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Read before using your Atari video entertainment system.

A very small percentage of individuals may experience epileptic seizures when exposed 16 certain
light patterns. Exposure to these patterns or backgrounds on a television screen or while playing
video games may induce an epileptic seizure in these individuals, Certain conditions may induce previ-
ously undetected epileptic symptoms even in persans who have no history of epilepsy. If you, or any-
one in your family, has an epileptic condition, consult your physician prior ta playing. If you experi-
enice any of the following symptoms while playing a video game — dizziness, altered vision, eye or
muscle twitches, loss of awareness, disorientation, any involuntary movement, o convulsions —
IMMEDIATELY discontinue use and consult your physician before resuming play.

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.

This product has been rated by the Entertainment Software Rating Board. For inform
tion about the ESRB rating, or to register a complaint about the appropriateness of the rating, please
contact the ESRB at 1-800-771-3772
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THE BRUCE LEE STORY

JAGUAR™ 64-Bit Interactive Multimedia System
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' Handling this Cartridge
| The Atari Jaguar Interactive Multimedia Cartridge is intended for

| use exclusively with the Atari Jaguar System.

* Do not bend it, crush it or submerge it in liquids.
| » 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.

i Corporation is unable to quarantee the accuracy of printed material after the date of publica-
n and disclaims liability for changes, errors or omissions. Reproduction of this document or any por
n of its contents s fiot allowed without the specific written consent of Atari Carporation.
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%Na single teacher, artist or film-star has had more impact on the martial arts
than Bruce Lee. His influence still lives on in Hollywood stars such as Stephen
Segal and Jean Claude Van Damme, who have followed in his supremely
choreographed footsteps.

Born in San Francisco on Navember 27 1940 - the year of the
dragon - Lee was christened Li Jun Fan. The name means ‘return to San
Francisco’, since his mother, who was fo take the family back to Hong Kong less
than a year after his birth, felt a return fo that city was part of his destiny.
Indeed it was. After a turbulent upbringing, listed as a juvenile delinquent and
in regular trouble with the police, Lee's parents paid for martial arts lessons in
an attempt to shield their son from further harm. Unfortunately for Bruce, no
one could save him from his own personal fears, These were personified by
The Phantom ar ‘mythical samurai’ which was to plague his thoughts and
dreams throughout his life.

Lee learnt a style known as wing chun, named affer the woman who
developed it. Jt is a stripped-down form of kung fu, relying on low kicks and a
defensive style known as chi sao or ‘sticking hands.” This is a technique which
wolves responding to your opponents’ moves by deflecting their blows with
florts. Lee took this style and refined his own idea, 'no form’ or jun fan
A blend of many styles including karate, savate, judo and even
Muhammad Ali's boxing, it was actually inspired by sword fighting, working on
the concept of parry and counter in one movement. Tt became known as jeet
lune do, the ‘stop-fast’ hitting style.

At the age of 18 he returned to San Francisco as his name had
predicted. He earned cash as a waiter at his aunt’s restaurant, giving dancing
lessons, and demonstrating martial arts. However, it was by giving private
lessons to wealthier clients from the film industry such as Steve McQueen,
Tames Coburn and Elvis Presley, that eamed him both a living and the contacts
he needed in Hollywood to launch his film career.

After a difficult start, Lee achieved some fame on both sides of the
Pacific,. But it was the success of Way Of The Dragen that finally gave Bruce
his big break in Hollywood. Enter The Dragon was his first feature theve. With
its fast-paced sequences and violent combat action it made him a world-wide
celebrity. To date, the film has grossed $200 million, making it one of the most
commercially successful movies ever made.

Bruce Lee was pronounced dead on July 20 1973, aged 32.
Newspaper reports concerning an affair, rivalry with business associates and
rumours that he had refused to pay protection maney to Triads, continue to give
credence to the conspiracy theories that suggest he was poisoned. Jndeed,
traces of drugs discavered at his post-mortem continue to shroud his death in
mystery. Some say he fought his final batfle against The Phantom, and lost.

To this day he continues to be front page news in the Far East where
his legend remains undi
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GETTING STARTED

Set up your Atari Jaguar Interactvie Multimedia System

as described in its instraction manual, Phn:‘] in Hoypr.'u:l 13

If a second player is to join in, plug in Joypad 2.

Ensure the Power Buton is OFF, Then insert the

Dragon Cariridge, its label facing towards you, into the
¢ g ¢ Y

Atari ﬂutuuu' Interactive Multimedia System and

press it down firmly.

Press the Power Button ON. After a few seconds, the
Jaguar Screen will appear, When the Dragon Title

Screen is shown you are ready to play Dragonl
IMPUBTANTI Tf the 31.\:.'5:uu' Screen daesn't appear, push

the Power Button OFF,
Interactive Multimedia System is sel up corvectly and the

nsure your Atari Jaguar

Dragon Cartridge is properly inserted. Then press the

Power Button 1o ON again. Always ensure the Powenr

Button is set to OFF before inserting or removing the
Dragon C.u-f.-i(L_n- 1'u-mn the Atari Jaguar Interactive
Multimedia System.



PLAYING DRAGON

A Button

annuf
B Buton

= Button

Keypac |

TAKE (ONTROL!

Sefore you begin to play, take the time to familiarise yourself

with the movements and functions of the Joypad.

HOLDIT!

* Press the Pause Button to freeze the action..

the A Button while the action is frozen to select the

A e

Music Volume..

* Press the B Button while the action is frozen to select the
FX Volume.

» Press the Joypad LEFL or RIGHT to adjust the Music
or FX Volume.

* Press the Pause Button when the action is frozen to



TITLESCREEN

]ngml\‘ Screen and Credits have been shown, the

After the
Ijruf,m\ Title Screen is ]Jw::vl\lecl, ;*\ﬁer a short time the 10

l'\it';hcsl scores are L“br‘rLIYL‘LL

Note that if no Buton is pressed on a Joypad, a brief

demaonstration of’ Dragon in action is shown.

Press the A, B, or € Buton to call up the Game

Select sareen,



T e

N

where you

| S |

GAME SELECT SCRE

Here's

dacide how to plas

llrut',on: either on
GAME SERECT your own or with a

A friend in a combat-
‘ = intensive version of

Bruce Lee's life

story, or as a
straightforward

battle between hvo 4

or three Bruce Lee

characters. 5

Four options are presented. The option to be selected or

changed is indicated by a small Yin Vang symbol. All options

are chosen as follows ...

¢ Press the Joypad up or down to move the Vin
Vang frm-u opton to option.
| * Press A, B or C Butlon to select the option.

Press the Elny[,ml] left o b‘i:’]]ﬁ to change the

.

indicated option.

IDNE PLAYER STOHY GAME Select this to 1|q|\1 opponents controlled

guar Jnteractive Multime .||u System in a

by the Atari

progressive batle following the film's storyline.



TW[' PLAYEB STURY GAME Choose this option to enable combat

between two Bruce characters (controlled by you and a
friend) and a Hag:mv controlled opponent.

UNE PL}HER BA’ITLE Take on another Bruce Lee Jaguar

controlled opponent at the scene of your choice. Note that
selecﬁng this option calls up the Batlle Game Screen (see

THE BATTLE GAME SCREEN on page 8).

THOPLAERBATLE T o clloes v o e, ach

conh‘o”ing a Bruce Lee character to figlv\f in a head te head E
clash to the finish. Note that selecting this option calls up thell
BATTLE Game Screen (see THE BATTLE GAME
SCREEN on page B).

TWOPLAYER VS CPUBATTLE Thvee Bruce Lo characters fight

for glory, with the Atari Jaguar Interactive Multimedia 1
System in caontrol of the third player. Note that selecting this |
option calls up the Batte Game Serveen (see THE BAT-
TLE GAME SCREEN on page 8).

HIGH SC“RES See the names of the ten best players. Note that .
your high scores will be stored when you turn off your Atari
Jaguar Interactive Multimedia System, |
0PTIONS Calls up the C’p?ion\s Screen (see THE OPTIONS
SCREEN on the next poge);



OPTIONS SCR

[FFICULTY NORMAL

v choose from

| - |
(|
—

|2 S OF
CAKE, EASY, OPTIOMS .

ILOUGH or
ARCADE to
affect the ability
(difficulty) of the
opponents that
Bruce will face.
This option also

determines how

many Stages you

can play in a Story (see THE STAGES on page 27)

SPEEDNORMAL © choose from TIRBO and (if you feel hard

enough) MANIC,

SOUND FX & MUSIC o1 perhaps you'd prefer only MUSIEC or

FX fo accompany play? You could even select OFF:

SUUND TEST Vour chance to hear all the sound effects

[represented by numbers) used in Dragon. Choose. a sound

leffect in the same way as you would an option.
* Press any Button except the Joypad fo listen to the
sound effect.

EX]T Select this 1o return to the Game Select Screen,



BATTLE GAME SCREEN

‘Hu\.fin_q selected a

one, two or two

p'qym' v Cpu
BATFLE GAME battle, the Battle

8

¢ CGrame Screen is

presente d. To lu.‘gin
play, choose a
scene from the
selection of seven
(flw f'm'“rlw- # details
of the scenes, sece
THE STAGES

on page 27).

3
TROPHIES TO

Before you begin a Baitle, you may wish to take advantage

of the two further options. available on this screen:

TB“PH[ESTQ wm The best of how many fights? You decide:

choose from 3, &4; 5.0r 6.

HAND[CAPTIW handicap in question is a reduction of a play-
er’s energy by half, and you can choose to handicap any one
of the players involved in a Battle (all three if need be). Note
ap defaults to NONE for each Batile,

that the hand




. UTMADV-CAVE
. MuMUR OAvL

Volume, high scores, and game options are retained in the
Lartridge even if you have turned off your Jaguar 64-Bit
Tnteractive Multimedia System. The cartridge will store up
b 100,000 changes. After 100,000 changes have been
recorded, no more changes will be retained. To clear the
curvently saved changes, press *, Option and # while on the
Dragon— Lhe Bruce Lee Story” Title screen.



WHAT YOU CAN

The screen display is adjusted slig

><

ECTTOSEE

aHy to suit the mode of

play as determined on the Game Select Screen.

TWO PLAYER STORY GAME

Note that Player 2's status is not shown in a One Player

Shwy Game,

PLAVER 1 SCORE PLAVER 2 SCORE
OPPONENT'S
ENERGY




e rahad for every successful attack, but
bonus poinfs are :Jnly awarded f‘mﬂ impressive play (for exam-
PWE, winhing a bout without getting hit). A Form bonus is
given when the quality of Bruce's combat is exceptional.

ENEBGY For every hit taken, energy is lost. Note that some
K:facks remove more energy than others. There

is no energy
p|acemenh energy is regained on|y when Chi is at its
maximum,

EHl This is Bruce's inner strength (mystical power), increase
it to enable two new modes of combat: Fighter and
INunchaku (see CONTROLLING BRUCE LEE on page
12). The Chi meter is boosted for every successful attack
(hit) and lost when an attack f:cxi|s (Chi is lost in all modes,
thowever Chi is gnined from successful
attacks in Mantis mode only), so don't
stand there showing off your moves -
make every one countl Chi is also
(earned by performing certain tasks,
for example, hitting the opponent first
or ca||e.:+in9 a Vin \_{‘ang when figlﬂing

in a Match. A yin—Yans

HIRBGBS The number determines how many chances you
have, For every de.{n—:a*, a Mirror is lost. When all Mirrors
ave lost ... Look, just try not 1o lose, eh? Note that the
Mirrors ave only shown at end of each boui, whether Bruce
has won or lost.

HE



CONTROLLING BRUCELEE

Bruce has three modes ol’ attack (Mantis; Fighmv and
Nunchakw), determined by the amount of Chi acquived. The
marks on the Chi meter show when Fighter and Nunchaku
mode are available,

ENERGY
METER

cHI
METER

,u\.'ole that both Figl\{u» and Nnm‘hnku mode are fue“m:! by
Chi, so don't be surprised when Bruce is automatically
returned to Mantis Mode H\n-ongh a lack of Chi. Bear in mind
that nfh.‘r le ng Ntmc]'\('\ku mode Bruce will still have dnough
Chi to use I—ighlm‘ mode.

MANTIS MODE

The standard method of fighting offers the widest range o’:

moves but energy m.‘pim::.‘mes\f is slow, /’\Tnic f[\ui i|1s fﬂ“nw-

ing moves assume that Bruce is facing an opponent on his



BASIC MOVEMENTS

WALKING Note that Bruce cannot walk

fl\w:!nt]!\ his opponents.

* Press the Joypad RIGHT or LEFLT
to move towards or away from the

opponent,

\]HMP Straight up or towards or away

from the opponent, Perl\ups to avoid low

attacks or to leap out uf a corner

s Press the Hoypcu‘f UP to jump
straight up.

¢ Press the Joypad UP and RIGHT

or LEFT to jump towards or away

from the opponent.

FAST K{CK Faster than a Hard Kick but

weaker with it,
* Press the € Button to perform a
Fast Kick.




FAST P“NEH The fastest move fo perform

but also the weakest,
* Press the B Button to perform a
Fast Punch.

HhRD PUNCH Slower to perform than a

Fast Punch, but twice as powerful.

* Press the Option Button to select a
Hard Punch,

* Press the A Button to pewfovm a
+'TL\|‘C! plﬂ\cl\-

MD KICK Slower than Fast Kick, thus

leaving Bruce morve open to attack.

* Press the C)p{iun Button to select a
Hard Kick.

* Press the A Buton to psr‘fﬂrn\ a
Hard Kick.

NOTE: The Opﬁon Button is used to switch the 1‘[\!‘\1.’“0"\ of
the A Butfon behveen Hlard Punch and Hard Kick. |



- (LOSERANGE ATTACKS

Note that Bruce will only perform the following moves when

he is very close to his opponent.

KNEE To the opponent’s midriff.

* Press the Fast Kick Button to perform

14

SHINKICK 55cce oty pesforsms s move [

when his opponent is crouching. Best

nf' all, there’s no real defence against

a Shin Kick.

* Press the Fast Kick Button to perform
a Shin Kick.

THROW difficalt move to perform but

it is the most powerful (along with
Roundhouse Kick).
* Press and hold the Joypad AWAY

rom the opponent then simultaneously
Pr 3

press the Fast Punch Buton to throw

the opponent,



H[GH KICK The best defense against a

Flyil\g Kick or Chop.

* Press the Hard Kick Button to perfou.
a High Kick.

STUMP A dfﬁian move to perform

(it can only be used when an opponent

is floored), but also one of the most

|‘ewmrdiu.\:|‘

® Press the 30)_’[.)(\({ UPR or AP and
TOWARDS or AWAY from the
opponent then, when Bruce is at
the peak 0{ the jump and above his
n;:l[m_xnr_‘.lﬁ’s c[\e’sh press Huz Hnypnd

DOWN o parform o Stamp:



SHORT RANGE ATTACKS

Only effective when Bruce is fairly close to his opponent.

FOREARM SMASH o puunches followed by

a forearm smash,

® Press the Fast Punch Button THREE '
times quickly or the Hard

Punch Button T™WICE .,nil‘ldy to

perform a

Forearm Smash.

Lﬂw PI}NCH There are hwo variations: Fast g

Low Punch and Hard Low Punch, and 16 3

both are hard to block. Use a Fast Low JE8

Punch followed by a Hard Low Punch

for maximum eﬂ'ect

* Press and hold the Joypad DOWN
then press the Fast or Hard Punch

Button to ;_1.:»[’;;»::1 a Low Punch.

Lﬂw FAST K]CK A good showt, sharp shock

attack. The only decent defence against

a Low Kick is to Flip away from the

appenent.

® Press and hold the fluypa(f DOWN
then press the Fast Kick Buton to per
form a Low Kick.

Lﬂw HAHD K]CK More of a foot sweep than

the Low Fast Kick - and more cﬂerti\'e

with it !

* Press and hold the Joypad DOWN i
then press the Hard Kick Button 1o



MEDIUM RANGE ATTACKS

Effective when the opponent is within kicking distance.

R[]I]N]]HU[]SE KICK Tweo ::wifl kicks, one nf*en

the other. The second kick, the
Roundhouse, is the most powerful move
\’.'.Im\:j with the Throw).

* Press the Hard Kick Button TWICE

o parer A e N a e ke

REVEBSE K]CK A m:._'fui move to j_mr{uwn i!'

Bruce's back is turmed and the opponent
is running towards him, especially when
faced with two opponents.

o Press the Joypad AWAY fram the
opponent then press the Hard Kick
Button TWICE to perform a
Reverse Kick,

SPLITHICK Mote that Bruce will:anty pert

form this move when an opponent is either

side nf him.

s Press the Hard Kick Button to perform
a Split Kick,




JHMP[NG K]CK Tt has a shorter range

than the |:|yin.3 Kick but is just as potent.

® Press the Joypad UP then, while
Bruce is in the aivy, press the Fast or
Havd Kick Button to perform a
Efumping Kicle.

CHUP Ohne of the most powerful moves.
* Press the Joypad UP then, while
Bruce is in the ain, press the Fast or
Hard Punch Button to pevfown a
Chop.




LONG RANGE ATTACKS

Bruce can fe(\[_v rigghf across the screen usihg some of

these moves!

FLIP KECK A ﬂnﬂg‘l |0|\5| range attack but
Bruce is left vulnerable.
* Press the EJuy’Jmnl DOWN and
TOWARDS the opponent fo pe:)‘fb»m .
a Flip then quickly press the ©
Hard Kick Button ta
purfm‘m a Flip Kick.

FL‘”NG KICK Towards or away from

the opponent,
* Press and hold the Joypad UP
and TOWARDS or AWAY from the

opponent then, while Bruce is

in the abr, press the
Fast or Hard Kick Button fo p:‘rf‘nvn\ a
Flying Kicl.

FIYING CHOP A vwore effective version of

the CL\DP.

* Press the Joypad UP and
TOWARDS the oppenent then, while
Bruce is in the air, press the Fast or
Hard Punch Bufton to perform a




DEFENSIVE MOVES

HIGH BLOCK 5.5t the move to defend

against high attacks when Bruce is

on his feet.

¢ Press the Joypad AWAY from the
opponent to block an attacking move.
Note that Bruce will only perform this

move when the opponent is close to him.

(ROUCH Useful for avoiding high attacks. 20

* Press the 30}/;_1(“-! DOWN to erouch.

CR[}HCH]NG BLDCK L’\.:h'fllﬂ for defending

against low attacks.

* Press the Joypad DOWN and
AWAY from the opponent to perform a
Crouching Block.

FLIP Towards or away from the oppenent.

The Flip is the most efficient means of

gvnding low attacks.

* Press the 3()}/'){.“1 DOWN and
RIGHT or LEFT to perform a flip

towards or away from the opponent.




HE““NG BRHCE Repeated hits from an

opponent can stun Bruce or even knock

* Press any Button repeatedly to revive
Bruce when he has been stunned or

floored by an opponent,

SPECIAL RECOVERY KICK rvore: s his

move ot\|y works Ff Bruce has been

knocked down,

* Press the Hard Kick Button
n--puamd]y to make Bruce |e.mp up

with a Kick.

him to the floon
i

C["INTEH THRUW Jf‘ you are quick, this

maneuver can be used to reverse you

opponents throw, in all thiee modes. ,

¥\ Phest ey s e Govpadand
simultancously press the Fast Punch
Button to counter throw your

oppohent,
FF



FIGHTER MODE

When Bruce has ::uﬁicieni Chi, you can access F\gﬂ\h'l'
Mode, the fastest method of attack. However, in this mode
you have ne (iafunse. There are two new types of moves
which become available in Fn.\.}l\h-n Mode. Bruce cannot
throw or stomp on an opponent or even block attacks, but
the counter throw is still available. Remember « Fighter
Mode moves use a lot of Chil Bruce will automatically
fight in Mantis Mode if he has insufficient Chi to sustain
Fighter Mode.

10 SELECT FIGHTER MODE

® Press '2' or 5 on the Keypad to Select Figl\fs-- Mode.

10 SELECT MANTIS MODE

* Press ‘1" or ‘4’ on the Kr-\_q.n_‘u'! to. Select Mantis Mode.

ULTRA.‘FAST PUNCH A short range attack.

Provided you can press a Punch Button
(46 Bt Hiace il dEhiGn B usllob of

I_mncl\c:i, and, uﬂcr the third Pnncl\, all

other punches are Ultra-Fast (until you

stop pressing a Punch Button).

o Press the Fast or Hard Punch Button
repeatedly as quickly as possible to

perform an Ultra-TFast Punch.




“LTRA’FASTK]CK A medium range atack

like the WUltra-Fast Punch but with a

move r.mwerfu] k%g’king action,

o Piess the Fast or Hard Kick Button
r-epeulm.“y as guickly as pussibh: to
perform an Ultra-Fast Kick.

SUMERSAULT With this specicd variation of

the Mantis mode jump Bruce can |1=L\!J

the width Of screen!

¢ Press the Joypad UP or UP and
TOWARDS or AWAY from the
opponent to perfm‘m a jump and spin

in that direction.

OLTRA-FAST JUMPING KICK A s, mecicom

range attack,

o Press the Joypad UP then, while
Bruce is in the aiv, press the Hawd
Kick Buton to perform an Uhra-Tast
Jumping Kick.

OLTRA-FAST FLYING KICK A feast, very tong

()

range attack - the most |.)nwc'|‘fu‘ Figlwim‘

Mode move in fncl.

» Press the Joypad UP and
TOWARDS the oppenent then, while
Bruce is in the aiv, press the Hard
Kick BuHon to perform an Ultra-TFast
Flying Kick.



~ NUNCHAKUMODE

When Bruc
Mode for extended striking distance (but the range of moves
is limited). Bruce cannot perform any punches and kicks, but
the Nunchaku in the vigl\i hands can be a dn:u“)‘ weapon.

Remember : Nunchalku moves use Chil (however Chi can be
built up, see SWAPPING HANDS Page 26) Bruce will
uufmw.ﬁic‘n”y L'[k!fnl\li to Mantis Mode it he has H\SmH“rfie\ﬂ

Chi to sustain Nunchaku Mode, H\out;h Fighter Mode is still

selectable,

has ‘:‘\\Hri..'il'lﬂ Chi you can access Nunchaku

Note that vou cannot repeat the same Nunchaku move over
and over unless Bruce is moving. For maximum effectivenes

you are advised to alternate between Nunchalku moves,

T0 SELECT NUNCHAKU MODE

* Press ‘3" or ‘6" on the Keypad toselect

Nimchaku Mode.

| T0 SELECT MANTIS MODE

; * Press 1" or ‘4 on the Keypad to
j selact Mantis Mode.




STAB AT[ACK A short range atack.

® Press the Hard Kick Button to perform
a Stab Attack with the Nunchaku.

SWING ATH.CK Slower than a Stab Attack

but with a longer range. This move is

pnMLcnlnﬂly use,fM when your opponent

is (:»‘om:l'\ingp

¢ Puess the Fast Kick Button to perfarm
a Swing Attack with the Nunchaku.

SWAPPING H.ﬁ.NBS Slowly build up Chi by
mm-ing the j\.'un(‘haku between Bruce's
hands.

* Press a Punch Button to move the

Ninchaka between Bruce’s hands.

HECK'TIE Bruce will leap over his

opponent and use the Niunchaku's chain

to choke the opponent. Note that Bruce

must walk into his opponent before

attempting this move.

¢ Press the J
opponent and simu]h'meou::l\_i press
the Fast Punch Button to perform

the Neck-Tie.

o}_}pad towards your




o mmmoan UVAIA\B

S NV VRN s LY )\

'Depem:]ing on the stage, Bruce will fhfe one or two
oppenents simultaneously. Note that the DIFFICULTY
chosen on the Opﬁor\s Screen determines how many Stages
you can play: POECE OF CAKE means you cannot play
any further than Stage Four, and EASY means Stage
Seve“ iS as fﬂ? as YOIA can p]ﬁy OHIY bY plL\Yil‘h‘:‘l NOR-
MAL or harder will you gei to meet The Phantom!

STAGE 0NE. HONG Kﬂm} The Lantern Festival Dance is bristling

Lwith sailors speiling for a fight. Beware the sailor's chainl glé

—STAGE TWUZ G]ISSIE YANGls mﬂﬂm And into an alleyway. Mind

the chef's mighty meat cleavers!

STAGETHREE.SEATI‘LE The University Gymnasium is where

Biruce tackles Scott. Watch out for his special Spin Kick, his
Shoulder Kick and his novel variation of the Heimlich

Maneuver,

HAGE F['I]B. ﬂmmn The George Wu Gymnasium marks

Bruce's firsf meeting with Johnny Sun - and the place where
his back was broken, Can you avoid Johnny Sun's devastat-
ing moves such as the Throat Girab and Throw and ultimate-
ly change the course of history?




]

STAGE FWE. H‘]NG K[]NG On the Golden Harvest Film Set. The

female acrobats wield staffs which are used to strike oppo-

nents and puk‘ vault.

STAGE SIX BRIHJE'S KW“UN Scott is back at Bruce's school where

he fm\glﬂ Jeet Koan Du, his uhique brand nf martial arts, to

students such as actor Steve j\ACQI\eEVL

STAGE SEYEN. LUNG BEACH STAIHHM A bout with a c‘liﬁlc'l‘el'\ce:

Bruce must defeat Johnny Sun again, but this time within
60 seconds |

STAGE HGHT THMLAH]] On the Jce House set of Brace's first
filw, The Big Boss, Tohnny Sun's brothew Luke is out for
revenge, Beware his Foot Sweep and his Flying Kick.

STAGE NINE: HONG KONG 1 the Enter The Dragen Film Set.

Waich out for the Claw Man's metal talons, avoid the smoke
he blows to daze his opponents, and don't be fnoled by his
posingF

ST)\.GE TEN THE GR)WEYAH!] Whevre The Phantom lurks, armed

with a deadly Kwondon.



THEBONUS ROUND

The fastest but most challenging way to acquire Chi and
points is in the Bonus Round. Attack Pete The I'Hmmy.
[\Hﬂng the pcu{«j fm- points - and m«m.liu\:; the sticks. Be

-k will

spin. However, the fusier the sh‘.:\-c/p;'nd spins, the faster your

warned, the more often a pu.f is hit, the faster the

Chi level will increase.

Mantis Mode, the other combat modes are not available

NOTE: You can only de THE BONUS ROUND in 23

at this point.

2



PLAYING ADVICE

o The ,Num:hql{n may be limited but it's }he r:m|y weapon
effective against The Phantom. Learn to use it - and use
it well,

¢ Bruce has a higher tolerance to injury when in Mantis
Mode; he's stunned easier when in Fighter or Nunchaku

Made.

¢ When Bruce and his opponent bath leap at each other,
delay pressing the Kick Button for as long as pessible to win
the attack,

¢ The Chop and the Flying Kick ave the best attacks to use
against an opponent armed with Nunchaku, It takes prac-
fice to use those moves correctly, but it'’s worth it.

* Try to use as many diffevent moves as possible. The move
You vary your attack, the marve mere.clir.fuble your opponent
willl fihd you.

¢ Learn to use the moves (and especially their »‘anges} by
playing a human opponent - without the human!

* When playing a Batle, keep an eﬁe out for the Vin Yang
symbals which appear. Be first to collect them for extra Chi.



Fvﬁrranty

Atari warrants to the original purchaser this product to be free from defects in material
and workmanship under normal authorized use for a Warranty Period of ninety (90)
days from the date of purchase as evidenced by your receipt. Atari will replace the
defective software free of charge. After the expiration of the Warranty Pericd, you
assume the entire cost of all necessary servicing, repair or correction.

The warranty is null and void if the cartridge has been opened and/or any parts were
removed or if software or any accessories other than those authorized by Atari are
used in connection with this product. Warranty does not cover accidental or intended
damage or neglect. If the product displays a fault within the warranty period, the user
should return it to his place of purchase, who will follow the required procedure to
obtain a replacement.

In no event shall Atari be liable for consequential or incidental damages resulting from
the breach of any express or implied warranties. Some states do not allow limitations
on how long an implied warranty lasts or exclusion of consequential or incidental dam-
ages, so the above limitation or exclusion may not apply to you.
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