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. :L.,qcll~I:~.,.t"QctIA~S 
1. Remov~ .Qn, :80Mcartr.ldg,s., frQmtiole. compu;ter., . 
2. Ins~rty6~~::Sie~r:.(J eharripi~h~hiJ)Bi:>xingTM disk into the drive . 

. 3. JUf.JjI>pn,ppwettb ,the mo,nitor,:disk drive and comp,uter., 
fCQr:n~~do[J!t128'~wners:hol(l' down the ~(:~ key as you turn on. 
the computer to access the 64Kmode.) ,.' . . . 

4i Atthe64~ system scrEten, type .... :, lOAD"BO*ING" ;,8 ~ and press 
ReTURN. 

,'. 5. Wli;~nth~ ·,REAOY. prompt ap,pears, type .... RUN~. 
',6. WhQlithe'st,reet scene appe,ars., type a'number and press R~TtJRN 
. to: .... 1~ go to the gym and look at cicurrent ,b,ox~r or create YQur 
, ~ o.wrU ~""2"'" go tot~e boxing. ring' foro fight; ~;r ... chan'ge your 

. v~ribu$ plc:WoptJons; ~4'" exit the game. ' , 
';7.Wh~n;yolJ' .. eready to b!9giri~dight, you may ,play in the Arcade 

. 'M9i.'Je (~l :9r,,~players); thEtStrategy Mc?de (1 ~r 2 players) or the 
,SihtidatJc)nM~de (youmat~H;, lJPtWo~boxer:s, then sit back and 
watch). " . , , , ... ' 

,8. Read the "jifQW to P1a,y Sierr;a Championship Boxing" book to 
discover the m.an.y,diffe'rent things ybucan do. Read the I!History 
i:>f Bo~dngf' to: find out abbut'QJlfhe boxers iriSi,erra Champ'ionship . 
Boxing. Read the "Bo*l!lIgr £1;[1il'(~'" l:J\!a nU(l I when, you think you're 

'\ goodenoll9h to bell.ef,it'(r.olll, a session, at the, "trainingcamp/' 

, . . St .. ategYJ1A°cle ,'. .. 
When you'r~uS'in!!J the Strat~gy' Mdd~ (you mC!nage your bo~~r; buV;~' 
you don't thtowhisp.lmehes fj)r.him).y'ou canus.ethe Action Keys (see' 
below) to "shout"instr~ctiojjs fr:Qmfhe"cot:rl~r~Thelikelihood of your ' 
boxer taking yourad¥ice depends .on hit physical condition and ·the 
soundness of th"Jacivic,e. In add'itioh, you c:cmuse the following 
number keys 'attne top cjf fhekeyboord to change his general strategy 
in mid.rpund: ' . . . 

.... 1~ instructs theboxerinstli'ucts tl:ie,bpxer .... 9~ 
in the leftcc,rn$t in the, right' corner 
to COV$r up '. . to cover up 
and protect himself; and protect himself; 

.... 2~ instructs him to .go 
for the knockout. 

instructs him to go .... 8~ 
for the, knockout. 



Action ,Keys 
. These keys may be redefIned within the game. 
The player on the left The player on the right 
side uses the keys on the. side uses the keys :on, the 
left side6f the keybo.ard. . -right side of the keyboard. 

Q heCldpunch * head punch 
W up.percut @ , uppercut 
e ,ipb p jab, 
A ' Clover h,ad cover head 
S duck d"ck 
D body punch L' "body punch 
Z st~phack, "-( / step back 
X., stepiol"Wmd step f9rward . 
C cover body 

, , 
covet body , 

V duek M ' duck 

ArCcnIeMotilie 
Wfren,you're ir:l the A1'cade,"'ci~; YC!)o cOlilfrol your boxer's everyt:n0ve 
wifhfhe same Actio", Keys :(seEl abbye). ' ' " , " ' 

., . .' S~_I.fK"¥I!' , 
P.uriAg'any round (in any mode~ you can use the foHowlng num'bar 
,~y&tn the top,c;:enhitr of the,~eyboard!' 

.... ' .. exitSltbagame;, _ 

.-.. .stops the fight and refur:nsYOiJfo the street scene; , 

...... '-$tops the,light. and: let. you piCk ,new boxers; 
, ... ..-' freezes the fight (to contintle, ,PI'IifSS %ero again). 
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