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System 3 presents IK+
Players Guide for Commodore Amiga

Fleass follow the instructions in your
C0 32 Manual for lording this game.

Iintroduction

Intarnational Karate Plus Th, ar 1K for
shaort, is a development of the ariginal 1K game, The
main diflerence botwoen K+ and IK s that there are
thrae fighting men on the screen at ance {six in pause
moda!} and an enchantng fully animated landscape
ir wihich the men thump it out, Howeawvear tha Alari 51
and &miga versions have even more fealures than the
Commaodone G4 version, They have an all naw sacond
bonus screen, wincingly good digitised sound effects,
a hypnotic title sequence as well as dozens of game
conirols

There are 17 dilleront moves that can
be made. all controlled by the joyvpad and with
practice all these moves can be executad smoolhly in
a lNowing light sequence without your fightar pausing
marmantarly between moves, The joypad system is
@& Al rights reserved simple encugh for playars to learm guickly, and afier
System 3 Arcade Software Limited 1994 some further experience of how the moves behave,
much more sophizticaled control can be achieved.




Cpponsnts can be hit in the head,
chesl | stlomach, shins and fasl from in front or
behind. allhough an  atlacker receives anly half the
soore for allacking fram bahind.

The garme gaels progressivaly bardar
i untll aboul lewval 25, after which your opponenls
will adlopt different atlack or delence strategics, As
Your sCore Increases, your el will change colour
There are six hell colours, sach of which has thres
lewvels, making 18 bells in all

The computer cantralled fighters
ariopt & variety of play srategies. For exampls, they
might fight each other and not the human thus
forcing you to gel n lhare and fight, or alse you will
be out pretty gquickly; or thay mighl not fight at all bt
sirmply avoid all your atlacks; or they might go just for
the human player; or thay mighl lighl anyone naarky
but nel doedge attacks on thamsealves. All these
strategios also vary in viciousness' as the game gels
more acdvanced,

At the end of each lighling round, 3
wise old judge appears to instruct players and
announce tha 151, 2nd and 3rd ranking. IF 2 human
player s n 3rd place he s oul of the game. o long
as you stay in 2nd or 181 place you will slay in he
CEMmE
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Each of the sight positions selects a
lype of move, and pressing the bulton gives another
gighl. In special casas an axira blocking move is
available as detailed lalar. Some o lhe moves cause
the man o make a meve and lurm arcund 1o lace the
other diroction. When this happens, all the moverment
selechons are reversed left 1o right. Foe example,
when facing right a from face punch is made by
pressing the joystick up 1o the nght, but when facing
left the same attacking move is mads by pressing the
jowstick up 1o the lefl

Holding and cancelling a move

When making a attacking move, you
must hold e joystick in positicn until your fighter has
made the actual attack, Releasmng the joystick any
sooner will cause yvour fighter 1o return to the standing
stance and therefore cancel the attack. IF you hold the
joystick in the sams position, then that mowva is held
until you release the joyslick or you salecl another
move. Howevear, the actual hitting action is only
elfactiva on the initial movernent - aller all, seascned
opRones are harcly likely (o run onto your fist!
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Sequences of smooth moves

It iz possitle o make a lol of moves in
quick succession withoul the fighler pausing n the
standing stanca in betwoon, thus allowng smicoth,
ree-llowing sequences. This is done by selecting the
lirst moee, holding it just long enoegh far the attack o
coour, then quickly selecting the next move befors the
man retums to the standing stence position. This will
allow such actions as &8 series of smonth hack flips
across the screen (select the back flip move againd,
an alkemnating face and shin kick aclion (by selecling
the shin kick mowve and holding i, and then simply
pressing and releasing 1ha fire butten as aollen as you
want) or even allernating back-roc-kicks by the samea
meihod

Blocking move

A blocking move 15 also available for
defence purposes. If you arg being altacked at closea
range fram in front, and you selacl the walk-backwards
move then your fighter will stand in blocking postune
lor the duration of the attack and deflect all kicks 1o
had, chest and stomach. However, it is nol possible
10 block foot and shin kicks. The only way 1o avoid
them is 1o jump or back fip out of the way, or attack
back with, say, a fiving kick
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Double head kick

It is possiple 10 knock out both
npponents, score 2000 points and get 3 combal poins
all imone go. It s pretty ricky bt immensely satishing

Every third round there is a bonus
slage. There are two types of bonus slage, the first
being the Ball mode whare yvou have 1o use & shisld to
deflect bouncing balls from all angles, the second is
lhe Bambr mode where you musl kick away or avoid
Izts ol e luse bombs balore thay blow up. Survival of
lhese bonus stages is worlh quile a 101 ol extra poims



Game controls

Button Functions

Top Left Buttan - Zne playor start

Top A

ight Bution - Two playar =larl
{must be done from joypad 1)

Coloured Buttons:

Graen - Music onjoff
Red - Action button
Yellow - Hound T« anjofl
Blue - Pause game

Fighting moves {with action button not pressed):-

(W[5} = Jurmp up

g Rigghit - Fromt lace punch

Fight - Walk forwards

Dicvern Rigahil - Shin kick

Diowrn - Footatep kick

Dowen Left - Croucning stomach punch
Left - Walk Dackwards or bilock
g left Hewerse faca punsh

Fighting moves {with action button pressed):-

Un Flying leap kick

L Figght = Flead butl

Fiigaht - Stormach kick

Do Fignt - High face kick

Dlicnwn - Backwards foot sweep
Doveen Lt - Back face kick

Lexfi - Back Flip

W eft - Double head kick

Game display

The score and game information is
display at the top of the screen and comprises of
lhrze sats of & combal points and three sels of
accumulative score displays. All aclive human
controlled players gre indicated by a coloured
clenched fist 10 the right of each fightar's score. The
white jacksted player is controlled by the right joystick
part, the Red is controlled by the ather, On the right
hand side of the screan is shown the level number or
round you are on, the 30 second round count-down
timer and balow that, the game's specd

Game object

A match consists of segquonces of two
fight rounds followed by a bonus slage. In the one
playver game, there are two computer controlled
apponerts out 1o get you, The match ends whan you
come in 3rd place in a light round, The two player
game starls with two human contrafled lighters and
anly ane compouter cantrolled man. Any human
contralled players that come in 3rd place go out of the
game leaving one person ta light it out with two
compuler contralled lighters.,

7




Whan a player is hit he lalls dowsn and
is mamentanly dazod, as shown by he bweankly siars
above his head. When these disappear he can
decide 10 wait an the grownd for a {ew seconds or
| mnstantly getl up and attack by selecting a move
Otherwise, after a few seconds he will be forced o
stand up anyway

You must fight on for as long as |
possible, As the score builds up you are awardad ang
of s5ix belt colours with & further 3 levels of each
colour. Il &t the end of & match, your score is high
anough you will be given the chance of entering your
initials, score and balt colour in the K + Hell of Fames

Scoring

The length of time a fighter is knocked
out depends upon the type of blow sustamed, and as
the game advances the wail lime allowed after Daing
knocked down is decreased - bul remeambear, you
can't gel hit until you are actually standing up again,
=0 il's best 10 gt up selecting and attacking a move.

During a fight round, il a man
successfully hits an opponent whilst facng bim, he
gets teo combat poinis (shown 25 two rght coloured
discs ahove your score)] and a numerical score
depending on the dilficulty of the move, Altacking
from behind earns only one combat point and half the
normal scors, A lighl round can last 2 maximum of 30
seconds, or will slop earlior il one of the players gains Move Scoring E:r‘hlmm

Frontal Hit
G combal points. [In this case, ha player who gets the

Front face punch aon 400

G combal points also geis a bonus lime score of 100 Shin kick 200 200
times the remaining seconds 211 in the round. Footsweoop 400 200
Stomach punch A00 200

At the end of each light round, the Reverse face punch 200 400

judge decides who is 18t 2nd and 3rd {or in agqual Flying kick Bo0n 2400
positions), based initially on the combat points won Hoad butt 1000 500
during the round, and hen in the case of a tie, an the 3‘“"“‘?“ kick 200 100
nurmerical scorg oblaned during that round (and not ek ilok oo e
based on [(he accumulated score). Ravarse faotsveup pning s
Back face kick ooo 400

Double head kick 1000 1000
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Bonus Stages

If & player stays in for two consacutive
fight rounds, he then enters one ol the wo ypes of
bonus stages, The first to ooccur is the Ball stage
which is laier followead by the Barmib stago

Whan the Ball mode starts you will be
shown standing in the centre of the screen holdings
small shield with which yau must deflect balls that
came bouncing towards you, You can hold the shisld
in sevan different positions. You will only ever hava o
daflacl ong ball at any one time, but their spead
gradually increases, and you also gel flashing balls
whose bounce height alternates which makas il even
hardear, But if you can survive all 64 balls you will get
a masswe 5000 point bonus in addition o the 100
points for each ball deflected, which means that
highly skilled pleyers can add over 10,000 paints o
their score thus gel Lo black bell stalus more guackly

In the Bomb SlA0Qe You can move
across tha screen as normal, But all around you,
small fime bomios will appear with & fuse which will
fizzle down 1o nothing. Aller thal, they might blow up
immediately, or ba delayed by a second bacause the
fuse hasn't quite gone oul, Bul you must not get hit
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Iy any parts of the bomb 8s it blows up. Your aim is o
kick all the hombs off the socrean for 100 poinls each
efors they blow up, or even avoid herm allogeihor
ou can still get hit by 2 bombss Bl expledes whilst
bouncing off the screen. You can use a foolsweep
kick or & shin kick to gel them off the scresn. IF you
survive all the bombs you will get a 5000 paint
survival barus
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System 3 Arcade Software

Thank you for buying 1+,

We hawve been producing quality
entartainment soltware lor owver oo years and in
that time we have croaled some of the most
exciting and original gamas,

By combining the talents af the
besl programmers, graphic arists, musicians and
game designers we sirive fo provide you with the
highest guality games and the maximum in
arteriamiment valle,

Wia hope that you will enjoy playing

IEw gl look forward 10 ontaraining you aaim with
our ather great garmes

Mark Cale
Managing Director
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System 3 Arcade Software Limited
18 Peterborough Road, Harrow, Middlesex, HA1 2BG
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