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This official seal is your assurance that
this product meets the highest quality
standards of SEGA. Buy games and
accessories with this seal to be sure
that they are compatible with the
SEGA™ GAME GEAR™ SYSTEM™,

SEAL OF _
QUALITY

GEORGE FOREMAN'S
KO BOXING

Heroes, hamburgers and American Pie. These are
the trademarks of folk hero George Foreman, a mas-
sive 250 |b. powerhouse who consistently knocks
out opponent after opponent. Foreman has defeat-
ed 24 fighters in three years, 23 by knockout. All
this, after a ten-year retirement from boxing.

But when “Big George” Foreman (whose powerful
punch is only matched by his powerful appetite) first
returned to the ring, not many fans still believed that
the former 1968 Olympic Medalist and 1973
Champion of the World had what it takes anymore.
George quickly proved the skeptics wrong. Foreman
launched his extraordinary comeback with a four-

‘round knockout over Steve Zouski. In the landmark
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fight that again put Foreman in the running for the
Heavyweight Title, George destroyed Gerry Cooney,
sending him to the canvas twice, first with a left-right
combination followed by a left hook, then bringing
Cooney down with his powerful right cross at 1:57 of
the second round.
Seventeen years
after first winning
the Heavyweight
Championship
Title, George
Foreman has
fought 75 fights,
with only three
losses. No fight-
er in history can
match this official
record. At 43,
his awesome
power, coupled
with his friendly,
generous nature
has made Foreman
a national hero.

L

e

i
o

T
R
G
e
Ea
b
ik
i
F
prs
i
i

25
=
=
e
s
R
o
-
=
%
L
e
-
R
=
o
E

e
e

s
. :'n: SRR

i

:_ ':*- -
o _«:»%'
T :-:-%’#'



) .:.-.3.

L AT AT I G L EE e P EAT R E R NI R R R R R R AR RRRREE . W R4 EE R R R L KR 'f e e L L
S 'ﬁ::;:“-_c;&i-ﬁ'%fé:-a-::::a-ﬁ-:xm-:-:-h SR -=:- +‘r=- ~'=1- J‘ ;:-f-:-._, R G, S Lo f-::-‘l &i-:-" e *'5? ”?'"" 4" Q'" 1-:-::-,1:- ﬁﬁﬁ- ﬁ
?:113._3:_1731'.%:_"-‘.1::.117._.:._1*.,*.::':'A R R e

R e R A :?c-'i"-n-b -:ﬁ' 3 o '*”' e SR -nH'?n? 'ﬁ:-

l.A@UN@ UN§TR@@TU©N§

STARTING UP

1. Set your Sega Game Gear System as described in
its instruction manual. For two-player games, use the
Gear-to-Gear™ (Cable (sold separately) to connect
the Game Gear units.

2. Make sure the power switch is OFF.

3. Insert the GEORGE FOREMAN'’S KO BOXING™
cartridge in the Game Gear System by following the
instructions in your Game Gear System manual.

4. Turn the power switch ON. If nothing appears on
the screen, turn off the power and recheck insertion.

IMPORTANT: Always make sure that the Game Gear
System is turned OFF when inserting or removing
your Sega cartridge.

Note: George Foreman’s KO Boxing is for one or
two players.

HANDLING THIS CARTRIDGE

This Cartridge is intended exclusively for the Sega
Game Gear™ System. Do not bend, crush or sub-
merge in liquids. Do not leave in direct sunlight or

‘near a radiator or other source of heat.

Be sure to take an occa5|onal rest dunng extended play




GETTING STARTED

ONE PLAYER/VERSUS MODE
— You have the option of
playing against the com-
puter or against a friend
with the Sega Gear-to-
Gear Cable™,

GAME LEVEL SCREEN —
When the game level
screen comes up, press
the Directional Button UP
or DOWN, then press
START.
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For the best game play, learn the different button
functions before you start.

OBJECT OF THE GAME — Come out fighting and may
the best man win the Championship Belt.

START — Starts the fight. Pauses the fight
prosgress.

DIRECTIONAL BUTTON — You control the footwork
and how your boxer dodges and ducks his oppo-
nent’s punches.
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The Direction Button moves your boxer. Using the
Directional Button with the 1 Button or 2 Button
gives you more diverse punches. With a little prac-
tice you’'ll be able to take on the best of the best.

1 BUTTON — Left jab i
9 BUTTON — Right jab

RIGHT ARROW — Moves boxer forward (in a one-
player game).

LEFT ARROW — Moves boxer backwards (in a one-
player game).

UP ARROW — Let’s you block the face.
DOWN ARROW — Let’s you block the bodly.
DIAGONAL UP LEFT — Your boxer sways back.

DIAGONAL DOWN LEFT — Allows your boxer to
duck.

DIAGONAL DOWN + 1 OR 2 BUTTON — You level a
punch to the opponent’s body.

DIAGONAL UP RIGHT + 1 BUTTON — You throw an
upper cut to the face.

DIAGONAL UP RIGHT + 2 BUTTON — You throw an
upper cut or straight-on punch.
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TIME

STAMINA
METERS

SUPERPUNCH

STAMINA METERS — Located below each fighter’s
name, these indicate how much stamina each boxer
has left.

TIME — Located at the top right-hand side of the fight-
ing screen. Indicates amount of time left in the round.

ROUND — Each fight is scheduled for 10 rounds.

SUPERPUNCH — To throw a SUPERPUNCH, hold down
the 1 Button and 2 Button simultaneously. Wait for your
meter to fill full of red dots, FULL OF PSYCHE POWER!
When your meter is full, your gloves will twinkle white.
Then, you can let loose with the SUPERPUNCH by letting
go of the buttons and quickly jabbing with the 1 but-
ton. The number next to the SUPERPUNCH METER |nd|-
cates how many SUPERPUNCHES you have left.
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THE TWO=-PLATER GAMIE

When you play opposite a friend, you and the other
player must each insert GEORGE FOREMAN’S KO
BOXING™ into your individual Game Gear™ units.
The two Game Gear™ units must each be correctly
connected with the Gear-to-Gear Cable™. Turn the
power ON on both units.

To begin, select VERSUS and press START. The first
player to turn his unit on can choose the game speed.

BE A CONTENDER — You can be George Foreman or
one of the other champion boxers. Press the
Directional UP or DOWN, then select a fighter. The 1
Button or Start sets your choice.
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@@UNT@ AND RNOCROUTS

KNOCKOUTS — One Knock-Down to the count of
ten will win the bout.

TECHNICAL KNOCKOUTS — 3 Knock-Downs in a given
round will win the bout.

RECOVERY — When your boxer’s knocked down, tap J
the 1 Button or 2 Button rapidly. Sometimes this will
promote recovery,

10 POINT MUST SYSTEM

JUDGE’S SCORES — After each round, the JUDGE'S
SCORES SCREEN appears, giving you the score for
each player and all ten rounds.

WINNER OF THE ROUND — 10 Points.
OPPONENT — 7-10 Points based on performance.

POWER POINTS FOR WINNER ONLY: Use these bonus
Power Points to upgrade your boxer’s assets for a
winning strategy on the POWER UPS SCREEN.

KNOCKOUT (KO)..............4 Points
TECHNICAL KNOCKOUT (TKO)...3 Points
JUDGMENT WIN.............2 Points
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STTE@YS POWIER METE ER§

After each BOUT, the POWER UPS SCREEN will appear.
Under these meters is your SUPERPUNCH counter.
Under each fighter are three POWER METERS.

e The first meter indicates POWER PUNCH.
e The second meter indicates RECOVERY.
e The third meter indicates FOOTWORK.

e SP stands for SUPERPUNCHES.

The meters indicate how much strength you have in
each area and the number of Superpunches left.
When you win a bout, you add points to the meters
that you think need power in the most, or add
Superpunches instead. Do this with the 1 Button.
The 2 Button cancels your choice.
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Knock down the opponent, until he stays down to
the count of ten (TKO).

Knock down your opponent 3 times in a round (TKO).

Judge’s Decision gives your boxer more points than
opponent after 10 rounds.

WIN AGAINST ALL YOUR OPPONENTS, YOU’'LL BE THE
NEW WORLD CHAMPION!

TRE AGONY OF DEFREAT

The opponent knocks your boxer down and he can-
not stand up.

The opponent knocks your boxer down 3 times in a
round.

Judge’s Decision gives opponent more points than
your boxer after 10 rounds.

REMATCIA]

When you lose, you can choose to fight a REMATCH.
Press the Directional Button UP or DOWN to select
either REMATCH or QUIT,

NOTE: WHEN YOU'RE DEFEATED TWICE BY THE SAME
BOXER, THE GAME IS OVER.
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POWERFROUSE

GEORGE FOREMAN

Foreman is in shape for
this comeback. George is
running ten to seventeen
miles a day. He’s con-
sumed countless cheese-
burgers. Now the heavy-
hitting Texan is ready to
enter the ring again. And
with the experience of
one of the longest, most
illustrious careers in the

history of boxing, Foreman
faces his opponents with

Impressive strength,
hard-earned skill, and
pure unflappable moxie.

Foreman’s also equipped
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with incredible stamina, recovery ability, and a
Superpunch that dazes all competitors. Now you can
place him in the fighting arena to artfully defeat and

destroy each formidable opponent.

George

Foreman, the former Heavyweight Champion of the
World is just waiting for the bout to begin. The bell is

ringing! Shake hands...come out fighting...LET'S GO!

ROUND 1!
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FLYING EDGE (A Division of Acclaim Entertainment, Inc.)

LIMITED WARRANTY

Flying Edge warrants to the original purchaser only of this Flying Edge software
product that the medium 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 Flying Edge software program is sold "as is,” without
express or implied warranty of any kind, and Flying Edge is not liable for any loss-
es or damages of any kind resulting from use of this program. Flying Edge agrees
for a period of ninety (90) days to either repair or replace, at its option, free of
charge, any Flying Edge software product, postage paid with proof of date of pur-
chase, 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 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 defect in the Flying Edge software product has
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WAR-
RANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRE-
SENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE FLYING EDGE. ANY IMPLIED WARRANTIES APPLICABLE TO
THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHANTABILI-
TY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL FLYING
EDGE BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS FLYING EDGE SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts
and/or exclusions or limitations of incidental or consequential damages so the
above limitations 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 war-
ranty is prohibited by any federal, state or municipal law which cannot be pre-
empted.

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90)
day warranty period has expired, send the original cartridge to Flying Edge at the
address below via UPS or registered mail. Enclose a statement of the defect, your
name, your return address, and a check or money order for $15.00.

Flying Edge Consumer Service Dept., 71 Audrey Avenue, Oyster Bay, NY 11771

Flying Edge Hotline (516) 624-9300
Distributed and marketed by Acclaim Entertainment, Inc.

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

Sega™ and Game Gear™ are trademarks of Sega Enterprises Ltd. George
Foreman's KO Boxing™ and Flying Edge™ are trademarks of Acclaim
Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. All rights reserved.
Printed in Japan.
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Fill out and mail in this coupon to receive a FREE copy of the ]
“Masters of the Game” magazine with information and tips on |
our hot new titles and products! |

- Name: o o

 Phone: ( ) | . ____Date;
Street Address: |
City, State, Zip:

1. Game title:

| 2. Who purchased this game? W Male 0 Female Age

3. Who plays this game the most? (1 Male [ Female Age

4. Why was game purchased for player?
O Self-purchase [ Requested gift [ Unrequested glft

5. How did you hear about this game?
[ d Friend O Radio LTV [ Newspaper [ Magazine Ad
- [ Game Review Ul In-Store Display
‘U Played Before Buying ([ Arcade [ Sales Person
| 6. How would you rate the game play?
123456789 10 (Best)
7. How would you rate the graphics?
1234567 89 10 (Best)
8. Which kind of game do you like most?
[ Action L1 Role-Playing (1 Sports U Simulation O MazefPuzzle

9. How often do you play coin-op arcade games?
[ Never L1Sometimes [ Frequently

10. What game/computer systems are in your household?
(A NES [1Super NES [ Genesis U1 Game Gear
1 Game Boy [ PC (IBM or other)
11.How many times a month do you rent video games?
12.Which magazines and comic books do you read?

P
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13.Comments:

Send to:Flying Edge P.O. Box 9003, Oyster Bay, NY 11771-9003
SRAN N e TR e I Cut along dotted line and send to Flzina Edae I

Patents: U.S. Nos 4,442, 486/4, 454, 594/4, 462, 076; Eurcpe N0.80244; Canada No. 1,183,276;
Hong Kong No. 88-4302; Singapore No. 88-155; Japan No. 82-205605 (Pending)
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Get ready for Help Bart Marvel Comics’
the fight of your save web-swinging
| life with “Big Springfield Superhero has
- George” Foreman! from slimy been framed by |
space mutants! the King Pin!

Licensed by Sega Enterprises Ltd. for
play on the Sega™ Game Gear™ System.

SEAL OF
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COLOR PORTABLE VIDEO GAME SYSTEM
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Sega and Game Gear are trademarks of Sega En'terprises Ltd.




