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WARNING 
PLEASE READ THE ENCLOSED CONSUMER INFORMATION 
AND PRECAUTIONS BOOKLET CAREFULLY BEFORE USING 
YOUR NINTEND0?> HARDWARE SYSTEM OR GAME PAK. 

S FETY FIRST ••• 
• This is a high precision game with complex electronic circuitry. 

It should not De stored or used in places that are very hot or cold. 
Never hit or drop it. Never attempt to open it or take it apart. 

• Don't touch the connectors or get them wet or dirty; this will damage 
the game circuitry. Keep them clean by storing the Game Pak in its 
protective case. 

• Don't clean with benzene, paint thinner, alcohol or similar solvents. 

• If you play for long periods of time, take a 10 to 15 minute break 
every hour or so. 



For ages it was a 
competition of honor 
and glory. Noble war­
riors fr·om around 
the globe were i nvit­
ed to take part, 
each seeking to win 
t he title of Grand 
Champion. 
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The Shao/in Tournament 
for Martial Arts ... 
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But that was a long time ago ... 
before the tournament was 
corrupted by the evil demon 
Shang T sung, a warrior who 

_ ,. , took not only the lives of his 
opponents, but their very souls ... 



With the aid of his pupil Goro, 
a hideous half-human dragon, 
T sung began a domination of 
the contest which has lasted 
for centuries. 
Today, 500 years later, the 
contest begins anew as war­
riors once again gather to 
partake in Mortal Kombat. 
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LET THE TOURNAMENT BEGIN! 
1. Make sure the power 
5Witch i5 OFF. 
2. Insert your MORTAL 
KOM6AT® game pak as 
deacrii7ed in your Nintendo 
Game 6oy® manual. 
3. Turn the power switch ON. 
When you aee the Mortal 
Komi,at• title screen, press 
the START SUTTON to t,egin 
the one-player t,attle for the 
title of Grand Champion. 
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But firat however, a fighter must t,e aelected. The ''Choose Your 

Fighter'' screen hae picturee of all the warriors available to a 
player - Liu Kang, Kano, Rayden, 
Scorpion, Sub-Zero, and Sonya Blade. 
Move the frame onto your deeired 
warrior ueing the CONTROL PAD 
ARROWS. When your choice is 
framed, press the START BUTTON 
to select him/her and begin the 

tournament. 

Should a second player desire to enter the tournament, he may 
link hie Game 6oy using the Game Link cable. When t,oth 

players reach their title screens, the Game Boy Unite will 
establish the link, automatically assigning player numt,ere. 



NOTE: If there is a one-player game in progress. the link will 
not be eatabli5hed until that 9ame has ended and the machine 

has cycled back to it5 title screen. To 
start a two player game immediate­
ly. turn both Game Boy Units OFF 
then ON simultaneoualy. Should the 
link be severed during a two player 
eame, both machines will reset. 

• Once the link has been e5tab­
lished, pressing the START BUTTON 

begins a one-player game, but the second player may join in at any 
ti.me t,y pressing the START BUTTON, returning both players to the 

"Choose Your Fighter'' screen. 
Should both players choose the same warrior, your 

opponent will be darker in color. The players will then 
battle one another with the winner continuing onward 

in the tournament, and the loser's game ending • 
• 
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The 5haolin Tournament for Martial Arts is more than a 
simple exhibition. Each of its combatants has been invited for 
his extraordinary skills, and in accepting has wagered 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. 

St>NYA 

The tournament first tests a war­

rior's fighting skill t,y pitting him against 

the other tournament challengers. In all 

Mortal Kombat battles, meters in the 

upper-left 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 reduc­

tion dependa both on the type of hit 

and whether or not it was blocked. 

When a warrior's health meter runs 

out, he ia knocked out and the round 

HIT METERS 
• •• •• •• •• 

••• 
TIMER 

ia awarded to his opponent. Sh(?uld time run out before 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 his next opponent. 

NOTE: If four rounda pasa without a match winner, both 

combatants 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. These maxims are the origin of the tournament's 

next teet, the Mirror Match, where each warrior must face 

possibly his greatest foe a doppelganger possessing all of his 

looke, etrength, speed and skill. In order to defeat him, a warrior 

must demonstrate the one attribute that the doppelganger 

lacks- wisdom. 

Should a warrior survive _the Mirror Match, his conditioning 

is then teeted 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 

then enters the fray. 



To win a round, both opponents must be vanquished 

uefore your warrior succumbs to injury even once! 

Only when a warrior has succeeded in each of these chal-­

lenges has he proved himself worthy of meeting the Grand 

Champion, Goro, in t,attle. If Goro is defeated, the demon 
Shane Tsung will enter the contest to oppose you! Defeat him 

to t,ecome the Supreme Mortal Komt,at Warrior! 





THE ART OF KOMBAT 
Each conteetant invited to the Tournament has 

spent years in practice and meditation to perfect his 
martial arte ekills. Before engaging theee warriors in 
coml,at, you too ehould practice the martial arts J,y 

meditating on these lee;aons. 
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BASIC MOVES 
The beat way to begin your 

training is with the fundamental 
moves: kicks, punches, 
crouches,jumps and 
blocks. Theae moves may 
seem trivial compared to 
powerful and acrol,atic 
moves like flying kicka, 
1,ut knowing how to stop, 

FLIP 
FORWARD/ 

6ACK 

WALK 
FORWARD/ 

6ACK 

avoid or counteract a flying kick 
can be far more useful than 
knowing how to land one your­
eelf. Combined, theae fundamen-
tale form the foundation for 

0 

CROUCH 

1,oth a potent offense and a strong defense. 

6LOCK 

KICK 

PUNCH 
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WHEN IN CLOSE QUARTERS 
Additional movee uaed in 

cloee-in comi,at eituationa 
are the knee, Kano'e head 
t,low, and the throw. All three 
are highly effec;tive, and do 
not req,uire the full limb 
exten5ion whic;h i5 impo55ible 
in c;lo5e q,uarter5. Although 
the5e move5 are potent, 

they c;an be u5ed only 
when directly 
adjac;ent to an 
opponent . 

0 

THROW 

KANO'S 
HEAD-
6LOW 

KNEE 

( 



CROUCHING MOVES 
Defenaively, the 

crouching movea allow 
one to avoid punches 
and aerial weapons, 
to escape from close­
in aituationa and to 
avoid being thrown. 
Offensively, the upper­
cut, executed from 
the crouch, ie one 
of the moat powerful 
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weapona 1n a 
warrior'a araenal. 

CROUCH 
WITH WEIGHT 

FORWARD/ BACK 

CROUCH 

CROUCHING 
BLOCK 

CROUCHED 
KICK 

UPPERCUT 
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SPINNING MOVES 
The spin is the key 

to euch move5 ae the 
Roundhouee Kick and 
the Foot Sweep. The 
Foot Sweep hits your 
opponent's ankles and 
knocke him onto hie 
t,ack. The Roundhouee 
is a spinning kick which 
strikes your opponent 

in the face. 

0 

~- ROUNDHOUSE 
KICK (HOLD 
CONTROL PAD 
TOWARDS TO 
USE) 

FOOT SWEEP 
(HOLD CON­
TROL PAD 
AWAY TO USE) 



AERIAL MOVES 
The final moves one 

should learn are the 
Aerial movea- the fly­
ing punches and kicks. 
To execute theae moves, 
firet jump, either in 

FLIP 
FORWARD/ 

BACK 

0 

place or towards 
one'eopponent,then 
press the attack 
1:,uttone while in the air. 
However, unlike most 
attacka, aerial attacks 
muet be timed properly 
to land the blow. 

JUMP UP 

FLYING 
KICK 

FLYING 
PUNCH 



SPECIAL MOVES • 

All of the Mortal Komt,at warriors possess expert 
fighting skills- in that respect, they are equal to thou­
sands 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 t,ecome a supe-
rior warrior, skilled enough to win the title of Grand , 
Champion, you too must learn these moves, for these 
moves, whether special kicks or elemental t,olts make 
the Mortal Kombat warriors the fiercest and most fero­
cious comt,atants on Earth. Mastering their special 
moves will make you the same. 
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WISDOM OF THE FIGHTING MONKS. 
The mind is 5tronger than the body. Observe fight5 

to learn which moves counteract others. which can l,e 
executed faster, and which do the most damage. For 
example, a crouched block is very quick and will prevent 
you from being foot 5wept. U5e this type of knowledge to 
your advantage. 

With practice, you can learn combinations of move5 
which can be executed in 5equence. These combination5 
allow you to hit your opponent several times before he 
can defend him5elf, making them an invaluable tool . 

• 

One battle plan will not work for every fighter. Since 
each warrior ha5 different strength5 and move5, 
each 5hould employ a different fighting style. 
Experiment to di5cover which 5trategies are 
be5t 5uited to each fighter. 





LIU KANG 
AGE: 24 

HEIGHT: 5'10'' 

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: SHAOLIN MONK, FISHERMAN 



Once a member of 
the super-secret White 
Lotus Society, Liu Kang 
left the organization in 
order to represent all 
Shaolin temples at the 
tournament. Through 
his entire life he has 
heard stories and 
rumors about Shang 
Tsung's martial arts 
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 origins. 

SPECIAL MOVES: 
FLYING KICK- TOWARDS, TOWARDS, KICK 

FINISHING MOVE: 
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KANO 
AGE: 35 
HEIGHT: 6' 
WEIGHT: 205 
HAIR: BLACK 
EYES: 1 BROWN, 1 INFRA-RED (BUILT 
INTO METAL IMPLANT) 
LEGAL STATUS: DEPORTED FROM JAPAN, 
WANTED CRIMINAL IN 35 COUNTRIES. 
KNOWN RELATIVES: NONE·-WAS 
ORPHANED AS A SMALL CHILD BY AN 
AMERICAN WOMAN IN TOKYO. 
BIRTHPLACE: UNKNOWN 
OCCUPATION: CRIMINAL MEMBER OF THE 
BLACK DRAGON ORGANIZATION 



A mercenary, thug, 
extortionist, thief­
Ka no 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 respect­
ed throughout all of 
crime's inner circles. 
Believing Tsung's 
palace to be made 
of gold, Kano has 
entered the tourna­
ment in order to gain 
access to and loot 
the palace. 

SPECIAL MOVES: 
CANNONBALL--TOWARDS, DOWN, AWAY, HOLD BLOCK TO 
SPIN IN PLACE 

FINISHING MOVE: 

I 
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SONYA BLADE 
AGE: 26 
HEIGHT: 5'1 O'' 
WEIGHT: 140 
HAIR: BROWN 
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 
OCCUPA ON: LIEUTENANT IN THE 
U.S. ARMY, MEMBER OF A SPECIAL 
PARA-MILITARY FORCE. 



Sonya Blade is a 
member of a top spe­
cia I forces unit. Her 
team was hot on the 
trail of Kano's Black 
Dragon. Her unit fol­
lowed Kano to an 
uncharted island, but 
were ambushed by 
Shang Tsung's person­
al army. Tsung forced 
Sonya into the tourna­
ment by holding com­
rades hostage. Now, 
not only does her own 
life rest on her perfor­
mance, but those of her 
companions as welll 

SPECIAL MOVES: 
LEG GRAB- DUCK, STAND, BLOCK 

FINISHING MOVE: 

I 
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RAYDEN 
AGE: ETERNAL 

HEIGHT: 7' 

WEIGHT: 350 

HAIR: BLACK 

EYES: NONE 

LEGAL STATUS: MYSTIC- DOES 
NOT APPLY 

KNOWN RELATIVES: NONE 

OCCUPATION: WARRIOR 



The name Rayden is actually that of a 
mystical warrior who lives among the thunder 
clouds. It is rumored that he received a personal 
invitiation from Shang Tsung himself and took 
the form of a human to compete in the tourna 
ment. Rayden's elemental power makes him a 
dangerous foe from both the land and the air. 
SPECIAL MOVES: 
FLYING THUNDERBOLT- AWAY, AWAY, 
AWAY,TOWARDS 

FINISHING MOVE: 
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SUB-ZERO 
REAL NAME: UNKNOWN 
AGE: 32 
HEIGHT: 6'2'' 
WEIGHT: 210 
HAIR: BLACK 
EYES: BROWN 
LEGAL STATUS: NONE. HOWEVER, HE 
RESIDES SOMEWHERE IN CHINA 
KNOWN RELATIVES: NONE 
BIRTHPLACE: UNKNOWN 
OCCUPATION: LIFE LONG MEMBER OF THE 
LIN KUEI, A CLAN OF CHINESE NINJAS 



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

SPECIAL MOVES: 
DEEP FREEZE- AWAY, TOWARDS, KICK 

FINISHING MOVE: 
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SCORPION 
REAL NAME: UNKNOWN 
AGE: 32 
HEIGHT: 6'2'' 
WEIGHT: 210 
HAIR: BLACK 
EYES: VARIES 
LEGAL STATUS: SCORPION IS A REINCARNATED 
SPECTER AND HAS NO LEGAL STATUS. 
KNOWN RELATIVES: WIFE AND CHILD IN A 
FORMER LIFE . 
BIRTHPLACE. IN FORMER LIFE- UNKNOWN 
AS SCORPION- UNKNOWN 
OCCUPATION: IN FORMER LIFE- UNKNOWN 
AS SCORPION- REVENGE 



Like Sub-Zero, Scorpion's 
true name and origin are 
not known. It is believed, 
however, that he is a fall­
en ninja granted the 
opportunity to avenge his 
death 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 cow­
ardly yellow color. 

SPECIAL MOVES: 
HARP00N-BACK,BACK,PUNCH 

FINSHING MOVE: 
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GORO 
AGE: 2000 
HEIGHT: 8'2'' 
WEIGHT: 550 
HAIR: BLACK 
EYES: RED 
LEGAL STATUS: EARTH- NONE 
OUTWORLD- PRINCE OF KUATAN 
KNOWN RELATIVES: KING GORBAK, 
FATHER QUEEN MAI, MOTHER GORO ALSO 
HAS 7WIVES 
BIRTHPLACE: KUATAN, 4TH ASTRAL PLANE 
OF SHOKAN, REALM OF THE OUTWORLD. 
OCCUPATION: PRINCE OF KUATAN, RULER 
SUPREME OF SHOKAN'S ARMIES. 

I 
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A 2000 year old half-human 
dragon, Garo remains undefeated 
for the past 500 years. He won the 
title of Grand Champion by defeat­
ing Kung Lao, a Shaolin fighting 
monk. It was during this period that 
the tournament fell into Shang 
Tsung's hands and was corrupted. 
Gora 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! 
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ACCLAIM LIMITED WARRANTY 
Acclaim Entertainment, Inc. (ACCLAIM) warrants to the original Rurchaser only of this ACCLAIM software product that the medi-

um 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 ACCLAIM software program is sold "as is," without express or implied warranty of any kind, 
and ACCLAIM is not liable for any losses of damages of any kind resulting from use of this program. ACCLAIM agrees for a peri­
od of ninety (90) days to either repair or replace, at its option, free of charge, any ACCLAIM software product, postage paid, with 

proof of date of purchase, at its Factory Service Center. Replacement of the cartridge, free of charge to the original purchaser 
(except for the cost of returning the cartridge) is the full extent of our liability. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect in 
the ACCLAIM software product has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANlY 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 WAR­
RANTIES OF MERCHANTABILllY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINElY (90) DAY PERI­
OD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 

f DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT. 
Some states do not allow limitations as to how long an implied warranty lasts and/ or exclusions of liability may not apply to you. 

This warranty gives you specific rights, and you may also have other rights which vary from state to state. 
This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by 

any federal, state or municipal law which can not be pre-empted. 
Repairs/Service after Expiration of Warranty- If your game pak 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. 

ACCLAIM ENTERTAINMENT HOTLINE (516) 624-9300 
Marketed by Acclaim Entertainment, Inc, Distributed by Acclaim Distribution, Inc. 

71 Audrey Avenue, Oyster Bay, N.Y. 11771 

Mortal Komba~ © 1992 Licensed from Midway- Manufacturing Company. All Rights Reserved. Nintendo•, Game Bo~ and the official seals are trademarks 
of Nintendo of America Inc. Acclaim• is a registered trademark of Acclaim Entertainment, Inc. © 1993 Acclaim Entertainment, Inc. All Rights Reserved. 

The Simpsons & Characters TM & © 1993 Twentieth Century Fox Film Corporation. All Rights Reserved. 
Spider-Man•, Electro"·, Tinkerer"·, Scorpion"', Alistair Smythe .. and the distinctive likenesses thereof are trademarks of Marvel Entertainment Group, Inc. 
and are used with permission. © 1993 Marvel Entertainment Group, Inc. All rights reserved. 
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