








2. Type MD \BUDOKAN and press Enter.

3. Insert the DQOJO disk in drive A or B.

4. Type COPY A:*.* C:\BUDOKAN and press Enter. (If you’re
using drive B, replace A with B.)

5. Whenthecopyingis complete, replace your DOJO disk with
the TOURNAMENT disk. Note: 3.5 inch disk users only need
to copy one disk.

6. Type COPY A:*.* C:\BUDOKAN and press Enter. (If you're
using drive B, replace A with B.)

7. The game is now copied into the BUDOKAN subdirectory
on your hard drive. Put your original disks in a safe place.

Starting the Game
To start BUDOKAN from a hard drive:

1. Reboot your computer by pressing Control-Alt-Del, and
clear out any TSRs (terminate-and-stay-resident programs)
from memory, which are not compatible with Budokan.
(See your individual TSR program manuals for information
on clearing these programs from memory.)

2. Type C: and press Enter.

3. Type CD \BUDOKAN and press Enter.

4. Type BUDO and press Enter. The game will load and you’ll
see the title screen. Press the spacebar to continue, or wait
to see the demo. Note: If Budokan does not run with the
graphics you want, you can specify your graphics type while
loading. See Appendix A: Loading Features. For example: If
you have a VGA card and an EGA monitor, Budokan will try
to use VGA which will give you a blank screen. Type BUDO
EGA and press Enter for this case.

LOADING — FLOPPY DISK USERS

Boot your computer with DOS (any version from 2.11 to 3.3)
before you install or start Budokan,
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Copying your Disks

Do not play with your original disks; make copies of your disks to
play from. If you’re playing with 5.25 inch 360K disks, you’ll have
to copy two disks. (You can copy the files from both 5.25 inch
disks to one 1.2M 5.25 inch disk if you have a 1.2M floppy drive.)
If you're using a 3.5 inch disk, all the information is packed onto
a single disk so you only have to copy one disk.

One Drive Systems

1. Putyour DOS disk in drive A or B, type A: or B: (whichever
drive you put the disk in) and press Enter.

2. Type DISKCOPY and press Enter. You're asked to enter a
source disk; put the DOJO disk in the drive and press Enter
to start copying.

3. Withasingle drive system, you must swap disks during the
copying process. You're prompted when to insert your
source disk (the original) and when to insert your destina-
tion disk (the backup).

4. Repeat steps 2 and 3 with the TOURNAMENT disk.

Two Drive Systems

1. Put your DOS disk in drive A, type A: and press Enter.

2. Type DISKCOPY A: B: and press Enter.

3. You're prompted to insert your source disk in drive A and
the destination disk in drive B. Put the DOJO disk in drive
A, put a blank disk in drive B, and press Enter to start
copying. Note: This will only work if both drives are the
same size. If your drives are different, follow the One Drive
Systems instructions.

4. Repeat steps 2 and 3 with the TOURNAMENT disk.

&~ DOS commands may vary. If you have any difficulties with
copying, refer to your DOS manual for specific information
on how to copy files.
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beneath their dignity. To them, fighting meant fighting with
weapons. On medieval Okinawa, however, no one was allowed
to carry weapons.

Although not allowed to carry weapons, self-defense was still
important to the Okinawans. Adapting to their circumstances,
they studied a Chinese martial art called kung fu, or Shaolin
temple boxing. The karate-ka (karate students) studied in secret
as they feared what might happen if the government found
out. Gradually, they created their own martial art, which they
called te (pronounced “tay”), meaning “hand.”

Te was a system of self-defense where the students learned to
use their own body as a weapon. But as part of this art, they
also studied how to use certain farm tools as weapons,
weapons they knew the king’s
soldiers could not take away
since they were everyday

tools. These weaponsin- 1 /%

cluded the bo, a 4

wooden staff, the \)‘,%7 f
&/

nunchaku, a grain
threshing tool, and the
tonfa, the handle used to
turn a millstone.
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It was not until the twentieth century that te was
introduced into Japan. The name at this point had J '
transformed into karate, meaning “empty hand.” / ‘

N
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The first teacher of karate on Japan was an Okina- \ ~f
wan named Gichin Funakoshi, who modified te to fit 54
the goals he felt most important in the art and to suit O

the Japanese. He founded a school which he named 12 ¥
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Shotokan karate. Other Okinawan teachers followed Funakoshi
to Japan and today there are many distinct styles of Japanese
karate, all of which are shaped from the original Okinawan
styles.

You begin your study of karate after you find the right master
and dojo, or training hall. When you enter the dojo, you must
empty your mind of all you know so your master can fill you
with his knowledge. You start with the basics: long, exhausting
hours of punching and kicking until your muscles are strong
and supple, your attacks sharp and quick.

Under the patient eyes of

basic kamae, or stances: the
stance, the cat stance. Soon, you

training in kata: long, dance-like
which you face a number of imagi-

ponents. The master insists that you
each kata exactly. When he is satisfied
your progress, he allows you to partici-
pate in kumite, or sparring with more ex-
perienced students. At first, the sparring
is slow and controlled to avoid injuries. As
your skills increase, you and your partner

can spar more quickly, at last advancing to a point
where you can stop a death-dealing blow a fraction
of an inch from your partner’s head.

your master, you study the
horse stance, the crane

are ready to begin
exercises in

\, nary op-

Kendo

For the samurai, the most important weapon was
his sword. He carried it wherever he went. It was
his primary means of defense as well as the badge
of his position in society, since only samurai were




allowed to carry swords in medieval Japan. So important was
the sword, the samurai considered it a living thing, imbued
with the soul of its maker and of all those who had used it.
Because of this, each sword had a name, just as people did.

In the middle ages, Japanese swordsmiths perfected a painstak-
ing method of producing the best swords ever made. Strong yet
flexible, light and razor-sharp, the Japanese long sword, or
odachi, is admired throughout the world for its beauty and
craftsmanship. About three feet long, it is curved and has one
cutting edge of great sharpness. The handle is wrapped in shark
or ray skin and a silk cord. A metal guard, or tsuba, protected
the warrior’s hand when he fought. The samurai wore his
sheathed sword blade up and firmly tucked in the obi, or sash,
wrapped around his waist. Worn on the left side of the body,
the sword could be drawn quickly for instant use.

In addition to the long sword odachi, samurai also wore a short
sword called a kodachi. This sword had a foot-long blade, useful
when the samurai was too close to the enemy to properly ma-
neuver his long sword. Some schools taught the warrior to use
both swords at once. This was the fighting style of Japan’s most
famous swordsman, Miyamoto Musashi. The short sword also
had the infamous distinction of being the sword used for
seppuku, or ritual suicide. When the warlord ordered or when it
was necessary to redeem honor, the samurai would slice open
his belly to free his soul. A trusted attendant stood ready to
shorten his agony by decapitating him.

Master swordsmen of the middle ages founded schools or ryu,
in which students followed a carefully formalized method of
training. Over the course of Japanese history, there have been
over 9,000 different martial ryu, 5,000 of which taught the
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sword. Originally, no competition was allowed. This was
because only one kind of fight was conceivable to a samurai —
a duel to the death. Instead, the students learned long, pre-
arranged partner practices. These practices were called kata. The
kata has been the most important tool for learning the secrets
of any combat art. Also as a part of kenjutsu, the study of how
to use the sword for combat, the samurai learned about other
weapons he might face.

In the early history of these schools, students trained with
“live” blades. But because of the danger this entailed and
because of the damage inflicted on clashing swords, much of
the training was done with wooden swords, or bokken. In the
200 plus years of peace known as the Tokugawa era, the con-
cern for safety increased and many schools began practicing
with mock swords made of bamboo. Since they had few occa-
sions in which to test their ability in actual combat, the heads
of some schools began allowing matches so students could
experience the decisiveness of battle without having to worry
about serious injury. As time went on, interest in competitions
grew and schools began placing more emphasis on that aspect
of training.

Convinced of the value of the spiritual and physical training
kendo could give young people, the government introduced
kendo as a part of the regular school curriculum at the begin-
ning of this century. Experts from a number of the most
important kendo schools came together and formulated rules
for competition and the makeup of the kata which all ken-
doists must study. When competing, students use mock
swords, called shinai, which are made of four pieces of bamboo
tied together and covered in leather, and wear armor which
covers the body, head, shoulders, hands, and wrlists. In practice
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and competition, kendoists may only strike eight areas of the
body. The outcome of all fights or shiai are decided by judges;
the first competitor to score two clean hits wins.

Competition is an important part of kendo today, but of even
more importance is the spiritual core of the art. Many men,
even Buddhist priests have written of the importance of the
mind in training with the sword. It is essential to train hard
enough and long enough so you can move instinctively,
without conscious thought. Your mind must be empty of all
worry about life or death, defeat or victory. The moment you
begin to worry, you open yourself to attack. Kendo training
fosters intuition, courage, and forthrightness. The foremost
masters of the sword have also always emphasized the need to
use the sword to protect life, not to take life. The most able

swordsman is the one who can settle con-
.(5 A

flicts without using his sword, the masters
say. This is because the hardest thing to do
" (\ R \ is not to fight.
\‘y &)
CWNY /o)1 Nunchaku
2\ N (g The nunchaku is a weapon whose use developed
__»/ on Okinawa as a part of te, the Okinawan form
2 ~ 1 of karate. It was originally an agricultural tool used

to thresh grain. Two circular, hexagonal, or octago-
nal sticks, each about one to one and a half feet

N Z long, are joined by a chain or cord. In Okina-
x<‘f;—\; wan te, the nunchaku are held in fighting
\ / stances which are the same as the student
\ uses when he is fighting without weapons.
JJ A te master will swing the nunchaku from
ﬁ hand to hand around his arms and body
& k to intimidate his opponent before
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closing on him. When engaged in a fight, the nunchaku expert
can swing his weapons with great force against weak spots on
the opponent’s body, including the ribs, wrists, face, and
knees. Held in one hand, the two halves of the weapon can be
thrust into the groin, throat, face, and solar plexus. And the
enemy’s fingers, hand or wrists can be ensnared between the
two halves of the weapon and caught in a nutcracker-like grip
as the two ends of the nunchaku are brought together. Of
course, the te master always has his other weapons available to
him: his feet, hands, elbows, and knees.

When te was introduced into Japan and became karate, the
weapons forms were left out. Gichin Funakoshi, the man who
first demonstrated karate in Japan, was primarily interested in
developing the physical and mental characters of his students
and placed great emphasis on kumite. Since weapons had no
place in his view of karate, they were not taught. But in recent
years, interest in the original Okinawan weapons has grown.
This is undoubtedly due to the influence of two men, Teruo
Hayashi and Bruce Lee. Hayashi studied all of the traditional
weapons thoroughly and included them in his system, called
Kenshin-ryu. Because of his efforts, many Japanese schools
have introduced the old weapons, including the nunchaku,
into their curriculum. Ironically, Hayashi was also responsible
for the revival of the weapons on Okinawa, where, under the
influence of Japanese style sport karate, many schools no
longer devoted time to their study. But the man who brought
the nunchaku to world attention was Bruce Lee. No one who
has seen the blazing speed and flawless control with which he
wielded the nunchaku in his martial arts movies can doubt the
effective power of this weapon.
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The program automatically detects the best graphics mode for

your computer — you’te not required to enter an argument.

However, there are occasions when you’ll want to change the

graphics mode. Maybe your computer is capable of handling
EGA mode, but you’d rather view the game in CGA mode.

The program does not automatically detect the best sound
driver (except for Tandy). If you want to listen to your AdLib

card instead of your internal PC speaker, you’li need to instruct
your computer to use the AdLib card. You must have the card

installed to be able to use it.

These are the arguments you can use:

HERCULES
CGA

EGA

VGA
MCGA

CMS

ADLIB
MT32

NOSOUND

NOMUSIC
QUIET
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Runs game in Hercules mode.
Runs game in CGA mode.
Runs game in EGA mode.
Runs game in VGA mode.
Runs game in MCGA mode

Plays music on the Creative Music Card
(CMS Card)

Plays music on the ADLIB card.

Plays music on the Roland MT32 cards.

Loads game with sound effects turned off.

Loads game with music turned off.
Loads game with both sound and music
turned off.

Note: Slower machines (ones with 8086-
8088 microprocessors) may not generate
music at all to increase the speed of the
game.

JOoY1 Player 1 uses Joystick #1
Joy2 Player 2 uses Joystick #2

NOSHADOWS The characters in Budokan cast shadows if
the program thinks your computer is fast
enough to display them. You can increase
the game speed by removing them with this
command.

SHADOWS If shadows don't appear and you want them
to, type this command.

Let’s say you want to load the game with these features: EGA
graphics mode, music generated with the AdLib board (you
must have an AdLib board instailed), and no shadows. You'd
type:

BUDO EGA ADLIB NOSHADOWS and press Enter.

It doesn’t matter what order your arguments are in, just as long
as there’s a space between each argument.

Technical Support
If you have questions about the program, our Technical Support Department can
help. If your question isn’t urgent, please write to us at:

Electronic Arts Technical Support
P.O.Box 7578
San Mateo, CA 94403-7578

Please be sure to include the following information in your letter:

Productname

Type of computer you own
*  Any additional system information (like type and make of monitor, video card,

printer, modem etc.)
*  Type of operating system or DOS version number
*  Description of the problem you’re having




If you need to talk to someone immediately, call us at (415) $72-ARTS Monday
though Friday between 8:30 am and 4:30 pm, Pacific Time. Please have the above
information ready when you call. This will help us answer your question in the
shortest possible time.

If you live outside of the United States, you can contact one of our other offices.

In the United Kingdom, contact: Electronic Arts Limited, P.O. Box 835, Slough SL3
8XU, UK. Phone (044) 753 46465.

In Australia, contact: ECP/EA, 4/18 Lawrence Drive, Nerang, Gold Coast, QLD 4211.
Phone: (75) 963-488.

Limited Warranty

Electronic Arts (“EA”) provides to the original purchaser of the computer software
product, for a period of ninety (90) days from the date of original purchase (the
“Warranty Period”), the following limited warranties:

Media — EA warrants that, under normal use, the magnetic media and the packaging
provided with it are free from defects in materials and workmanship.

Software — EA warrants that the software, as originally purchased, will perform
substantially in conformance with the specifications set forth in the packaging and in
the user manual.

Warranty Claims

To make a warranty claim under this limited warranty, please return the product to
the point of purchase, accompanied by proof of purchase, your name, your return
address, and a statement of the defect. OR send the disk(s) to us at the address
below within 90 days of purchase. Include a copy of the dated purchase receipt,
your name, your return address, and a statement of the defect. GoodTimes will, at
its option, repair or replace the product and return it to you (postage prepaid) or
issue you with a credit equal to the purchase price.

To replace defective media after the 90-day warranty period has expired, send the
original disk(s) to the address below. Enclose a statement of the defect, your name,
your return address, and a check or money order for $7.50

GoodTimes Software Customer Service
GoodTimes Software
16 East 40th Street ® New York, NY 10016

Warranty Exclusions: EA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WITH
RESPECT TO THE MEDIA AND THE SOFTWARE, INCLUDING WARRANTIES OF
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. ANY WARRANTIES
IMPLIED BY LAW ARE LIMITED IN DURATION TO THE WARRANTY PERIOD. SOME
STATES DO NOT ALLOW LIMITATIONS ON THE DURATION OF AN IMPLIED WAR-
RANTY, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. THIS WARRANTY
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GIVES YOU SPECIFIC LEGALRIGHTS. YOU MAYALSOHAVEOTHERRIGHTSWHICH
VARY FROM STATETO STATE.

Limitation on Damages

EA SHALL NOT IN ANY CASE BE LIABLE FOR INCIDENTAL, CONSEQUENTIAL, OR
OTHERINDIRECT DAMAGES ARISING FROMANY CLAIM UNDER THISAGREEMENT,

EVEN IF EA OR ITS AGENTS HAVE BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. SOME STATES DONOT ALLOW THEEXCLUSION OR LIMITATION OF IN-
CIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EX-
CLUSION MAY NOT APPLY TO YOU.

Unless indicated otherwise, all software and documentation is
© 1989 Electronic Arts. All Rights Reserved.

IBM s a registered trademark of International Business Machines, Corp.
Tandy is a registered trademark of Tandy Corporation.
AdLib is a trademark of Ad Lib Inc.

NOTICE
ELECTRONIC ARTS RESERVES THE RIGHT TOMAKE IMPROVEMENTS IN THE PROD-
UCT DESCRIBED IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE.

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS COPY-
RIGHTED. ALL RIGHTS ARE RESERVED. NO PART OF THIS MANUAL OR THE DE-
SCRIBED SOFTWAREMAY BE COPIED, REPRODUCED, TRANSLATED OR REDUCED
TO ANY ELECTRONIC MEDIUM OR MACHINE-READABLE FORM WITHOUT THE
PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS, P. O. BOX 7578, SAN MATEO,
CALIFORNIA 94403-7578, ATTN: CUSTOMER SERVICE.

ELECTRONIC ARTSMAKES NO WARRANTIES, EXPRESS OR IMPLIED, WITH RESPECT
TO THIS MANUAL, ITS QUALITY, MERCHANTABILITY OR FITNESS FOR ANY PAR-
TICULAR PURPOSE. THISMANUALISPROVIDED “AS1S.” ELECTRONIC ARTS MAKES
CERTAIN LIMITED WARRANTIES WITH REGARD TO THE SOFTWARE AND THE
MEDIA FOR THE SOFTWARE. PLEASE SEE THE ELECTRONIC ARTS LIMITED WAR-
RANTY.

SOFTWARE © 1989 ELECTRONIC ARTS ALL RIGHTS RESERVED.

MANUAL BY ERIC LINDSTROM
EDITED BY Z.]. YEE

SPECIAL THANKS TO JOHN STONE OF AIKIDO OF MADISON
FOR RESEARCH AND HISTORICAL NOTES
AND TO MICHAEL ISGUR FOR ADDITIONAL GRAPHICS & TECHNICAL SUPPORT.

© 1989 ELECTRONIC ARTS. ALL RIGHTS RESERVED.
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BUDOKAN DESIGN NOTES

In many ways, BUDOKAN is the game I've always wanted to do and
always dreaded doing. I've always wanted to do a realistic simulation of
martial arts training, but I knew that the technological restrictions of a
computer format would be a great handicap. There’s only so much data
space available, limited screen area, a joystick/keyboard interface, etc. The
obstacles always seemed insurmountable to achieve a truly satisfying
computer game experience. So when it came time to design BUDOKAN, it
was “put up or shut up.”

To accommodate the wide variety of techniques available to the real
martial artist, there is a unique joystick interface allowing for “set-up” or
preliminary body positioning. This suddenly gives the player the possibil-
ity for up to 72 separate moves as opposed to the usual 16 moves. 72
different actions proved early on to be a bit overwhelming for the average
player, so the arts depicted in the game use only about half that capacity.

To convey the power and grace of the forms, there are approximately 60-
70 individual frames of animation for each main martial art. I still don’t
really understand how Ray and Rick made it all fit, but they did.

To give the player a taste of the ethical side of martial arts, there is Tobiko-
Sensei. His time-honored philosophy transcends all stylistic differences.

There are a few areas where slight “artistic license” was taken to facilitate
game play, but all-in-all it remains true to authentic form. As in real life,
dedicated and thoughtful training will pay off in the end.

It’s our hope that BUDOKAN goes well beyond the simple “chop and
sock” games by giving you a glimpse into the intricate and subtle depths
of the martial art world.

Special thanks to John Stone of Aikido of Madison for his historical notes,
and the students of Aikido of La Honda who will always remain my
teachers.

— Michael Kosaka
Sandan

04-30467-M





