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~game. For more information about unlocking ﬁﬂhﬂ-ﬁﬂnhﬂﬁhﬂ.ﬂ#ﬂﬂﬁrﬂlﬂ‘ Pause nm’lu or
COLLECTABLES under the main menu.

NOTE: Aule Save only saves game seltings and unlockables. |t does nbﬁmi any gaml-
progression,
GAME MENU

The Game menu allows you to save your game progress, resel to the current game's Title
Soreen, quit to the makn menu and view Options, Controls and Unlockables.

To access the Game menu, hold and release the SELECT button BOB

B.0.B

Cur hero has crashed on Planet Goth. Mow he must dispose of the hostile natives and score a
new set of wheels to make his way to his blind date. Use your wit and firepower to make your
way to the swirling erange teleporter, upgrading your weapons, remotes and energy level alang
the way. And be prepared to encounter some straaaannnnge creatures!



“e=/=b buttons

[ciims.

1§ buttons

| EnteriExit recharger {when B.O B. is centred in front of recharger) | 4/} buttons
Grouch § bustton
Fire L_| button

Grab onto overhead pipes and vines

 button + 4 button

Jump (keep holding to jump higher)

= button

Punch

L buttan

Activate current remote

O button

Cycle through available remodes

2 button or HEEE button

Cyele through avallable weapons

[ button or (M8 button

Aocess Inventory screen

START button

PLAYING B.O.B.

B.O.B. can shoot six kinds of ammunition from his gun arm and he can pull out remotes (tricked
out gadgets) in crisis situations, When fully charged, B.O.B. has a maximum 99 shots per gun

and he can have a maximum of nine remotes

MOTE: ¥You cannot use remotes when B.O.B.is crouching or hanging onto a ladder, pipe or vine.

Likewige, B.O.BE. cannot punch when he's hanging on to something

elae,
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Shield him {unless he walks through them). When the shield starts Rashing
you know it's about to wear off,

Umbrella Saves B.O B, from falls. He can only open [t while he is faliing.

Hellcopter Hat | B.O.B. Mes! Just stay away from the walis-and cellings.

Floats, counts down and blows! B.O B, can unleash them In rapid

Floating Bomb Sk e

@
e
@ Trampoline Hurls B.OB. upward. He doesn't have to be on the ground 1o use one.
E

Budakan

Submit to the teachings of your Sensel as you learn about martial arts and the path of the
warrior. Patlence, discipling, concentration, franguillity = as much as strength and power, these
are the keys o your training as you prepare 1o go to the Budokan and face the Iindomitable
Hirashi ikeda

MOTE: You must enter the Battle ArenaiTournament Center at the top left of the screen to enter a
Player vs Player (Ad Hoc) match.



All moves use the dmup f 1] buttons (except pausing the ﬁam&'}l. “Forward” means press the
button in the direction you are facing. “Away” means press the button in the opposite direction
you are facing. “Attack” can be the * butten, | | button or ' button, it doesn't matter which.

GENERAL CONTROLS

Move du o (1} buttons:
Jump straight up £ button {hold)
Crouch down i. button {hold)

Stance lor special move

A= imp Pittons (tap or hold)

Block high/middiellow

Forward and § butten/forward! forward and § button

Pauge

START button

KARATE

Move 4o [ f/ ] buttons:

Punch Forward + attack

Crouch kick J budton + attack

Highilaw punch Forward + § button + attack

Jump kick Forward (hold) + ‘!‘ button + attack

Spinning jump kick Forward (hold) + § button then away (hold) + § button + attack
Kick Aoeay (hald) + attack

Spin kick Away (hold) then forward + aftack

Forward kick

Forward (hold) + attack

Sweep ¥ button (hold) then away + attack
KENDO
Move 4= mp (41} bultons

Jump sirike

Forward (hold) + 4 button + attack

Crouch strike

J button (hold) + attack

Strlke

sweay (hold) then

forward + 4 button + attack for high strike
forward + attack for mid strike

forward + § button + attack for low strike




Move P —
Away (hold) then!
Sk forward + F button + attack for high strike
ferward + attack for mid strike
forward + § button + attack for low strike
Crouch strike Forward (hold) + § button then away + 4 button + attack
Jump strike Forward {hold) + 4 button then forward + attack

Spin jJump strika

Forward (hold) + 4 button then away + ¥ button + attack

Spin forward thrust

Away (hold) then forward + aftack

Oyerhead attack

Forward (hold) then away + attack

Full defend Bway (hold) + attack
NUNCHAEKU
Move A (41} buttons:
Forward (hold) then;
Sirike 4 button + attack for high strike
attack for mid sfrike V' button + attack for low sirike
Jump strike § button (hold) + forward then attack

Spin jump strike

f button (hold) + forward then 4 button + away + attack

Spin jump strike

Forward (hold) + § button then away + § button + attack

Double hit Away (hold) then £ button + attack

Triple hif Away (hold) then § button + attack

Ovarhead hit Forward [hold) then ‘!‘ button + forward + attack
Mid hit Forward (hold) then attack

Triple body hit Forward {hold) then § button + forward + attack
TRAIMING

Fause menu

| button + = button + buttom




and Tt Armages ! has &n you 1o fly
tuﬁﬂ of dangerous pre-emptive ﬂlrﬁpﬂﬂm in the desert to vanquish this inimical despot.

|CONTROLS
Stesr t= it 1 14 buittons
Jink (fly side-to-side) [ | button (hold) + 4miwe (4} buttons
Hydra missiles thold for continuous fire) " button
Helifire missiles [] button
Chain gung (hold for cantinuaws fire) I Buttan
Pause/Map screen START butten
PLAYING DESERT STRIKE

MOTE: For more Information on playing Desert Strike, see the Playing Jungle Strike section.

Bafore you enter battie you must choose your helicopter co-pilot. Your co-pilot is responsible for
aiming the guns and operating the winch. The more capable your co-pilol, the easier your job as
pilot will be and the more likely yvou are to save the world.

Here are some more tips for taking down Kilbaba!

= Your helicopter is depicted with a white, twirling X an your map.
» Select objects from the display below the battle map. The object selected blinks on the battle map

+ Although the chaln gun may appear o be hiting an object, ensure you look out for the grey
explosion and listen for the loud impact nodse to be certain you are on targel. Misses appear
as yellow explosions and make only a small gunfire nodse.

Hover over crates, drums and people to pick them up,
= Complete the missions in order,
« Drop off passengers in landing zones to restore armaour,
+ Supplies are sometimes concealed inside targels.

« You are allotted three lives per campalgn. If you lose yvour third life before you accomplish the
final mission of a campaign. you must return to the baginning of that campaign and camplate it
before you can move an.

You will cocasionally recelve announcements of Incoming intelligence reports. If you wait more
than 10 seconds o access the report, [t disappears



“Bul to even the score. Humﬂhﬁ!ﬂl "iﬂtc- afr!l I'ifr tbnuﬁnu&hrﬂl‘; MM!’!H’I ﬁi' the I!I'.'Illul' «Eam’h[
houses by casting spells and possessing items 1o W them (nte Fright ‘Ems. If he can keep his
Ectoplasm level up and survive the occasional dungeon trip, he might just get his life back.

CONTROLS

GENERAL
|Walk = w4 Buttons

Pause START
[HOUSES
(iick ghost (while maving) # bution |:+1-J'-Irf'h'-l- buttons to direct kick)
Superkick ghost fwhile standing sill) | . button to build up Spin momentum, then 4e/=e 44 buttors to direct kick
Enterfactivatelexit Fright 'Em [ button

Spell meEnulCast 5pei|- button

Overhead map START Button

DUNGEQMNS

Jumg {dungeons anly) | buttan

PLAYING HAUNMNTING STARRING FOLTERGLUY

Your scare tactics against the Sardinis all take place in the rooms of their houtes. Rooms
contain the Fright "Ems you need to activate to strike fear into the cold, tiny hearis of Vito and
his family. To find out how well your haunting is going, keep an eye on the Sardinis’ fear levels,
which are displayed in their porfraits in the lower right corner of the screen when Polterguy is in
a room with someone and in the corners of the overhead map scréen.

ECTOPLASM

The green slimea that accumulates in dungeons and houses is the goo that keeps you going. To
pick some up, just walk over it. If you pass any by, & green arrow points you back fo it

Ecto occurs maturally in dungeons, but it condenszes in houses only when Polterguy frightens a
Sardini out of 8 room, If you leave a room without picking up the ecto, it disappears.

Keep an eye on your Ecto Meter — Polterguy expends ecto when he enfers a Fright "Em. If you
fun out of the stuff, you automatically return te the dungeon to recharge. That might not sound
too bad, but dungeons are home to disembodied arms, bouncing skulls, swarms of bats and
other supernatural nastes thal can do Polterguy harm.



S ALINTING

Possess seemingly special househaold items to scare the Sardinis. Fright ‘Ems flash with an
eerie light when Poltérguy gets near them, You can énter a Fright "Em at any time but it will anly

activate when a Sardini 1= In the room.

Spefls accumulate in dungeons in the form of special red ectoplasm and condense in the shape
of lefters: D for Dog-Off, 8 for Supr-Scare, B for Boo-Doo, E for Exto-Xira and £ for Zom-B-lze.
Try them out to find out the best situation for each one.

JUNGLE STRIKE The sequel to desert strike

General Kilbaba is dead, buf his son 18 as vicious as his father, if not more so0. Mow the son
has teamed wp with the dmig lord Carlos Ortega, @ man with the means to deliver the Desert
Madman’s nuclear materials in weapon form. Luckily their plan is still in the early stage. It's your

job to stop them,
CONTROLS

Steer

4=t (4 ] bultons

Jink {fly side-to-side; helicopler anly)

button (hold) + +=/=p/§/ 4 buttons

Fire (see below)

« button, [ | button or 1 butten

Pause/Map screen

START butlon

WEAPONS
Helicopter Hovercraft | Fighter Jet Motorcycle
button Hellfires Wiater mine Ironbombs Land mine
= button Hydras Light rockets | AIM-52 rockets Light rockets
button Chain gun Machine gun | Machine gun Machine gun




fﬂ"ﬂl'ﬁ on & helipad, hover nﬁfi‘trﬁ] you hi!i:mlﬁ‘ nd. Note that you can land on friendly
:i:ﬂ'mpmmd:ndmdhllp:ds s e e

FIGHTER JET

To take off, land the helicapter on the helipad by the jet hangar. You autnmﬂulhr transfer to the
fighter |et and take off.

To land, approach the landing strip from the direction oppasite the one in which you took off, line
up the fighter jet's shadow slightly left of centre with the landing strip at minimum altitude and the
fighter jet lands itself,

The fighter et has automatic forward motion, unlimited fuel and ammo and cannot hover like the
hellcopter.

NOTE ON DANGER ZONES

Some targets are protected by Danger Zones maintained by radar units or power stations. The
early warning provided by alert zones increases weapons firing rates, power of weapons and
armour strength. Firing rate and power points in a Danger Zone return to normal when you knock
out its early warning system, The message bar at the bottom of the screen warns you when you
are in a Danger Zone

MNOTE ON LANDING ZONES

In the course of some campaigns you are called upon to clear and secure enemy landing zones
(LZs). Some LZs become secure after you complete an earlier mission. Enemy landing zones are
red; once you have them secured, they become green,
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CONTROLS

1 by a seres ¢ 1: o 5
emerged a new order which :pirlrrtﬂud Inl-u wirrl‘igiiutt .ﬂﬂ Ihl hlddi'lg u?I'tIm ﬁrmant ﬂnh .
these sects agreed that if batiles were to arise, they would take the form of ancient contests. And

BEFORE THE SNAP

Audible 1 button
Cyche through players . buttan
Snap ball {cffense only) ) button
Cycle through players (defense anly) 0 butten

AUDBLES

Cancel audibia

#=jmp |41} buttons {or don't press any buttons when the
Audible screen appears}

Running play | buttcn
Passing play “ button
Masty audible buttan

OFFENSIVE RLUNMNING PLAYS

Direct plaver o= mp 4 ) Buttons
Runnar dives button
HUnner jumps, Spins and punches buttan
Jurnp ower fiald obstacles bustton

Leap and kick opponant of avoid tackle

Dizuble tap £ ' button

OFFENSIVE PASSING PLAYS

Throw to receiver

button to bring up passing windows, then
receer & button, receiver B: button
recemer O; button,

Lateral (specel plays only, such as
Deathbone, twa-point comversions)

button

NOTE: To throw a bomb, tap the button; to throw a bullet, press and hold the bulton




RECEIVING ¥

| Dive [_| button

| Spin . button
Jump _ button
TACKLING/DEFENSE [AFTER THE SNAP)
Direct player ha-t:'!rl buttons
Dive | button
Select defender closest to ball = buttomn
Jumps to blockfintercept pass i button
Jump toward runner (if pass is complete) button
Leap and spin Couble tap 1 ) button
Tackle with greater force button + 4= /mp 4/} buttons toward runner
KICKING
Cycle through players >, butlon
Call up kick meter/begin kick! kick the ball, burtton
using the #=/'=¢ bultons to kick left or right
Aim kick leftiright 4=/ butions
TIME OUT
Fause START button
Replay (with game paused) button
Call time cut (with game paused) = button

ROAD RASH™ ROAD RASH™ I, ROAD RASH™ Il

It started out a long time ago as a vendetta race bebween rivals Polygon and Fang. The injuries
and abominable disregard for the law begun that day were to set the tone for the thousands of
Road Rash races to follow. Punching, kicking and clubbing at 150 mph are the norm for Rashers,

MOTE: In arder for both players to be able to play in 8 two-player Ad Hoc match in Road Rash 01,
you must enter the Game Options screen and change Player Mode to SPLIT SCREEN.

NOTE: You cannot turn off the musis in Boad Rash 1|



| Steer A= buttons
Backhand punch £ button
Kick & button
Brake [T hutton
Accelerate *button
FPunchiUse weapon/Grab cluk or chain from o button
opponent
Fauge START button

PLAYING THE ROAD RASH™ SERIES

Finish in one of the top three positions on each course to advance to the next level. There are
five levels in all. Qualify on each of the five courses on the fifth level to walk away with the Road
Rash cup, the respect of yvour peers and a bladder full of the bubbly stuff. And your parents said
yvou'd never amount Lo anything!

When you win a race, you win some cash to put towards a better bike. The better the bike, the
more expensive it is, so save up!

Your Stamina Meter begins at full strength and is reduced each time an opponent lays a blow on
you. When your Stamina Meter hits zero, you hit the pavement. [f you're in the thick of a baitle
and your meter's dwindling, back off until you recover a bil.

Feep an eye on your nearest opponent’s stamina meter. The colour of the meter {green, yellow
or red) indicates the Rasher's level of aggression toward you,

The Damage Gauge is decreased by each crash. Unlike the Stamina meter, the Damage gauge
cannol be replenished during a race — when it's gone, your bike s wreckad!

If you get Busted, you're out of the current race and charged a stiff fine. The price of the fine is
displayed on the Busted screen. If you can't come up with enough money to pay vour fine = see
ya!

Road Rash |l and Road Rash Il feature the Bike Shop. Upgrade your equipmeant to stay
competitive. |n the Bike Shop you can shop for bikes in three classes or upgrade your current
bike's Performance, Protection, Tires or Suspension



chance. As a F you = Shop - you work for the cops.
‘In either case your duty is the luh‘ié' you're racing agmmwﬂanhafmwﬂ‘urﬁ”mﬂa—pmd 'em
‘1o the asphalt then pull-over and let the autharities do their thing. Your repair cost or fine for
“getting busted s then waived.

If you can't afford your repair cost or fine, the Repo or Snitch screen may appear, To help you
complete your mission, the Bike Shop owner gives you a orowbar, while the cops provide you
with & club. Your target Rasher stands out from the crowd by wearing different colour leathers.

SYNDICATE

After the collapse of the New World Order, cime Syndicates swepl in o fill the power vacuum.
Thelr greatest weapon was the CHIP. Inserted Into the neck, the CHIP altered the user's svery
perception of the oulside waorld.

As a young Syndicate executive you're looking to make your mark. From a confrol platform high
above the teeming city streets, you observe your cyborg agents, conirolled by the CHIP, spread
the shadow of your terror.

CONTROLS
MISSION CONTROLS
Mo eiSteer o mp (41} buttons
Fira button
Soroll through iteme and weapons 24 buttan + Sl buttons
Pilok up/Put down item or weapon “ buttorn + $/4 buttons
Saelect agant to contral button + el bottons
Decreasafincreass AP leveal W buitons ¢

A 0 pattan, P buttan, | Button
Instantly incraase APl levals fo MAX & awitch to best weapon | 4= button + = bution
Tegate singhefgroup contre < Dutton
Pausa gama START butien
Enter car SELELCT button

MOTE:! When driving you must press bwo directions at the same lime.
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wammmmﬂu and through the violent auuumg- of your agents, wrestle them from
rival Syndicates. However, while you're busy expanding your Syndicate's empire abroad, rlval
gganu are warking in your own back yard 1o destabillse your ﬂ‘yndﬂh ‘Ensure agents are
briefed to weed out 'trihm \l.rhm actions n'lght hﬂng -about yuur downfall.

'ﬂhl]r by maaﬁ'lu all tha d‘raﬂanuﬂﬂ ﬂd'aul;mﬁng all tmgéh and gﬂnmﬂ ﬂnﬁh‘d of all thaft&nitunﬂ
-can your Syndicate triumph.

The CHIP controls API (Adrenaline, Perception and Intelligence) levels, With Mu. you zet the
degree of an agent's aperational independence during missions.

When you are behind walls or in buildings, you cannot s2e your agents, However, if you fook
down at the map on the bottom-of your screen, you can see everything that is hidden;

+ Blue lines: Impassable walls

» Black: Accessible areas

» Greyish purple: Water or solid objects
» White dots: Your agents

» Red dots: Enemy agenis

+ Blue dots: Civilians

» Yellow dots: Sentry drones

An arrow at the bottom of the screen points 1o your objective. When the target is on-screen,
there is a yellow arrow above it, even if it's inside a building.

When you are in Group Control mode, switching weapons sometimes affects all agents and
sometimes only the directly contrelled agent. Alsao, only the directly contralled agent will pick up
and drop things. Maoving, &Pl controls and firing (when locked on) affect all agents.

NOTE: Agents who are following your directly controlled agent often become stuck behind
objects, If this happens, switch o gingle condrel and move them past the obstacle. Additionally,
when your directly controlled agent gets in a car, all the agents will eventually file jn with him,
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satar, a travell ping th : :
fabled land of magic ls shrouded In mystery = it seems ir paciple ol Britanala h

ifﬁufn"'ma ]
‘been disappearing without a trace Can you solve the quandary befare its manifestation is complete?
CONTROLS
| Move o= /m {1} buttons
Use left-hand item, if readied I button
Usze right-hand item, if readied . button

open doors!Look info containers! Get or use [tems/ 1 button
Talk to person in front of you

Cast the readied FAST MAGIC spell W button/IEM button
Game contral screen 2 button
Inventory screen START button

PLAYING ULTIMA™: THE BLACK GATE

Bagin your journey in the city of Trinsic. & Red Moongate appears and you, the &vatar, step oul
of it and enter a conversation with your old friend lolo.

CONVERSATION MODE
People may give you clues or valuable information when you talk to them.

Press the || button to start & conversation with the person in front of you. To respond, press any
button to make the keyword selection window active. Press the +=/=¢/4/§ buttons o highlight a
keyword then press the = button to “say” it

Some people have a lot to say. If you see a down arrow in their conversation box, press the §
button to scroll down and read the rest of their response.

If you missed something the person said, select AGAIN fo re-start the conversation, To end a
conversation, select BYE



hat iwirummm‘ fﬁur prmn'u an the &ft mﬂymmw nqul’ﬁ:itl in you Fon yio
“bady (such as armour or glothing). Hears represent your hit painte, while ll'llichs are mgﬂt paints,

Te equip an jtem, press the 4=/=s/$/} buttons to move the blue cursor over it, then press sither
the ' button or the . button to ready that item in your left or right hand, respectively. Some
‘weapons require both hands.

To use an [tem, move the blue cursor over it and press the | button.

SPELL BOOK

Head northward from Trinsic 1o the castle of Lord British, who gives you your Spelibook Access the
‘Spélibock from the inventory screen (it's the red book) o see which spells you have and which you
can cast = a dimmed out spell means your experience level (s not high enough for vou te cast I

Press the #=/=p/§ !} butions to move the feather pointer to a spell, then press either the
button or the lEM button to designate it 8 FAST MAGIC spell or press the | | button to cast it
immediately,

Virtual Pinball

Virtual Finball chailenges you fo play a set of professionally-created pinball games, then step
info the Pinball Workshop and design your own winners|

CONTROLS
FPLAY MODE
Launch the ball button (hold for more power)
Left flipper button
Right flipper button
Mudge machine up < button
Mudge machine leftiright > button + 4=/=¢ buttons
Control track junctions d= g (4 ] bultons
Pause gamae START




WORKSHOP MODE

Move construction tools

==/} buttons

Go to Part menu [ buttomn
Select part {(Part menu) [_| button
Select Blaster {Part menu) = bothon
Select Grabber (Part menu) _botton
BUILDING A BOARD

Cyele through parts ~. button
Place part on board . button

Target part for blasting or grabling

#=/= 4} buttons to position tool over part

Elast or grab parnt {with Blaster/ Grabber
selected)

bution

Move grabbed pan

o=/ 41§ buttons

Save Game menu

START button

CONSTRUCTION TIPS

* Feel free to experiment but remember there are a8 maximum of 256 paria that you can place on

a board, If you have too many parts or if you try to place one in the wrong space, a "FULL™ or

"MOPE” flag appears,

» Study the layout and design of the existing games to see how parts work logether,

When building a board from scratch, place the launcher first and build around it. Build the
walls in 8 counter-clockwise direction, The Wall Part rotates in this direction so you can build

quickly and efficienthy,

« There are many things you can do with Virtual Pinball that can't be done on a real game. For
example, the launcher doesn't have to be placed at the bottom of the board,




