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of 5
Fa wind-swept battiefisld of the distant past, littered with the debris
i thie moans and ol he defeated can still be heard the clashing
e titanie confrontation. Two great warlords, leaders of theair now
5, are locked in battle, with the workd itself as the prize. But this
to have a conchusion. Suddenty, the warlords were engulied in a
% and wanighed from the face of the earth, banished to the realm of
i s-weanyheroes whose spell had trapped the waarlords heaved a
sigh of reliet, Mmge-:,‘-dun naq been avertad, for now.

mﬂmda,—mhafﬂhﬁed not all of it for good. Pollution has weakened the envi-

battling and desrrdying each othar for shares of the world's wealth:

i ct::mpetrtors. Ultra.tech hag prnfn.'ecl from
: sweapons they use against sach other.
o profit for Uttratech, however. Their
d::buislun prﬂduc the top rated television broadcast of the future,
ct tournament, which diso serves as a testing ground for
ns. The winners of the tournament are promised whatever they
sevs suffer a significantly poorer fate.

= gis blnn:dg,,r cnntells.t that pur heroes have been drawn, T.J. Combo, dis-
ara Avyaneighit cha?‘ n of the world who seeks redemption. Glacius, a
capE:ad alien fighting forthis life and a chance to escape. And the deadly rot-ot
Fulgore, programmied by L'.itratech with a Killer Instnct and the freedom to use it

“Each fights for his or her own reasons, but each has the same goal: win the tour-
and destroy all opponents.

take me than radical moves and deadly special attacks 1o win this towmna-
mt. It will take g will, a desire; it will take a Killer Instinct.
T

™

THE FUTLRE: The W has seen much progress in the centurias since the-

renment. Governments have fallen. Chaos niles, with huge mega-corporations”

LAk r"" .



+ CONTROL PAD
Up (11 = Jump

Down (41 = Duck

Left [+] and Right [=] = Wove

Back {4 or 3] away _ g0 4 pion
from opponent

Back and Down
' ¥ or M)
avway from opponent

= Bilock an e i

—

the differsnt attacks Emunﬂ;ﬁﬂmgaﬁi :
Although the attacks are daﬁcr&gﬁz!: :‘f
y 1 fp}tm:h* and “kick” above. some tha .

—hurmn mmbamnts e mmr

L Emt.tnn = Ouick Purch %rﬁ
o 1

R Button = Quick Kick

V

Player 2
Score

1ﬂD a“hﬂl’lﬂa Dursng fhat

both of the other pia!_.ns |

Tha first life bar iz green to wellowes,

Between life bars, there will be a briel pal f

B Bar gets up off the ground, but -_.-thE-'r'.r.rL..-..é the action fs continue
through the antire 100 seconds: ! fi T

If the 100 second timer runs out, the fighter wihd has the mést enen

hig or her e bar will wins

impressive combas, ke WUitea :
st points,
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COMBO

One or Two Player
O the main title screen, you will have the choice of
playing a one player or two player game. In the one player
game, you choose a character and use him or her to fight
against the other characters in the toumament, whao are
controlled by the complter. Your ultimate goal: a show-
dowwn with Eyvedol.

In the bwo player game, you play against andther human
player. You can play either a single game at a time, or set
up & Townament,

Tournament Set-LUp
In the tournament mode, you can enter the names of up
to smight different players. The computer will then et up
the matches betweean players and keep track of each

player's win-loss record. The computer will alsa make

sure everyone takes turms, just llke in the arcade (logar
goes to the end of the line, bubl).

Practice Mode
In this mode, you fight a defenseless character who sim-
ply stands there and takes whatever you can dish out.

s -..—q-.-_-v-—-..—#— cmr—— —.Ll__
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Once you have the

Controller Configuration

O the Options Screen, you can configure the buttons so they are assigned 1o
tha mowve you desire. To change a button’s assignment, use the Control Pad +
to highlight the move you want to change (for example, Fierce Punch) and then
press the button you want to assign to that move. Use this option if you have a
joystick to make the game play exactly fike in the arcade!

There are several other settings youw can adiust on the Options screen:

DIFFICULTY: This setting can be tweaked to make the computer controBed
characters tougher to defeat.

EASY BREEAKERS: With this CIN. Combo Broakers are easier to do.

RANDOM SELELCT: Forces you to
random select.

TIMER: Turn the tirmer off
and your fights will last until
onea of the characters is’
defeated.

Selecting characters

options set the way
you want them, it's
time to select

your character. I

you don't know

the fighters, you
should definitely
study the fighter
profiles on pagas
18-22. Scrall through
the fighters using
tive Cortrel Pad, You
can press Up and
Doewn on  the
Control Pad to
change the calor
palette of the
character. Press
any button to selact
thea fighter you want to
use. Once your gpponent
has selected his fighter, get
ready to FIGHT!




Each fighter in the Kiter Instinct lourrament has basic moves thal are simillar, In
the huwman characters, these are usually punches or kicks of various degreas
of ferocity. The non-human characters uss other means of attacking. Each
attack has three levels of intensity; quick, medium and flerce.

OQUICK PLINCH 7 RICK f BITE ! SWORD

Mo matter what method of attack iz used, a Quick

attack is just that; it's fast but deesn't do a lot of
g damage. Howaver, it can be difficult 1o get an

attack in on an opponant who is unleashing a flurry

of quick punches.

MEDILM PLUNCH f KICK / BITE /! SWDRD

A Medium attack is somewhere in between a Chuick
and Flerce attack In termng of speed and damage
caused. It is possible to perform Medium attacks
quiite rapidly, but this requires seme tirming.

: § FIERLCE PUNCH / KICK / BITE / SWORD
b Fierce attacks are devastating, but are somewhat
slow. It's possible to countar-attack after a Fiarce

2 } attack if you time it comectly.

BLOCKING

; Denying your opponant a clear atrike is the best
way to avold damage (duh!) in any fighting game. In
Killer Instingt, blocking skills are especially egsential.
T block a move, hold the Control Pad cross away
from the attacking character. If cormactly blocked, |

g any normal move (Cuick, Madium or Fiarce) will not
do any damage. To block correctly, you must mas-
ter blocking high and low.

BLOCKING HIGH
If you just stand there: and block, that will be good
encugh to block an attacker who is just standing
thera, or even one who is jumping in on you.
Howeewar, if your enenmy -

§ tric= to get sneaky, and §

& attacks low, blocking
| hiigghy will ot e enough,

BLOCKING LOW

Fress Down and away from the attacker on the Control Pad
and you will Bock low. Blocking low s necessary 1o Bock low
attacks, such as sweeps, Somelimes you can also block stand-
ing attacks while ducking, but don't count on it. The only prob-
lem with blocking low is it lpaves you open to a top attack.

TOP ATTACHK
g If your opponent is blocking low, you can top attack owver the

top of their defense. To do this, press away from your oppo- §
nent on the Controd Pad cross and press Fierce Punch,

UPPERCUT ]
Some characters can perform an uppercut by pressing Down ;
on the Contrdd Pad and Fierce Punch. This & especially usafil
whien an attacker jumps at you, Sevaral characters do net have

upparcuts, but they hawe apecial move counter-attacks againat
i jumping attackers.

SWEEP

Prass Down and Fierce Kick next to a standing opponent to
exacite a aweepn attack: I you hit, it will knock vour Toe down,
Mot eveny character has a SWeep move,

OUCK

Press Down on the Control Pad and your character will duck

R From this position, he or she can attack low. Some characters,

ike Sabrewulf, can actually avoid some attacks this way.

SPECIAL MOVES

$ Each character also has a fine selection of special moves to
uge in combat. Each charactar's special moves are different, i

and usually require the use of buttons in combination with the
Control Pad cross. These techniques are

introduced on page 15. The character §

bios starting on page 16 give the actual

button combinations you need to execute

to perform the special moves.
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S0, you've masterad the basics of pounding each other. Now it's time to learm
a combo or two. Combaos arg basically a combination of buttons that produces
multicde hits. Now;, these hits aren’t really free, as you must conmnest with the
first ane In order o activate the combo. However, a Swecessiul combo can
give you many extra bits for the low price of just a few butlon presses. I's pos-
sible ta get a 30 hit combo for a mere & ulton presses! But that will come
Iater, First, you must leanm the law of Jurmp-in Auto-Docbles.

JUMP-IN ALTD-DOUBLES

In arder to perform a Jump-in Auto-Doubde, vou must
first jump-in and attack your opponent, successfully hit-
ting them. Once you have scored the first hit, if you press
the proper button next, you will not only get your first bit,
bt you will also get twe or three bonus hits. The whols
sequence will register as a Triple Combo or Super
Conmibo. The trick s to know what pair of buttons will pro-
duce the Aute-Double, It's easiest to imagine the buttans
on the controller as if they were connected as shown in
the diagram below:

ALTD DOUBLE DIAGRAM USING
ShES PAD

You can tell from this diagram (shown
hera using the default Control Pad layout)
that Iif you jump-in and hit, for example
with a Fierce Kick, pressing Medium
Punsh imvmediately after the first hit should
trigger at least a Triple Combo. Note that
aithowgh the amows go both ways in the
diagram (Fierce Punch to Medium Kick
ard Medium Kick to Fierce Punch) not 1
avery Auto-Double button combination will
work with every character,

OFENERS

The jump-in attack is what |z known as an “"Opaner”
mowe. This means that i this initial aftack s successful,
your opponent ks briefly open to whatever combo seres
Yol want to punigh him or her with, Each character also
has sewveral special mowves that function as openers. If
wou hit with an Opener move, there s at least one button
{zomeatimas more) that you can press to get an Auto-
Diouble.

TOP ATTACK ALTO-DOLBLE
Top Attacks are also Openers.

LINKERS

So what do you do once you
have masterad Triple and Super
Combos? You extend your
combo fally using moves kKown
as Linkers. After you havea suc-
cessfully hit your opponent with
an Auto-Double, you can contin-
ue to combo theam by following
the last hit of the Auto-Double
with a Linker mowve and another
Auto-Doubie button,

END SPECIALS

Thes bast way to finish a combo is
an end special, which can be
added after any Auto-Doubde or
Linker. End Special are hsted in
mach character's profile. An
axample of a complete combo
sequance would e

Jump-In hit
+
Aunto-Doublie button
+
Linker
=
Auto-Double button
i +
End Special.




CLCYT TR CROFILS

Each of the character Blographies on the folowing pages details the fighter's
Special moves, There are three gengral categones of Special Moves: Gharge
Mowves, Roll Mowes and Tap Mowves.

Charge Moves !
invalve hDI'Ding the Control Pad cross in the indicated difection for abolt two |
seconds (it can help to count 1-2), then pressing in the Spposite direction with
an attack button.

Roll Mowves i .
are done by performing a roling motion on the Control Pad cross; and then |
pressing an attack button, The nstractions indicate the key -directional paints |
you must hit during the rolling motion, but you should ahways oy to hit all ponts
T in=between. A smooth, aven. rolling motion iz best; you dan’t have to do it
Quick breaks Me . a4 T ™ | super fast.

Medium breaks Fierce. ) . h

Fierce breaks Quick. Tap Moves

ara performad by tapping the contral pad croess in the indicated direction and
then pressing an attack button immediately afterwand.

As you pracliee these moves (and it will take practica, espeacially f you hawen't
played a lot of fighting games befora) thay will become’ second nature. When
you first dothe mowes, try to do them slowly and deliberately for maximim

end finisher, you must
5 accuracy. Once you're proficlent, you'll be akcle 1o pull therm off Sgcand r@ture,

Here is the k-G:g.-' to the symbols usad in the bios:

Op = Duick Punch Button

Ok = Duick Hick Eu;tnn

Mp = Medium Punch Button L
MK = Medium Kick Button -
Fp = Fierce Punch Button

Fk = Fierce Kick Button

= = Press Controd Pad cross away Trom apponent
=3 = Press Control Pad cross towards apponsnt
+ m A meguence of buttons

“Move Name" “Button™

Do the move using the indicated botton




T.J. COMBUO AGe: 85
HEISHT: B1"  WEIGHT. 220 ibs.

Tad. Combo was ance theurdisputed hesnwalghtchampon of
the wearld for fiveyears straightsHe whs strpped of big Title far
fyis: brutal methods of punishingopoonenteee novefights t
regain his fame and forbane:

_,&-u-' -1 1{ AT 2y

""wer.lne Gharge €= then = and Fp
Ralliarc castar: I:I|:||'|L £ fhen = and Mp
(G thiough fireballs}
Spinfist Charge € then =» and dp
Fhyirg ¥ Thiarge €= then = and Fk
Ko B0 v = thin = and Mk
Faz1 Fiying Knee e = then = ared Ok
Turm Asound Fisnch: x.l ame = then €= and Lo
Cytlors: Charge Fp then releass

Example of Valid Jpener: Rollarcoaste: + Fk
End Specials: Fowerine, Hallercoaster, Spinfist
Comiro Breaker: = then =% and any kice
Danger Moves: &==»=34ip « Chircaractar
Ultra Combo: =»€=Fp

FULGORE #ce:
HEIGHT: B'S”  WEIGHT: 560 ibs.

A peotntype eybematic soldardevboped by tiratech, Fulgars
wa entered into the Killar It isma mant a5 a final
“toan of 115 comibal cepabilites, Onge its ehilifies.ae

pravien, mass productiod will Teging e
LT L ES T PR R :
Laser Stomm {5ingle): £ 9= and any poeeh, l‘\
Lazes Starm (o Shotsl! e e O
Laser Starmifthaa shotsly  eee=dia—3 o
Plasiia-part] = e o = and ary butian
Phasmastice: S = =¥ and any punch

- Pyalaser o Fr
Cybardash: Charge 4= then =3 and any kick
Risflect: d & and ang punch
Exaniple of Valid Dpemer: Eyelazer Fk + h&

End Specialz; Laser Siom My, Fasmaslics F, Fasma-part o Cyberdash Bk
Cormbo Braaker: Flasmaslice

Danger Mowve: J. S =%k Gun ‘em diwn

Ultra Combo: Plasrashos Op

(=]

JAGD pcE-2i
HEIGHT: 5’6" WEIGHT 190 ibs.

e i & Enysterious wairior monk fom & e te region of Tibal
Guided oy the pewestul TigerSpint m sesk his destiomg he s
beseerr lesid o the Killer fnstincy fsirnament to'Basfray the avilwithin,

o) E R L Y

Exdakilkinn o = and any punch

Wind Kick ol andany kick fgoes thratah prajesishs)
Easar Sward; il Fp

TigerFury: e d=» et anyg puich

Example of Valid Opsner: Wird Kick Fi + W

End Spaciafs: Tigar fFury, Enakuken Gp, Wind Kick M
Combo Breaker: Tiger Fury

Danger Move: - €===3{p Svord

Uterar Corlo: Wing Bick Ok

B.ORCHID Foe =5

HolGHT: 5'67  WEIGHT: I25 65,

B. Oirehid 35 4 sexretagent, sent by kWi qrois 1o investinste the mysis
pus digappearances thatsurmoond the Kilier Inshnet ipamsment: Her '.rﬂB_ﬁ_lEl'l".if.y
and abiities are: shrouded mn secrety

Tei i

Lasabon -1- = ey puach

Fliick: Fiak; Charms €= then = andary kick 8
FireCat; Charps = then = and army punch
Spinning Swond: wdw +Fo

Ichi o  Mp e Op)

Exarnple of Valid Openar:
End Specials: Sninning =
Combo Broakar: FHick Hak

Dangar Moves. =% Ok |press P togtomp) Frog
Ultra Combo: £==3 Mp

a Lat Mp+ Fp
o P, Lasakan F, Fick Flack Mg

i




CHIEF THUNDER fAce: gz
HEIGHE: B'2” WEBHT: 280 ibs.

hystical defender of Native mearicen pacple, Chigh Thunder et
the Biller Instines spumament to sohee the mystan Sehind the disdp.
pearance af his brother, Eagle, in the previols year s urmanent,

e A

Phagnic: o = any kick

Sammarmish: =3 5ok i &= and punch

Triplaa: Chizze €= tan =% and any punch
Tamahaiwk:- Whle i rick-air, = deoad &= Fp
Hewarse Trptac Chamge -3 then €= and Mp

Example of Valid Opener: Tomahawk « 0k :
End Specials: Triptax Fp, Fhoenix Fk, Sammaemizh M+ Fp £
Comnbo Breaker: Zammamish -
Danger Move: Fhranix F Lightning 3

Uitra Combo: €==30p I %

SPINAL Ace:e26850
HEIGHT: 5’87  WENSHT: Ji0ibhs.

Spinal's arigin is & closely guarded saoratef Ulitatesh. A
secret hranch of the, coeparatian, Using 2 wanety af soetial
technaques, have succaatad 1 reviving a8, SCienl Warmies,
With anty the vaguas! fmetsaries of his g [ife, Spamal
T how 10 g only one thing; fight!

b erioitarnl @) e
e R R L LT Fa ]

Shaleport: Je-any kick or punch

Prewiee Devur, = anid hald Op

Searang Skl % =3 end any punch {aftar charging Shiekd with
projectile)

Soul Swaond; =% and Mp

Bene Shakar: == ant any purch
Super Saanng Skull: = L= Fpplalter absesbing progectile]
Sliding Kick: [ -
Example of Valid Opener: Bone Shakar Mp + Mi
End Specials: Skelaport amy punch, Booe Shaker + any punch
Combo Breaker: Hone Shaker
Danger Move: &4+ (k5ab
Uitra Combo: J S=>Fp
=]

O e ey T

e

A P T T I el T

R T oy W

Sabresgin ity €= then =3 and any
punch

Flaming Bat: o & & and any punch
Hirini: R T

Satrepounce, Charge & then =» and Fk
Sabreslap: Charge = then =% and hik
Sabreroli; Charge &= then = and Ok
‘Resarss Sabresgin: Charga = 1hen = and Mp

RIPTOR ace:q
HEIGHT: 70"  LWEIGHT: 100 lbs.

Riptaris a product of Ultratech’s DNA Manipokation
Propece. By splicing human and reptilisn genegsthey
hered croated a fighting crastire with znimal fenacity
and-hman intelligence:

P e

=5,

Claw Lppesoiy: o Op
Taitflip e any kick
Flaming Venom: € & &= any punch
Dragon Breath: W
Jump Rake: Chame. €= then = any
kick
Rampage: Charge s=ther =3 &y punch

Raverse Jump Rake =»then & bk or k)

Example of Valid Opeaer: Jumng Rzse Ok + Op

End Specials: Flaming Venom Fp, Taitfip Mi, Ciaw Upparcat
Combe Ereaker: Jump Reke

Danger Move: & M Deadly Yerom

Uitra Combor €= Ok

SABREWLULF rce:as
HEIGHT: 5°i”  WEIBHT: 900 lbs.

Sabirawiiltis afflscted withthe rans disaase; Lycarthropy. Althuugh he
[ s foerna epost OF s 1 A recluse, ha enbérs ther Filer Bnsting
Torsnamant on the peomisa of 3 cune i e s Weodous.

S r e R A

Example of Valid Opener: Szhrepiuncs + Mp
End Specials: Sanraspen p, Sabrapounce, Sabrerll, Sabreslap
Combo Bresker: == Ay Kick

Danger Move: &€ W& iy

Uitra Comba: => &= Ok




GLACILS aie: unsnown

HEIGHT B'37 WEIGHT: 304 ibs.

v i
"_I"'gﬁ i s inifishnee L Frat f-*h f{m:uﬂ hum
Tight For hig Nife incthe Kiles Instinch oy mzment.

Shockw e

Cold Shawider: Gharge €= then =3 and any.purch
e Lance: R

Liguidizes e =»and any kick

Example of Valid Opaner: Cold 5 fp+d

End Specials: Shockwaea Fp, Liquidize e loe Lanca

Combo Breaker: 4 then =¥ a
Danger Move: & J - Mol
Lhera Cownbo: €==» Fp

T T

o

CINDER pce: 2i

HEIGHT: B'2"  WEIGHT: {95 Ibs.

Uleratech’s chemical wesnons lestin exchangs
parpde. A failad experimant fimed iem ntoca baing g
Thame; He has now beenipiiered frepdom Fhe can'dafest
Glacius in the Kiltar Instinct taurnamsnt.

=3 ani any bk

Firaflashy =% =3 and any bk
Heathist: =l

Hestsink: =% =

Wi =N M

Tradlbiizer Charge = than = and'any pinch

In air; == and any punch

Example of Valid Opener; Tralbamer Mo o
Emd Specials: Trailbiazer Mp, Firaflash B Firedlash MK, Feefiash Ok
Comnbo Breaker: Fireilash
Danger Move: L %= Ok Infermo
Ultra Combo: € than =» Fp

- T

20

g i

— R = —— S S e = et A S

EYEDDL Fce: thet would be telling
HENSHTE foo iall  WEIGHT reailly beavy

Augrirds 'Fi-"n m‘lh’e Prn.mgus: star
QP e,
Ui'.raiem'lﬂ smemm’la snatetied him autb[
oy Umhn o do tl.uﬂl[—: with $he finslist in .
| : "-.'hl'a g&mc 5 Filler Inﬂhnﬁt fournement.

il ﬂ ohe of them

ia FIIII miFrmahnﬂ aua"

| mnuau cnmhns and-of




S0 you've mastered al the basic combos) jume-ing, opanars, inkare and end
firisters. Vel thal's far froemn all ;.'r_‘:;r'.'.' firngd i Kiter Instinct! Below yu;}.'."l'n' firnct
sarme of the more advanced tricks, but we're going fo leawve it 1o pou to find
some of the really spacial moves (ke Al Doubles, Shadow Movaes and Post
Breaker Specialz). Keep building upon youwr knowiedge of Auto-Doubles ard

VoL N B SUrTse o oW MENY (W ImoVies Vol can discover.

Danger Moves

When your have your opponent on the
ropes and basically defeated, vou can
perform a Danger hMove on him or ber.
You will only have a few seconds to
perform the move. Some of the
Danger Moves redulre special timing,
or that you stand a certain distance
from your victim. We've only listed a
few, you'll hawve to find the others!

Uitra Combos

If your opponent is almost defeatad (his second life bar is amost gone and the
bit that rermains is flashing), you can perform an Ultra Combo. Basically, Ukra
Cormbos are like special End Finishers that work when your opponent is almost
defeated. Go into & combo sequence, and if you hit, finlsh it with the Litra
Combo movs noted for the character you are using, I you do it comractly, you
should geat a double digit Ultra Comibo, usually in excess of 20 hits, There & no
way to combo break an Ultra Combo, but if you're gatting hit By ofe, vou ware
almost defeated anyway.

Thers are Ay other moves and hidden secrets in Killer Instinct, i the char-
acter profiles, we hane not listed all of the possibde Auto-Doubles for different
cpaners, or the linkers.etc. Thare are alse a few special moves that we didn’t
list. Try everything and see what you can find!

you Gan Been track ol any special
WOVES You Siscover hare
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NEED HELP WITH INSTALLATION, MAINTENANCE,
OR SERVICE? CALL 1-B00-255-3700.

Mirtendo
B0, Box 957, Redmond




