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 US. TECHNICAL SUPPORT

If you need additional help installing or using your Sierra product, and
can’t find the answer in this guide or in the CGHELPHLP file, try our
Automated Technical Support line at (206) 644-4343 which is available 24
. hours a day, and provides recorded answers to the most frequently asked

. questions. Follow the recorded instructions to find your specific topic.

| Sierra On-Line . cal (206) B44-4343
Techinical Support Fax {206) 6844-7687

. P.O. Box 85006

‘Bellevue, WA 98015-8508

Technical Support is also available .‘Lhmugb:'. .
Internet: http://www.sierra.com (Sicrra Web Site)
CompuServe: GO SIERRA | America Online: Keyword SIERRA

CUSTOMER SERVICE

Sierra On-line call ' (800) 7577707
Direct Sales . Fax (408) 644-2018
P.O. Box 3404 e

| Salinas, CA 93912
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This prmtcd manual is dcs;g,ned tobea qulc,k refcrmc,e gl.udt, It prov;dcs
useful information that youlll need as you venture into battle with
CyberGladiators. Detailed information is provided in the On- _Lm{_, manu&l'

which ¢an'be accessed by double-clicking on the CGHEIP.HLP file on the

CyberGIadmrore' CD. Detailed Technical Support and Cuslomer %ervwc
150 prm 1ded inthe ¢ n- Lme mamlai .

- \tart Wmdows 95, i 1
- nserl lhc, CyberGladiators CD mta thc LD ROM drwe

- When the CyberGladiators selup screen appealb follow the on- screen =

meiruutltms i
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llESIlﬂHEIITIﬂN AND REVENGE

Tmy Plane‘r Id (Industrial Dump) was onee the home base for the
Quaaflax Alliance’s top special tactics team—until it became their
graveyard during a Gy Djin terrorist assault. The fighters’ bodies were
never found and I1d became nothin g but a radioactive wasteland, a dumping
ground for the galaxy’s military and mduslndl refuse.

Then it hit. Out of nowhere came a trcak ‘cosmic storm l:ghtmrv up Planet
Id like a supernova. Toxi¢ ehemicals, military hardwurc, and radioactive
waste fused together in a ¢hurning primordial soug__And out of the ooze
crawled a strange, new lif¢ form: part military and computer hardware,
part sentient life forms, these heayy-metal fighting machines came to be
known as CyberGladiators. Looking mean enough to rip the lungs out of
the universe, the Alliance was relieved to learn tbat the CyberGladiators
intended to use their powers only {o serve and protwt Strangely, these

_ eybernetic warriors beara startling resemblance tothe Alljance heroes

: kﬂled long ago in the Gy Djin assault. Have the lost souls of Id’s most

o tating war been rebom ind pl‘an'e't’s émima‘red temaiiis'?

the DungeonStar s na cataclysmw storm of fire, steel, and
cosmic radiation; the howlmg prisoners were transformed into something

more dangerous than even the DungeanStar could hold—a truly evil band
of CyberGladiator ey emarged ffom the smoldering rubble with only

one thmg on the mmds revenge for their years spent behind bars.

Led by lh(, 1uth1(,sq Maf;ler Pam, he Dmlgeon‘gtm escapees launched their
agsault on an 1m<:u&;pe'r: ing gahxy but they now find themselves in a
face-to-face showdown wi the cy bernetic en from Planet Id.
Special tactics expert, Sergeanl Mayhem lead tu—assau It and
vows to hmnt his Gy Djiri ener xes all the way to Hell if ihat s tht it
takes to, purge them from the - '

Welc_mpe to -__r.-:ll.
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- IMPORTANT NOTE Usmg [Enter] and the cursor keys to
select a fi ghter automatically makes you Player 2 (the fighter

TAKING I:E]H’fl!lil

Befcure yim enigage in bailte you Should fdmihanzc yourself with thc o

- game’s controls. Using the keyboard, a game pad, ora four-(or more)-

button joystick, hare are the keys md bumns y()u use to com:rol your

 fighterr

that staris out on the right). Use the. Spacebar and A, D, W,
and S keys to start out as Player 1 {thE: ﬁghter that starts out
on the ieﬁ) ; il e

 KEYBOARD ;:nmmvs

THRUSTMASTER' PHAZER”.

 Direstional Gariol




- MICROSOFT' SIDEWINDER ™

Power Kick

Directional Control

Note: Unless the controlier has a Start bu'Lcm pl ayers must use the
Keyboard when pressmg Start is reguired. ;

The preceding diagrams show only the fowf'b movea—&p ui Pumh
Power Punchy Specd Kick, and Power Klu,k These are the movesyvou
need to get started, but you ‘11 want to refet to the last two Su,uom pfthis
‘manial to diseover the more advanced fi ﬂlmng moves ‘md 1eam how to g.,t
~ the most out of ) our se lected (xlddlatot‘

o appears. If the CD is already in the

HETIIHE SIAHTEH

| To start the game, szmply insert the ¢ yberGIadmtors CD into ycmr CT)

drive and choose Play. CyherGladmtors from the selection window that
ive, double-click the -
vber(n‘admrm's icon found in the Sierra directory on your hard drive, A

_tltie scrce:n animation appears, Wa:t unt!l'.this introductory zlmmatmrl ends '

or press any key to bring up f]re game 8 Contrd Sc,rccﬂ

2 cqntrols ( e cuism ke\«s and numeric kuypacl] fo play as t’he i ghtei on
the right. You may hlghhght a hghter using tbe up, down, left, and nght

9_..




directional keys. Hit Start or Speed Punch to select that fighter for batile.
If you’re the only player. ot the second player has yet to choose a fighter,
the game will ask you to press Start to-begin a one-player game against the
computer. You may press Start to accept the challenge, or wait until the
second player makes his or her ¢hoice to cnter the Battle as Player 2.

IMPORTANT TERMS: A bout is a single fight between two
Gladiators. A Battle is the combination of two or'more bouts
in which one fighter emerges victorious by winning two
bouts'in a row. A:War is the series of Battles you enter when
challenging the computer to a.one-player game. |

Press Ese or Alt-F4'to exitithe gdmt

ONE- PI.AYEB. WAB

You enter into a War against all opposing Cyber Gladiators when you
challenge the computer to a one-player game. The order in which you face
your enetnies is determined by the allegiance of the Gladiator you've
selected—one of the “good™ Alliance fighters from Planct Id, or one of the
Gy Djin lerrorists from the DungeonStar. :

Alliance Fighters have created clone Gladiators of the Gy Djin Fighters,
forcing each villain to eventnally face a duplicate of himself in battle. The
Gy Djin Gladiators responded with t,w! counter-clones of the Alliance
Fighters to even the score.

10

Your Ba_ttl‘es take you across four Quaaflax g rchldxv planets You must ﬁght

. your way (o viclory on the two arenas found on each planet—that’s ei ight

battles fotal--to win the right to face your opponent’s ultimate warrior.

. This final match takes place on vour enemy’s home turf: Planet Id, if
- you're fighting as an evi (ridd1a,tor DungeonStar if you’re fighting as a
- good Gladiator.

IMPORTANT TIP: Finish the game without using a Continue
and you will receive a special code that allows you to play
as the Boss fighter you just defeated.

‘Winning a match against vour opp(mcnt 3 most pow crful Ghdlatm (the

 Boss) is no easy task. Take him out; however, and you not only win the

game, you win the right to fip eht as'that Boss against your friends or any

~ of the computer opponents. The game gives you unlimited Continues
(the ability to replay any lost Battle). but you will nat e given the seeret

Boss code it you use a Continue to win a War. Nor can you earn the secret
Boss code if you set your fighter’s strength to “Snoug“ via 111» Clptmm

Screen

TWU- PlAYER RAHLE

With two pl ayus you and your friend each pick a (r]admtor .md battl le it
out to see who is the better figlhter, Which arena you fight on depends on
the game’s Optlom. seltings (sce Game ()ptlom section on page 13 of this
mdnual) Under the game’s !'E_OTI*L_dl setting, the arena is changed at the end

1



‘ | -'of each battle and the order of ihe arenas is the same as in a one-player
L ~ War. You may also choose to have: the game select arenas randonﬂy, or you
| may p:ck each arena yourself fmm the Options menu.

At the'end of each Battle, you: WLH return to the Control Screen where you
and your apponent may select a new pair ‘of fighters. A player must win
~ two bouts in a row to complete-a Batile.,

CUSTOMISETTINGS

When you first run C vber(?x’ad;a!am the game Il your entire screen.

You may run Cyber Gladiators in a window if you set your Windows

desktop to high-color, 16- "rdphlts mode. To run CyberGladiators in a
3 wmdow start the! game an ; ress [Alt] + [Enter] |

ends lal‘gét y On your computer
b0 dark. you can adjust your

. lhc bnghtm,bs Ofthb gam .. :
monitor. If the gama pear:

monitor set:t-‘:iqg_s ot ' to change the game’s

i To avoid getting by
size. graphical d
before hitting plus;
these settings are aut
reload the next itme

_ilitie:q and your
S to select an option
2ys 1o change that optmn s setting.

cus’mmlze g'une play to best maté 1 Y01
preferénces. Use the Up and Down. :i’ectmu
and the Left and Right dir
This screen offers the follo




i
|
I
{
|
|
i
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- The Fighter Strength optiens let you handicap players or niake it easier

for you to win a War. Fighter 1 refers to the fighter who starts out on'the
left side of the screen; Fighter 2 refers to the fighter who starts out on Ehe
right. Boih strength settmnq default to Normal. A

The Motion option changes the speed of the game’s motion, Choose
Smooth for incredibly realistic motion or 1‘urbo for a blazingly fast game,
The default setting is Normal!

The Time Limit option determines how nwch time is put on thie Game
Clock before cach bout, StuddenDeath kicks inlafier the Game Clock

| counts down to zero. During Sudden Death, the first fighter to land a blow
- wins the bout. If you sot the Time Limit {6 None. the Game Clock does
. notappear and the game never gogs into Sudden Death The Time Limlt

default setting is 60 seconds. ..

The Arena Selection option allows you to choose in which arena you
fight. ‘Set this option to Cyeled and your Battles will progress through
gach arena. All the other seftings :,pemiy a particular arena. The du‘dult
setting 1s C wkd

_ 111» f\iustc option h,tb you Lum T].’L(. gdmc mumc on dI‘Ld oif

The Exit option takes you back to the game::$ Control .Screen..l’ress Stare

~ or Power Punch when the Exit option is highlighted.
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GAME RULES

The rules are brutally simple: pound: your opponent into smoldering

‘pieces of rubble using any means possible. The Health Bar that appears.

above your fighter shows how “healthy” you are. Your Health Bar

automatically moves to stay above you when vou sw Ltch sides with your

oppcmcnt by jumping over him.

You win a bout by forcing your opponent’s Health Bar to drop to zero or
by knocking him or her off the arena floor, The bout is considered a tie
when both fighters fall off of the arena floor.

You must win two bouts in a row to win a Battle. As a result, one fighter
is.in jeopardy of losing a Batile after any bout that doesn’t end in a draw.

i




| The outline of your Health Bar pulses red whenever you're in jeopardy,
50 pay attention. You don’t want to slip up when the game is on the line,

_ Even with a relatively strong Health Bar, vou will, fall down if you get hit
several times in a row. The inner portion of your Health Bar slowly turns
red to show how weary your ﬁghwr is. &ou fali do\» n if you are hit while
your Health Bar is pure red.

A Game Clock located between the Health Bd]"\ Gounts down to zero. By
default, the game uses 60-second bouts, but you canset the bout time to
45-seconds or to unlimited time from the:Options Screen. Ifithe clock
counts down to zero before a fightet.is knocked unconsecious, the game
goes into Sudden Death. Here, the next fi ghlt,r to land a blow is declared
the winner no matter what his or hér health bar’ reads.

IMPORTANT NOTE:You must win two bouits in'a row O wWin
a battle. Also, pay attention to the Game Clogk—the first
_fighter to land a blow after ‘rhe clock: hlts Zero wms the bout

. Press Ese or Smrt (lurm g a bout to pcm«.e the game Onee the gamc IS
| paused, a menu appears giving you the optloﬂ of contmuing play or
' dbomng_ th; bout and refu; ning To the Contmi ".oreen
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. LEARNING TOFIEHT

All af the Gladiators sha:re a care set of ﬁght moyes. Usc the b]‘ldI‘i baiv\x

i to If:arn all of thcsc MOVES.

o Svmbai What Jyou pmvs‘

D Down
L left
R Right ; _
F Forward (directional key that moves you towards opponent}
B Back (directional key that moves you away from opponent)
SP Speed Punch :

PP Power Punch
SK Speed Kick

PK Power Kick

Please refer fo the *Taking Control” section found earlier in this manual fo

see which keys and controilor buttom are u%ed ior each player.

IMPORTANT TIP For added realism, many fight moves are

_interruptible. For example, you can start a Power Punch and it e

switch to a Speed chk by hlttmg 8K in mid swing.

Kcys may be (.ombmed {0 execute more advanced moves as dcaonbed i

 the move list that follows. When a + symbol is shown between key

symbols, you must hold ‘down the corTesponding koys at the same time to

17




exccute the move, A 'space bem cen bymbols means you must press the
corresponding keys one afier th other, rcleaem s the first key before
pressmg the next one. Here are some examples;

Example: DD PK

What You Do: Press the Dva ke\« mec then press the ?{JW or Kick key. |

For Player | on the kcyboard this nmstates {0 pressing S, S, and then J..

o l:xarnple U+t . ' ' j '
. What You Do: Press and hold down both the up and lcfl dir Lctwnal keys
~ For Player 2 on the keyboard, this translates to preqqmg the Cursor Up

and Cursor Left keys simultaneously;

CORE MOVES (COMMON 10 ALL ntnalﬂuﬁsl

- Fast &dvancw FF

Move guickly towards opponent.. ?.: B

- Fast Retreat: B B
" Move qu ICHY awav from opponcm

Recover with ngh Attack: F (pre\s and ba!d um‘;! fighter gets up)
Clet up from fa]lmg down Wwith a high attacic (Note that Madam i _'

--Disuphm does not haye this move.)

Recoyer with Low Attack: D {press and. Iw}d 1|rnru’ f:glzrer gets up) .
Geot up from falling down with a low dt‘fack ﬂ\ ote that Plazma d()u. not.

. have this mm*e}

18

i Retreal;ng Reco»ery‘ B (press cmd Jwia’ until fig crhrer gels up)
- Giet up from fd]img, down by moving away ftom opponent. Be carefu]
~ with this move when you are bd(.kcd up dgamst the arena edge.
Leap:L+UorR+U - :
. Jump high into the air, posolblv ovcr opponcnt
_ '_'Guard B+D
~ Crouch down and protect. your ‘body from daimage. You receive only one
fourth of an attack’s damaging effects when you.ar ¢ hit while gudldmg

~ Knock Down: PK + SP (while close to opponent)

Knock down vour opponent when close to him ot her, Dbpunding onthe
fighter, Knock Downs can vary from a ‘oody slam to. an ovér-the-back

. bady throw.

Master these moves and the Sp«.cial'a’(tack moves. bf your fighter
(deseribed in the following Profiles section) to become the ultxmate '

i (3)*1351 Gladiator.




PSYCLDPPS
Alliance Fighter
Height: 9’ 7” e
Weight: 1.7 Tons

Special Moves:
Psycho Cyclomaiit FD PP




| Alliance Fighter
Height: 71" 2>
Weight: 2.7 To

 Lunge with Mid K :
Sweep Kick: DD sK P




el
1

DEATH ROW JONES
Gy Djin Fighter
Helgﬁ)ﬁsd 111”7

Welghl 4.3 Tons

ﬁge_m,s_ '

- z;«' Shackiexg:lat:k FDPP
" Power Tackle: F DIPK
The Slammer: F B SK
= F F SP (hold SP during lun
Hard : F F PP (hold PP during Junge)
ith Mid Kick: F F SK (hold SK during Junge) | -
L*Bw Kick: F F PK (hold PK during lunge);
* Sweep Kick: D D SK PK}

ge with High Jab:FF SP (h
Lunge with Mid Punch: F F PP (hoid PP

during lung

Lunge with High Kick: F F SK (hold SK during lunge)
Lunge with Mid Kick: F F PK (hold PK during lunge)
 Sweep Kick: D D SK PK

Jump Kick: PK+U
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" MADAM DISCIPLINE

| Gy Djin Fighter :
i Height: 10°8” e
i Weight: 2.5 Tons ﬁ

Special Moves:

Hurt Me, Hurt Me;
Foot Fetish: FD'P
Air-O-PainCrash: FB
Lunge with High Jab
Lunge with Mid P
Lunge with nghchk K (hold SK duri f
| Lunge with Knee Kick: F F PK (hold PK du
Sweep Kick: DD sgﬁ

Jump Kick: PK+U

BROTHER GRIMM
Gy Djin Fighter

Height: 10'7”
Weight: 4.1 Tons

Obituary F D Pi
Double Mlgra'
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