of its combatants has beer
invited for nis extraordinary seils, and eack in accepting
has wagerad h r—"ﬂrx'l;#: ;p.:f them. The tournamment's
sLructure— as simple as it is ancient— tests al
aspects of a war ricr, r_:-r' -..fI 4 oSt worthy may esrn
the title of Grand Charpio




The Tournament frst tests a warrior's fignting skil by
pitting nim against each of the Tournamsnt's ¢ ;rhw
cha Iﬂff:l.f' & T 3 begin sach battis, press the START BUTTOM,
Inal Motal Fmrr'l:'r 1 mattles, meters n the _.rf-;r-l._—'.i'—, and
upper-right corners af the acreen measure the health of
sach warrior. The meters beain each round at full heaith,
but are reduced with gzch blow taken. The ammount of the
recustion depends both on the type of 1it and whether or
not it wae blocked, When & warrior's healtkh meter runs
out, be is krocked out and the round is awardaa to his
opeofent,. Should Time run out before either comzatant is
Khecksd out, the warrior with l#ss injury is declared the
votor, The first warrior to win two rounds takes the
match and moves on te the next epponent.

NOTE: If four rounds pass without a match

winner, both combatants will be dlﬁqualiﬁgd from
the tournament,
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AN a8ncient provert declares A warrior Lo be his own
wCrst enery. Anathner deciares nis greatest aly to be
choledae of bis weasnssses.




These maxims ars the crigin of tig Tournamesnt B next
test. The Mirror Match, where r-.sml warripr must face
possibly nis drestest fos doppelgander possessing al at
i ;':h-k-;a sbrength, spesd and 5.-::|I. In order 1o deteat him,
warror must demonstrate the ons attribute that his
doppelgangsr aoke— wisdom.

Shauld 8 warrior survive the Mirror Matoh, nis
conditioning is Then tested in three arusling Endurance
‘Aatches. The rules of these ars similar o The standard
matches, but upor fJH =ating an opponent ir an Endurance
Match, a second warrior erters the fray, To win a round,
both cpporedts must pe vanquishsd b eforeg your warrior
succumbs to njury even oncel

Betwesh matches, the Toumament grandmasters will
periodically Cest your warrior's might. Your warrior w Il b=
‘equired 1o bresl< an object with his bare hands— wood,
stone, steel, ruby or diamond. To raize the power level of hie
ik, press the A and C BUTTONG repeatedly as fast a5 you
can, A meter next to your warrior indicates the currsnt powsr
of the blow and the force reguired to break the opject. When
the power lsvel ie above Tre ling, press tne START BUTTON 1o
strike, but make sure to strike before the tirmer reaches zera,

Crly when & warrior has succeeded in sach of these
challenaes has he proves nimeself worthy of meeting the
zrand Champicn, Goro in kattie If Gorg is defeated, The
demaon Shang Tsung will enter the contest Lo ooposs youl
Defeat nim to become the Supreme Morta FOWEER

kombat Warrior! HEEDED TO
BEEAE OBJECT
M




THE ART OF KOMBAT

Each contestant invited to tas Tourmament has spent
years in practics and maditation to perfect his martial arts
skiliz, Before ergaging These warriors in combat, you too
should practice the martisl arte by meditating on these

gssorG,

BASIC MOVES

The pest way to begin your training is with the
fundamental moves: kicks, punches, crouches, jumes and
blocks. These moves may seem trivial compared to powerfu
and acrobatic moves like fiying kicks, put knowing how SLop,
avoid or counteract & fiying kick can be far maore usefll thar
knowing how to land one yourself, Combined, these
fungatmentals forr the foundation for both a potent offerse
ahd a strong defense.

FLIP

WaALE FORWARD/
FOREWARD/ JUMF BACK BLOCK

EACK

HleH KICE

CROUCH HIGH FUNMCH

LOW KICK

LOW PUNCH




WHEN IN CLOSE QUARTERS

Additional moves used in close-in combat stuations
arg tne knes, the head blow, and the throw, All three are
highly effective. ana do not reauire the full imb extension
which is Impossible n close guarters. Altnough thess maves
are potent, tney san oly be used when directly adjacent to
&n opsonent.

KEMNEE THEOW

HEAD-BLOW




CROUCHING MOVES

Detersively, The crouching maves allew one o avold
punches and aeria weapens, to gscape from close-ir
sibuations ars To aveld Being thr own. Dffersively, the
Lugperout, exscuted from tne crouch, is ore of the most
powsrul weapons in & warrior's arseqal. Crouching maoves
SEn c~r|-~- be used whern holding the BOWN D-RLTTON

H .lr'l

CROUCHING BLOCK CROUCHED KICKE

CEQ LJH WITH
WEIGHT FOEWARLR/
BACK

CROUCH UFFERCUT
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SFPINNING MOVES

The spin is the key to such moves as the Roundnouse
Lick and the Foot Sweep, The Foot Sweep hits your
opponent’s ankles and knocks nim onto his back. The
Roundhouse is a spnnng kick which strixes your
opponsnt in the face. To executs the spih Moves, hold The
L-BUTTON AWAY from your opponent while you preses the

attack buttonrs,

ROUNMDHOUSE KICK

FOOT sWEEF




AERIAL MOVES

[me tfina moves oneg should larn are the Aerial moves
the fiying punches and kicks. To execute these moves, first
jump, sither in place or towards your QpponenT, Then press
the attack buttons while in the air, However, unlike moss
glitacks, asral allacks must

s timea properly To land the
blewe,

FLIF
FOERWARDY
EaACK

JUMFP UFP

FLYING PUNCH

FLYIM G EICE FLYIMNG EICK




SPECIAL MOVES

All of the Mortal Kombat warriors possess gx;:-t;r':
fighting scills— in that respect, they are equal to
thousands of other warriors around the globe. What raises
therm above their PEErs are T he apeciaEl Moves Wiich Thney
Fave creates ang perfected. In arder To becorme a superior
warrior, skilled enough to win the title ot Grand Champion,
vl oo must lzarn these moves, for these moves, whether

Ap Hml kicks or elemental boltes make the Mortal Kambat
warriars the fiercest and moet ferocious compatants on
Earth. Mastering their spacial moves will maks you the
SIS,

WISDOM OF THE
FIGHTING MONKS

"he mind is stronger Than the body. Observe fighte Lo
learn which moves counteract others, which can bs

exaclited fasler, and which do the mest damages. For
ﬁ:-c:arﬂp-.e a craouched block is very -,ul-.k H-:'J will prevent you
from beirg foot swegt. Use this type of knowledge to your

advarl.a gw.

With practice, you can learn combinations of moves
which can be executed in seauence. Thess combinations
allow you to hit your epponent several times before he can
defend himself, making them an invaluable tool,

(One pattle plan will net work for every fighter. Sirce
cach warricr has different strendths ana moves, each
should employ a different fignting style. Experiment to
discover which strategies ars pest suited
to each fighter,




LIU KANG
AGE: 24

HEIGHT: 5107
WEIGHT: 185
HAIR: BLACK
EYES: BROWN

LEGAL STATUS: CITIZEN
OF THE PEOPLES
REPUBLIC OF CHINA

KNOWN RELATIVES:

LEE KANG, FATHER
(DECEASED)

LIN KANG, MOTHER
(DECEASED)

CHOW KANG, BROTHER
(WHEREABOUTS
UNKNOWN)

BIRTHPLACE: HONAN
PROVINCE, CHINA

OCCUPATION: SHADLIN
MONEK, FISHERMARN
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JOHNNY CAGE
REAL NAME: .JOHN
CARLTON

AGE: 29

HEIGHT: 61"

WEIGHT: 200

HAIR: BROWN

EYES: BLUE

LEGAL STATUS:
CITIZEN OF THE UNITED
STATES OF AMERICA
KNOWN RELATIVES:
ROBERT CARLTON,
FATHER

ROSE CARLTON, MOTHER
REBECCA CARLTON,
SISTER

CINDY FORD, WIFE
(DIVORCED)
BIRTHPLACE: VENICE,
CALIFORNIA
OCCUPATION: ACTOR




A martial arts superstar trained by great masters from
around the world, Cage uses his talents an the hig
sereen. He is currently box office champ, starring in
such movies as Dragon Fist and Dragon Fist 11, as well
as the award-winning Sudden Violence. He entered
the tournament purely for the publicity it would
generate for him around the world, Despite his
seeming shallowness, he is a formidable foe with
limber limbs, quick reflexes, and his patented Shadow
Kick.

SPECIAL MOVES:
SHADOW KICK—
AVVAY, TOWARDS,
LOW KICK

FANISHING MOVE:

Once a member of the super-secret White Lotus
Society, Liu Kang left the organization in order to
represent all Shaolin temples at the toumament.
Through his entire life he has heard stories and
rumars about Shang Tsung's martial ans
tournament. He is well aware of the evil behind it,
and has entered the tournament expressly to
defeat Shang Tsung and return the tournament to
its noble origing.

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

FINISHING MOVE:




SONYA BLADE
AGE: 26

HEIGHT: 510"

WEIGHT: 140

HAIR: BLOND

EYES: BLUE

LEGAL STATUS:

CITIZEN OF THE UNITED
STATES OF AMERICA
KNOWN RELATIVES:
MAJOR HERMAN BLADE,
FATHER

ERICA BLADE, MOTHER
DANIEL BLADE, TWIN
BROTHER, {DECEASED)
BIRTHPLACE:

AUSTIN, TEXAS
OCCUPATION:
LIEUTENANT IN THE
U.S. ARMY, MEMBER
OF A SPECIAL
PARA-MILITARY FORCE.

KANO

AGE: 35
HEIGHT: &

WEIGHT: 205
HAIR: ELACK

EYES: 1 BROWN,
1INFRA-RED (BUILT INTD
METAL IMPLANT)

LEGAL STATUS:
DEPORTED FROM JAPAN,
WANTED CRIMINAL IM 35
COUNTRIES.

KNOWN RELATIVES:
NONE—WaAs ORPHANED
AS A SMALL CHILD BY AN
AMERICAN WOMAN IN
TOKYOD.

BIRTHPLACE: LINKNDWHN

OCCUPATION: CRIMINAL
MEMBER OF THE BLACK
DRAGON DRGANIZATION




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 lournament in
order to gain access to and loot the palace.

SPECIAL MOVE: CANNONBALL—TOWARDS, DOWN,
AWAY, UP, TOWARDS. BLOCK TO SPIN IN PLACE

ANISHING MOVE:

- . O O I B BN N S e e . S B S R R e .

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 fallowed Kano to an uncharted
island, but were ambushed by Shang Tsung's
persanal army, Tsung forced Sonya into the
tournament by holding comrades hostage. Now, nat
only does her own life rest an her performance, but
those of her companions as well!

SPECIAL MOVES:
LEG GRAB— DOWN +
LOWY PUNCH-+LOW KICK |

FINISHING MOVE:




RAYDEN
AGE: ETERNAL
HEIGHT: 7

WEIGHT: 350
HAIR: BLACK
EYES: NONE

LEGAL STATUS:
MYSTIC— DOES
NOT APPLY

KNOWN RELATIVES:
NONE

OCCUPATION:
WARRIOR

SUB-ZERO

REAL NAME: UNKNOWMN
AGE: 32

HEIGHT: 627

WEIGHT: 210

HAIR: BLALK

EYES: BROWN

LEGAL STATUS:

MNONE. HOWEVER, HE
RESIDES SOMEWHERE
IN CHINA

KNOWN RELATIVES:
NONE

BIRTHPLACE:

UNKNOWN
OCCUPATION:

LIFE LONG MEMEER

OF THE LIN KUEI, A RARE
CLAN DF CHINESE NIN.JA-
TYPE ASSATSIMNG




The actual name and origin of this warrior is
unknown. However, based on his uniform, it is
balieved he belongs to the Lin Kuei, a legendary clan
of Chinese "ninjas” functioning as an assassin. As his
name implies, he has mastered the element of cold.
His deep freeze leavas an opponant at his mercy, a
dangerous situation, for Sub-Zero possesses none.

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

FINISHING MOVE:

Ihe name Rayden is actually that of a mystical
warrior who liwes among the thunderclouds. Itis
rumared that he received a parsonal invitation from
Shang Tsung himsell and toak the form of a human
10 compete in the toumament.

Hiz elemental powers make him a dangerous foe
from bath the land and the air.

SPECIAL MOVES:
FLYING THUNDERBOLT— AWAY, AWAY, TOWARDS

FINISHING MOVE:
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SCORFION

REAL NAME: UNENDWN
AGE: 32

HEIGHT: 52°

WEIGHT: 210

HAIR: ELACK

EYES: VARIES

LEGAL STATUS:
SCORPIOM IS A REIN-
CARMATED SPECTER AND
HAS NO LEGAL STATUS.
KNOWN RELATIVES:
WIFE AND CHILD IN

A FORMER LIFE.
BIRTHPLACE: IN FORMER
LIFE— UNKNOWMN

AS SCORPIDN—
UNENOWN
OCCUPATION:

IM FORMER LIFE
UNEMNOVWN

AS SCORPION—
REVENGE

- O S O S O O S S O S S O O O S S S O . .

GORO

AGE: 2000
HEIGHT: 82"
WEIGHT: 550
HAIR: BLACK
EYES: RED

LEGAL STATUS:
EARTH— MNONE

OUTWORLD— PRINCE

OF KUATAN

KNOWN RELATIVES:

KING GORBAK, FATHER
QUEEN MAI, MOTHER
GORO ALSO HAS 7 WIVES
BIRTHPLACE: KUATAN, 4TH
ASTRAL PLANE OF

SHOKAN, REALM OF THE
OUTWORLD.
OCCUPATION: PRINCE OF
KUATAN, RULER SUPREME
OF SHOKAN S ARMIES,




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 duning this periad
that the taurnament fell inte Shang Tsung's hands
and was carrupted. Gorp 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-Zere, Scarpion's true name and arigin are
not known. It is believed, however, that he is a fallen
ninja granted the opportunity to avenge his death at
the hands of the Lin Kuel. He has been given a new
hady and a uniform which macks the Lin Kuei's with
its cowardly vellow colar,

SPECIAL MOVES:
HARPOON— BACEK, BACK, LOW PUNCH

FINISHING MOVE:
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