Karateka

By Jordan Mechner
Atari & Commodore 64 versions by Robert Cook
IBM version by The Connelley Group
Instructions for the Apple II+/1le/llc, Commodore 64,
IBM PC, PC XT, PC AT, PCjr
and Atari 400, 800, XL/XE Computers.

Additional graphics and animation in Karateka were provided by Broederbund's
Gene Portwood and Lauren Elliott,

Original music for the Atari and Commodore 64 versions was composed by
Francis Mechner using Brederbund’s The Music Shop™ by Don Williams.

GETTING STARTED (Apple/Atari)

Put the KARATEKA disk in the drive, label side up. On the Apple, turn on your
computer and monitor. On the Atari, turn on the disk drive, then turn on your com-
puter and monitor; if you are using a joystick, make sure it is in Control Port #1.
The title sequence will be followed by a prologue and a self-running demo. When
you are ready to play, press any key or joystick button to start the game.

" GETTING STARTED (Commodore 64)

Make sure the joystick is in Control Port #2. Turn on your disk drive and then your
computer. When the busy light goes off on the disk drive, insert the KARATEKA
disk, label side up, and close the drive door. Type LOAD “KARA"8,1 and press
RETURN. After loading, the title sequence will begin, followed by a prologue and
self-running demo. Press any key or the joystick button to start the game.

GETTING STARTED (IBM)

Start up your computer using PC DOS 2.0, 2.1, 3.0 or 3.1. (If you have a PCjr, use
only DOS 2.0 or 2.1.) When you see the A > prompt, remove the DOS disk and
replace it with the game disk. Type KARATEKA and press RETURN. The title
sequence will be followed by a prologue and a self-running demo. When you are
ready to play, press any key or joystick button to start the game.




CONTROLS

JOYSTICK

Push the joystick up to stand up, and release it to get into a fighting stance.

Punching and Kicking, Advancing and Retreating

Start from the fighting stance. On the Apple, press button #1 to punch and button
#0 to kick. On the IBM, press button #2 to punch and button #1 to kick. On the Atari
and the Commodore 64, quickly press the button to punch and slowly press the but-
ton to kick.

Move the joystick up and down to control the height of your punches and kicks.
Move it to the right to advance and to the left to retreat.

Running and Bowing

To run forward, start from a standing position. Then move the joystick to the upper
right. On the Apple, press button #1 to bow. On the IBM, press button #2 to bow.
On the Atari and Commodore 64, press the button to bow.

KEYBOARD
From the Fighting Stance
Apple/Atari/IBM Commodore 64
Q/A/Z Punch high/middle/low Q/A/Z
W/S/X Kick high/middle/low W/S/X
— Advance >
= Retreat <
SPACE Stand up SPACE
From the Standing Position
Apple/Atari/IBM Commodore 64
B Bow B
— Run forward >
= Stop <
SPACE Get into fighting stance SPACE

THE GAME

You've just made a long, hard climb up the rocky cliff beneath Akuma's castle. You
pull yourself up onto solid ground only to find yourself standing before a massive
gateway, your way barred by the first of the palace guards. Beyond looms Akuma's
palace, where the fair Princess Mariko is being held captive. You must rescue her
from the evil Akuma.



You can withstand only a limited number of hits. The row of arrows across the bot-
tom left of the screen (orange on the Apple and IBM, red on the Atari and Com-
modore 64) tells you how many. Every time you get hit, you lose one arrow. If your
last arrow disappears, you die. The row of blue arrows across the bottom right of
the screen indicates the strength of your opponent. As long as you avoid getting
hit, your strength will be replenished.

Every guard has a different headgear and fighting style. As a rule, the guards get
tougher as you advance into the palace.

When you kill a guard, take advantage of the opportunity and run forward. Watch
for danger when you're standing or running. In these positions you're vulnerable
to attack — one well-aimed blow could kill you!

SPECIAL KEYS (Apple/IBM)

ESC Freeze game. Press any key to continue,

] Select joystick control.

K Select keyboard control.

CONTROL-R Return to demo.

CONTROL-S Turn off music. Press again to turn off sound.
Press again to turn sound and music back on.

CONTROL-X Flip joystick X-axis.

CONTROLY Flip joystick Y-axis.

CONTROL-E Exchange X and Y axes of joystick.

CONTROL-B Exchange joystick buttons.

CONTROIL-N Reset joystick settings to normal values.

SPECIAL KEYS (Atari)

ESC Freeze game. Press any key to continue,

] Select joystick control.

K Select keyboard control.

CONTROL-R Restart game.

SPECIAL KEYS (Commodore 64)

RUN/STOP Freeze game. Press RUN/STOP to continue.
] Select joystick control.
K Select keyboard control.

F1 Restart game.



WARRANTY

Braderbund's Limited Ninety-Day Warranty

Braderbund warrants for a period of ninety (90) davs following the original retail purchase of this copy of Karateka
that the program is free from substantial errors or defects that will materially interfere with the operation of the
program as described in the enclosed user documentation. This policy applies to the initial purchaser only.

If you believe you have found any such error or defect in the program during the warranty period, call Broderbund's
Technical Support Department, 800/527-6263 or 415/492-3500 between the hours of 8 a.m., and 5 p.m. (Pacitic
time), Monday through Friday. Braderbund technical personnel will attempt to help you correct or avoid the
problem. If any such error or defect cannot be corrected or reasonably avoided by the customer, Braderbund will
inform you how to obtain a corrected program disk (or, at Braderbund's option, Broderbund may authorize refund
of your purchase price).

This warranty gives you specific legal rights, and you may also have rights which vary from state to state.

Disk Replacement Paolicy

If any disk supplied with this product fails within ninety (90) days of purchase for any reason other than accident
or misuse by the customer, please return the defective disk together with a dated proof of purchase to Braderbund
Software-Direct, 17 Paul Drive, San Rafael, CA 94903-2101, for a free replacement. This policy applies to the
original purchaser only.

Broderbund will replace program disks damaged for any reason, whether during or after the ninety (90) day free
replacement period, for 85 per disk plus a postage and handling charge of $2.50 per request, as long as the program
is still being manufactured by Broderbund.

Limitations on Warranty

Unauthorized representations: Broderbund warrants only that the program will perform as described in the user
documentation. No other advertising, description or representation, whether made by a Braderbund dealer,
distributor, agent or employee, shall be binding upon Broderbund or shall change the terms of this warranty.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, BRODERBUND MAKES NO OTHER
WARRANTY, EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. BRODERBUND DISCLAIMS ANY
WARRANTY THAT THE SOFTWARE [S FIT FOR A PARTICULAR PURPOSE, AND ANY IMPLIED
WARRANTY OF MERCHANTABILITY SHALL BE LIMITED TO THE NINETY (20} DAY DURATION OF
THIS LIMITED EXPRESS WARRANTY AND 1S OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED.
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY

LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOLU.

NO CONSEQUENTIAL DAMAGES: BRODERBUND SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL,
CONSEQUENTIAL OR OTHER DAMAGES; EVEN IF BRODERBUND 15 ADVISED OF OR AWARE OF THE
POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT BRODERBUND SHALL NOT BE RESPONSIBLE
OR LIABLE FOR LOST PROFITS OR REVENUES, OR FOR DAMAGES OR COSTS INCURRED AS A
RESULT OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT
THE ACTUAL COST OF THE PRODUCT. IN NO EVENT SHALL BRODERBUND'S LIABILITY EXCEED THE
PURCHASE PRICE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION
OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY
NOT APPLY TOYOU.

The user of this product shall be entitled to use the product for his or her own use, but shall not be entitled tosell or
transfer reproductions of the software or manual to other parties in any way, nor to rent or lease the product to
others without the prior written permission of Brederbund.

Brm‘l‘\ez'?]bund@

For more infarmation about Broderbund and our products, call (800) 527-6263 or (415} 492-3500.

) Copyright 1984, 1985, 1986 Breiderbund Software, lic: Apple; Commoidore and Atari are registered trademarks
of Apple Computer. Inc., Commodore Electronics. Ltd. and Atari Corporation respectively.
IBM PC. PC XT. PC AT anid PCjr are registered trademarks of International Busimess Machines Corp.



