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The combat programme can operate in either 1 or 2 player mode, the objectives for each differ.
In two player mode each player controls one Cyberknight, and they must 

battle to destroy each ether. Tne game ends when one is defeated. Computer 
controlled robots are also present in the battle arena, but these will be 
much weaker than those controlled by the player.

In one player mode, the Flayer must seek out and destroy all the 
computer controlled robots (10 in ail). The strength of the computer 
robots will vary, but overall will depend on the level of the player's own robot.

Upon loading the programme, you will be presented with a display showing 
the names of the Cyberknights currently loaded. and a menu of four 
entries. These allow you to begin the game, set the number of Flayers, 
select wnat type of joystick to use, and carry out tape operations. Note that in one Flayer mode, the pleyer is always player 1.

Controls
The game may be ployed using either a joystick or the keyboard. The keyboard keys are initially defined as follows.
Left Keyboa:rd
Left 2
Right XUp W
Down s
F ire Caps

Right Keyboard
N
K
0
L
Space

Even if using a joystick, you will 
keyboard. Their use is explained below. need to use two keys on the

Player 1 Player 2
Select A
Activate Q Enter

P

Unless you redefine the keys, player 1 should sit on the left, and player 2 on the right.
To quit the game, hold down G and H together:
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The Display
During Flay, the screen is divided into a number of windows. The exact 

layout depends on the number of players. In two player mode player 1 is 
shown at the top.

One window shows your Cyberknight and its surroundings, another shows 
its name, and the third is your status window. In one player mode there is 
a fourth weapons display area.

At the top of the status window. is an icon showing the weapon that 
will be fired by your fire button. Also indicated are the weapon's 
location in the robot, and its facing. A left pointing arrow always means 
that the weapon fires from the front of the robot, even if it is facing 
right. Conversely, a right facing arrow always means that the weapon fires 
to the rear. In one player mode. this display is in the weapons window, 
together with an icon showing the currently selected ammunition type.

The centre of the status window is used to show power usage and 
damage. The leftmost bar shows energy usage. You will see this rise when 
you move or fire a weapon. If the bar is purple, energy is being expended 
fran your batteries. Trie current battery charge is shown on the second 
bar. If you have no batteries or power packs, then this bar will not show. 
The two bars on the other side of the window are used to show damage. The 
rightmost bar shows damage to the body, and the other bar shows damage to 
the head. Light damage is shown by a yellow bar, heavier damage by a green 
bar. and serious damage by a purple bar. If the bar parses the top of the 
display, that part will be destroyed.

The bottom of the display is used in conjunction with the select key.
Any icon shown in black, is either destroyed or has exhausted its 

ammunition.

S TATUS WINDOWDevice on fir e  button Birec ion

Power Use Damage to Head
Battery charge Dawage to Body

Page 3

ftine icon

Posi ion



Selecting WeaponsEach robot may have many different weapons. so a the select and 
activate keys ere used to pick which one to use. Each time you press the 
select key, the icon displayed at the bottom of the status window changes. 
By repeatedly pressing the select key, you can step through all of a 
design's devices.Pressing the activate key activates the device whose icon is showing 
at the bottom. If it is a weapon it will be fired, if it is ammunition it 
will be selected as the current ammunition (in one player mode you will 
see the weapon display change, in two Flayer mode you must remember what 
ammunition you have selected).

To select a weapon to fire with the fire button, press the select key 
until its icon is showing, and then hold down the select key. Keeping it 
held down, press and release the joystick fire button. You will see the 
icon at the top of the display change.

As an example let us suppose that you wish to arrange to use your fire 
button to fire radiation grenades. First keep pressing the select key, 
until the grenade thrower icon comes up. then hold it down and press and 
release the fire button to select the grenade launcher. Then press the 
select key' until the radiation grenade icon appears. Finally press the 
activate key to select this as your ammunition.

Moving Around
You can move your Cyberknight around the battle arena using the 

joystick. Unless you have a jetpack you can only go up and down in the 
lift shafts. These are special gravity neutre1isiing channels that allow 
you to go up or down at will. Be careful not to fall as this causes 
damage.

If you have a jetpack you can fly around, until your fuel runs out, 
just by moving the joystick up and down.

FightingIn order to kill enemy robots you must destroy their bodies. If you 
shoot at robots with front or back packs, from the front or back, then 
damage will be caused on these, however damage will be caused to the body 
once they have been destroyed. Similarly shots aimed at the head will 
damage the head. Destroying a robot's head will not kill it. but will 
cause considerable daimage to the body due to disruption caused to its 
systems.

Ringing The BellSometimes a stalemate will occur during the fighting, where neither 
player wishes to attack the other. One such situation might be where you 
have laid mines on either side of your opponent, so that he is unable to 
move out to attack you without exploding them. The bell provides a system 
whereby you can force your opponent to move.

There are two screens in the arena that contain sets of tubular bells. 
These are rung by moving your robot underneath them. When you ring a bell, 
your OF’Ponent has one minute to reply by ringing a bell himself (a bell 
from either set will do). If he fails he loses the game.

There is a ten credit charge for ringing the bell, which is deducted 
from your prize money.
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In some situations even the bells will not break the stalemate. If 
this occurs players may declare an honourable draw by pressing the G and H 
key3 together.

ScoringPoints are scored only for destroying your opponents robots, or ail 
computer controlled robots. The number of points scored depends on the 
level of the level of the defeated robot. However. if the vanquished 
robot’ 3 level is more than one below that of the winner, the points scored 
are drastically reduced.Prise money is also awarded for each win. This is a fixed amount per 
win, but again is reduced if fighting against inferior opposition. Extra 
money can also be found scattered around the combat arena. The winner 
keeps any that he collects. The winner of the last battle may be saved, 
and loaded back into the designer program, where the extra money may be 
spent.

After a battle, both robots are restored to their starting condition, 
so that another contest may be fought without needing to load a new 
design. Thus several rounds may be fought between the same designs.

Players may also like to stage fights to the death, where they agree 
to erase all tapes of the looser.

Playing TipsHowever good you Cyberknight, you will get nowhere without developing 
tactical 3kill in the battle arena. Your tactics will be determined by the 
equipment you have, but there are some points that are useful to remember, 
whatever weapons you are using.When approaching opponents, it is vital to have the right weapons 
ready. It often best to have a laser as the weapon on your fire button, so 
that you can fire at any opportunity. Missile weapons can then be fired 
using the activate key. 3 ince they are difficult to hit with on lift3. and 
in corridors you have time to reach the keyboard. If you wish to change 
your weapons, it is wise to withdraw a little way. When you have selected 
a weapon for the fire button. make sure you have a different weapon 
available on the activate key, as this gives you maximum flexibility.

Unless you are very certain that you will win. it is best not to get 
into standing fire fights. Try instead to manoeuvre into positions where 
you can shoot, but your enemy can't. If you have an upward firing weapon, 
try to get below him on liftshafts and walkways. If you have turret 
mounted weapons. try sitting half way up a lift3haft. whilst your 
adversary is on the floor. You will be able to shoot your turret weapons, 
but his straight ahead firing armament will not be able to hit you. 
Another point to note, is that if you are on adjacent screens, you can 
fire from one screen to another. You can often get a free shot this way.

In order to outmanoeuvre your opponent. it is vital that you try to 
learn the layout of the arena.
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Remember also that to destroy the enemy, you must destroy his body. If 
he ha3 a heavily armoured front or back pack. you will waste a lot of 
effort destroying this. There are several ways to shoot directly at the 
body. Firstly try to 3hoot from underneath, secondly try sitting part way 
down a liftshaft so that you are shooting along the floor, and hitting the 
body underneath the pack. Tnirdiy advance so that your robots are 
overlapping, as this also means that you will hit the tody instead of the pack.

Finally use your mines to channel your opponents movements, and 
remember where you've left your own mines.
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5i giL-Prggr.̂ s
The de3ign program allows you to design your own Cyberknights and save 

them for use in the combat game. You will have to take account of the. 
cost, strength, weight, size, and power consumption of the parts that you 
use in your design.

The design program is completely icon driven. You carry cut actions by 
moving the pointer onto the appropriate icon and pressing the fire button. 
Initially the pointer i3 moved with the arrow keys, and space is used as 
fire, but you can use a joystick if desired.

Upon leading you are presented with the main menu of five options. 
These allow you to begin a new design. load and edit an old design, save 
the design you have just created. set your joystick type, and quit the 
program and load the combat game.

The Design 3creen
When you begin a new design the display will change to show the design 

screen. This is divided into a number of windows as shown in the diagram.
The selection window shows the parts that may be added to your design, 

and the design window shows those parts that have already been added. The 
info window shows how much credit you have left. the space left in the 
current part, and the name of the currently selected device.

Along the tep of the display are six tool icons that are used to 
perform various actions. From left to right they are as follows

- Report
- Add
- Info
- Scrap
- Name 
-Quit

Gives a report on the design 
Adds a part or device
Used to get information about a part or design 
Used to remove a part or device 
Used to name your Cyberknight
Returns to the main menu. Do not use until your design is 
absolutely complete
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Designing a Cyberknight
Each Cyberknight is constructed from a number of parts and devices. In 

these instructions these terms have specific and different meaning3 .Parts 
are the basic building blocks. There are four types, heads, bodies, 
frontpacks and backpacks. Devices are things such as lasers or fuel cells. 
Each device must be placed inside some part. A part may never be placed 
inside another part.

Every design must include at least a head, a body and a power source. 
At least one weapon of some description is also needed.

The selection window show what parts and devices are available. Icons 
shown with a border lead onto new screens of items. Move the pointer to 
the icon and press fire to bring up the new screen. Use the quit icon at 
the bottom to return to the last screen.

Icons without borders represent parts and devices that can be included 
in your design. To select one. point to the icon and press fire. The icon 
will remain highlighted when you move the pointer away, and its name will 
appear in the information window.. To add it to your design, move the 
pointer to the spanner icon at the top of the screen, and press fire. You 
will then see the icon appear in the design window.

Parts and devices can removed by selecting their icon in the design 
window, and then using the scrap icon at the top of the screen. Parts may 
not be deleted if they contain any devices.

Page 8



Opening Parts and Placing Devices
On the right of the design window is a display that shows which part 

of the design is being worked on. When you begin a new design the only 
thing present here is a 3mall robot. This shows that parts themselves may 
be added and deleted. When you add a body. a robot’s body will appear 
above the robot. Moving che pointer to the body and pressing fire will 
result in the body being opened. Any device now added will be placed in 
the body, and the design window will 3hcw only those devices that are in 
the body.

Since parts may not be placed in other part3, you will not be able to 
add a head or a front or back pack, while the body is open. To allow these 
to be added, it is necessary to select the small robot again. While this 
is highlighted you will not be able to add devices, since all devices must 
be placed inside some part.

When you add other parts, symbols will appear for them, and they can 
be opened, and have devices placed inside them. When you open a part, the 
information window will show the amount of apace left in that part.

Getting Information
You can get information about any part or device, by selecting it. and 

using the "i" icon. When you do this a window will open giving the 
information. When you have read it. move the pointer to the "OK’" and press 
fire. The information given is as follows.

The name of the part or device.
Its size. If it i3 a device, then this refers to the amount of room it 

occupies. If it is a part, then this is the amount of 3.pace inside it.
Its weight 
113 strength 
Its cost

Other information depends on the device type*.
Power In is the amount of power needed to activate a device or charge 

battery.
Power Out is the power output of a battery or power unit.
Capacity is the amount of energy that can be stored by the battery. It 

is given as the number of seconds that a power output of 1 could be 
sustained for.

Shots is the number of rounds of ammunition that comes with the 
weapon.
A brief comment is also given. This booklet contains more complete notes 
on those devices that need explaining.
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Weapon Facing and Turrata
When you add a weapon, you will be asked to specify which direction it 

will fire in. Choose the left pointing arrow to make it fire forvard3. 
Weapons mounted m  turret part3 fire in the direction of the turret.

Turret part3 automatically turn to face the enemy. Front and back 
turrets can point straight ahead (or back) and diagonally up and down. 
Head turrets can shoot straight ahead, diagonally up and down, and can 
turn round to fire backwards. In addition AA turrets can fire vertically 
upwards.

SFeed Setting
One of the menus on the selection screen allows you to set the SFeed 

of your robot. Normally thi3 is set to medium, which means that it will 
use half of it3 power output to move. If you have weapons with a small 
power requirement, you can increase this by selecting the fast speed icon. 
To do this select the speed icon, and then use the add icon. Similarly you 
can use the 3 low speed icon, to leave you more pewer available when moving.

Whatever the speed setting, all the power output will be available 
when the robot is not moving.

Errors and Confirmaticno
If you try to do something that you are not allowed to do, an error 

box will appear explaining the problem. When you have read this, move the 
pointer to the "OK" and press fire to proceed.

Confirmation boxes appear when you are trying to do something 
irrevocable. Again point to either the "YES" or "NO" and press fire to 
proceed.

Reports
The information icon is used for getting information about a single 

part or device. The report icon is U3ed to get information about the whole design.
Power is the amount of power produced by the robot's power units
Max Power is the same as power but includes the power output of any 

batteries or power packs carried.
Max device is the maximum amount of power needed by any one device on 

the robot. If this is greater than max power, you will never be able to use that device.
Max use is the maximum power that will be used by the robot. This 

assumes that it is moving, firing its two most powerful weapons ar.d 
running all defensive devices. Usually it won't matter much if this a 
little higher than max power, but if it is a lot higher you should 
consider adding more power.

Weight is the total weight of the robot.
Speed is the speed that the robot will move at in the combat game. 

Twelve is tr.e maximum speed. and anything less than 5 is ratner slow. 
Speed depends on the robot's power output and weight.
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Space left is the total amount of space left in all the parts of the robot:
Total Cost is the co3t of all the parts and devices in the robot.

Saving Completed Designs
When you have completed your design. use the name icon to give it a 

name, and then use the "quit" icon to go back to the main menu. Do not 
quit until you are sure that the design is finished, as you will not be able to modify it once you quit.

The main menu allows you to save the design you have just completed. 
If you are immediately going to load the combat game, there is no need to 
save your design, as it is retained in memory. It is always prudent to do so however.

If you do elect to save, you are given the choice of saving to tape, 
or into RAM. There is only space for one design in RAM so any design 
previously stored in RAM will be lost. If you wish to design two robots 
for use in the combat game, player one should design his first, and save 
it in RAM. Player two should then do his design and leave it unsaved (or 
saved only to tape). Then use the quit option from the main menu to load 
the combat game, and both designs will be retained in memory.

Editing Old Designs
If you have saved a design on tape, you can load ’it back in and alter 

it. You will want to do this to spend the prize money gained in the combat arena.
When the loading is complete, you will be presented with the design 

screen, and will be able to proceed as normal. You can modify the design 
slightly, or if you have enough money, delete all the parts and start 
again. However, there is one important difference from designing from 
scratch. When you add part3 to a new design. you are assumed to be 
experimenting. Therefore when you remove something, you are given its cost 
back. However, once you have saved the design you are committed to buying 
those parts and devices. You may still remove them, but will not receive 
any money back. You should be careful not to remove anything unless you 
have the money to buy a completely new item to replace it with.
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The following sections discuss the part3 and devices available to 
build your robot with.

Bodies
The bodies that are available fall into two main categories, plastic 

bodies and metal armoured bodies.
Plastic bodies include the set of very cheap bodies. the:r megaplas 

equivalents, and also include the bubble bodies. Megaplas is a highly 
advanced material that is very 3trong, but 3 I30 very light. Unfortunately 
it is also expensive. Hubble Plastic is another advanced material, which 
is a glasslike plastic. Parts made from bubble plastic are strong because 
they are cast as a complete sphere in one piece. All plastic parts share 
certain advantages and disadvantages. Their advantages are that they are 
lightweight, are immune to acid attack. and offer good protection against 
electrical attack. Their main disadvantage is that they offer no 
protection against radiation.

The range of metal bodies ranges from the unarmoured lightweight 
bodies to the extra heavily armoured body. Their characteristics are the 
opposite to those of plastic bodies. They are vulnerable to acid and 
electrical attacks, but thick armour is quite an effective radiation 
shield. The heavily armoured bodies also suffer from being heavy, and 
having little interior space. They are however, very strong.

Heads
The range of heads complements the ranue of bodies. Turret heads are 

smaller and more expensive than ordinary heads but offer the advantage of 
automatically pointing their weapons in the right direction.

Front and Backpacks
These are extra constructions that attach to the front and back of the 

body. The front packs available are four various types of turret. The 
heavy armoured turret is very strong. and acts as excellent frontal 
armour.but only has 3pace to mount a small weapon.

There is a similar range of turrets that can be fitted to the back. 
There is also a range of backpacks that can be added to give extra storage space. There are also two special backpacks.

The first is the flamethrower. This is a powerful weapon against all 
types of armour, although the number of shots is limited. The backpack 
contains the fuel, and the weapon always fires forwards from the body.

The second special backpack is the jetpack. This gives your robot the 
power of flight. However, if used with a heavy robot the fuel will run out 
very quickly.

Power Units and Batteries
Every Cyberknight must have a power unit. Most will use one or more of 

the chemical fuel cells. these being powerful and cheap. For the more 
advanced machines miniature atomic reactors are available. These are bulky 
and expensive, but provide huge amounts of power. A solar power unit is 
another option. It is 3mall and light. but has a low power output, and 
since it must be mounted on the surface of head or backpack, is very 
vulnerable to damage. It would be unwise to depend on one as a sole power 
source.
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To comp lenient the power units, are a range of batteries. These can 
provide extra power when needed, for instance when moving and firing a 
powerful weapon. They are especially useful for robots that incorporate 
power hungry force fields. Batteries charge up when spare energy is 
available. Quick charge batteries are able to absorb end release energy at 
a much greater rate than the normal sort.

Similar to batteries, are the power packs. These are much lighter, and 
provide more power, but cannot be recharged during play.

The final item is the energy absorber. This functions rather like a 
battery, but instead of being charged from the robot's power supply, it 
absorbs energy from enemy laser attacks. By absorbing this energy it not 
only provides a power source, but lessens the intensity of the attack.

WEAPONS
Weapons are divided into two main categories, lasers, and others.
There ere three types of laser. Beam lasers take energy directly from 

the power units and use it to attack the enemy. They are effective if they 
are able to penetrate the armour, but less so otherwise. The larger ones 
are very power hungry.

Pulse lasers have their own internal batteries, they charge these uf 
before delivering a snort but intense burst of energy. They are most 
useful against armoured targets," since their concentrated attack is much 
better able to penetrate armour. Their other advantage is that their power 
usage is low, as the necessary energy is gathered over a period of time.

Flash lasers are similar to pulse lasers but charge for much longer.
There are three other types of weapon.
Machine guns are useful against lightly armoured targets, and for 

destroying protective coatings. but are ineffective against heavily 
armoured targets, and don't have inexhaustible ammunition.

The electrostatic generator, works by building up a large electrical 
charge, and then discharging when you fire. It is very powerful against 
metal armoured Farts, and the high voltages involved. mean that it is 
useful against non metal targets too. However it is a very short range 
weapon.

The most versatile weapon is the grenade launcher. This can fire a 
variety of grenades and mines. You must purchase the ammunition separately 
from the ammunition menu.

There are four types cf grenade. Explosive grenades are useful against 
lightly armoured targets. end for destroying protective coatings. AP 
grenades use specially shaped explosive to concentrate their effect, and 
so can penetrate the thickest armour. In other respects they are similar 
to HE grenades. Acid grenades are another useful means of attacking heavy 
armour. The fourth type of grenade is the radiation grenade. Radiation 
does no direct damage, but destroys control mechanisms, which may render 
many of a robot's devices unusable.

The two mine types are similar to the grenades of the same type, but 
the HE mine is effective against heavily armoured targets because it 
attacks the vulnerable underside. Each player may have up to five mines 
lain at any one time. If any further mines are lain, the oldest ones are 
lost. Mines that fall between screens are also lost.
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Defensive Devices
There are a number of devices that can be used to decrease your robot's vulnerability to damage.
The simplest are the two protective coatings One protects against 

acid, and the other against laser fire. They are both very effective, but 
are easily damaged by explosions. bullets, and in the case of the reflective coating, by acid.

To protect against radiation attacks, you can install duplicate 
circuits. These add extra control systems to each device, making it less likely that any will be knocked out.

Tnere are also two force field type devices. One to prelect against 
radiation and laser beams, the ether to reduce the effect of bullets and 
explosions (but not mines). Neither offer complete protection, but are 
nevertheless very useful. The disadvantages are that they are bulky, expensive, and use a lot of power.

The final type of defensive device, is the mine deactivator. This uses 
an ultrasonic beam to destroy the firing mechanisms of all mines cn the 
current screen. It has a very high power requirement though. It may be 
useful to have a power pack to power it. since hopefully you will not need to use it too often.

Design Hints
The best way to begin a design is by choosing the body, as it is the 

most important part of the design. You may opt for a heavily armoured 
body, as this will give your robot good survivability, but the cost and 
small interior SFace. will mean that your design will be slow end probably 
undergunned. However, if you win a few combats you will be able tc rectify this.

Another strategy is to opt for a fast lightweight design. Having a 
fast robot is very advantageous as it allows you to dictate when and where 
combat will take place. Remember though. that speed is not a weapon ir 
itself, so this policy should not be taken to excess. Lightweight designs 
can also make good use of a jetpack.

One strategy to combine speed and armour, is to combine a lightweight 
body, with an armoured frontpack. Provided you keep your opponents in 
front of you, their attacks will fall on your armoured front turret, and 
not on your vulnerable body. This strategy leaves you rather vulnerable to mines though.

After choosing your body, and any packs to go with it. choose the 
head. You may be tempted tc choose a very cheap head, since its loss won’t 
be fatal. However, when the head is destroyed. one third damage is 
sustained or the body, so an armoured head is a sound investment. If you 
have a front turret, you may be best advised to choose an ordinary type of 
head. If not the flexibility of a turret head is worth having.
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The next thing to add is the power unit. You should place at least one 
power unit m  the body to ensure tha£ all-your power is never knocked cut. 
After adding the power unit, it is useful to get a report to find out how 
fast your design will be. The final speed will usually be one or two less 
than the speed shown at this time. Most new designs won't need a battery, 
so don't include one until your sure it will be needed.

Having laid the groundwork for ycur design, you can now add the 
weapons. It’s usually wise to include several of these. Don’t have all 
your weapons in the head as you will find it difficult to hit your 
opponent's body. If you have space. it’s worthwhile having a weapon that 
fires either up or down, as this will give the opportunity to damage your 
opponents without sustaining any damage yourself.

An important decision to make at this stage, is whether or not to have 
a grenade launcher. Grenade launchers and their ammunition are very bulky, 
but do have a wide range of uses. The ability to lay mines is particularly useful.

Finally, having completed your design, be sure to get a report. This 
enables you to check that you have enough energy for all your weapons, and 
that your robot will move at a reasonable speed.

A final warning, when beginning a new design, don’t be tempted by the 
more advanced (ie expensive) devices. Choosing any one of them will 
severely limit the rest of your design. They are intended to be added when 
you have more credit, after a few successful combats.
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