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LULARNINGS

WARNING: PLEASE READ THE ENCLOSED CONSUMER INFORMATION
AND PRECAUTIONS BOOKLET CAREFULLY BEFORE USING YOUH
. NINTENDO ® HARDWARE SYSTEM, GAME PAK OR ACCESSORY
THIS BOOKLET CONTAINS IMPORTANT SAFETY INFORMATION.

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT
THE ESRB RATING, OR TO COMMENT ABOUT THE APPRQ:
i PRIATENESS OF THE RATING, PLEASE CONTACT THE ESRH

AT 1-800-771-3772

THIS GAME IS COMPATIBLE WITH THE RUMBLE PAK AND
CONTROLLER PAK ACCESSORIES. BEFORE USING THE
ACCESSORIES, PLEASE READ THE RUMBLE PAK AN ';

CONTROLLER PAK ACCESSORY INSTRUCTION BOOKLETE

CAREFULLY. FOLLOW ON-SCREEN INSTRUCTIONS TQ'

DETERMINE WHEN YOU SHOULD INSERT OF REMOVE THE

RumBLE Pak AND CONTROLLER PAK ACCESSORIES.

Mipway CUSTOMER SUPPORT

903 874-5092
10:00am - 6:30pm / Central Time
Monday - Friday
AUTOMATED HELP LINE OPEN 24 HOURS A DAY

www.midway.com
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ASSUHANCE THAT NINTENDHI HAS
APPROVED THE QUALITY OF THIS &3
PRODUCT. ALWAYS LOOK FOR THIS)
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NINTENDO, THE OFFICIAL SEAL, COMPLETE COMPATIBILITY.
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GETTING STARTED

WARNING: NEVER TRY TO INSERT OR REMOVE A GAME P
WHEN THE POWER IS ON, UNLESS PROMPTED TO DO SO!

E Turn the power OFT on your N64.,

lock the Game Pak in place.

@ Turn the power swilch ON. After the appearance of the title and

START.

NINTENDO 64 COMPATIBLE ACCESSORIES

This game is compatible With the Controller Pak and Rumble Pak ac

Booklets carefully. allow On-Screen inshructions to determine when Joti
A% should insert or remove the Rumble Pak and Controller Pak accessories.

" USING THE RUMBLE PAK
Anylime you start a game, you will be prompled to insert your Rumble l"clk
at that time. If you ave not using a Rumble Pak, select Do Not Use Pak,
and your game will begin without it.
: * Remember *
It is important to only swilch Your Rumble Pak and
Controller Pak when prompled to do so.

(.,ON’T‘ROI.I.I R PAR ™MENU |

Press and hold the START Button upon powering up or a resel o acces§
~.\ the Controller Pak Tenu. This will allow Jou- to View and delete saved
4 information off a N64 Controller Pak.

o™

@ Insert the Game Pak into the slot on the NG64. Press firmly 1o

legal screens, you may bypass the demo at any lime by pressing

sories. Please read the Rumble Pak and Controller Pak accessory Instruchigne

The Nintendo 64 Conlrol Stick uses an analog system 1o
read the angles and directions of ils movement. This allows
precision control that is not possible using the c.omenhon'll
Control Pad.

When turning the Control Deck power ON, do not move
the Control Stick {rom its neutral position on the controller.

If the Control Stick is held at an angled posi-
lion (as shown in the picture on the left)
when the power is turned ON, this position
will be set as neutral. This will cause games
using the Conltrol Stick to operate incorvect-
.

To resel the neutral position once the game
has started, let go of the Control Stick so il
can relurn 1o its center posilion (as shown in
the picture on the left) then press START
while holding down the 1. and R Buttons.

The Control Stick is a precision instrument, make sure not to spill
liquids or place any foreign objects into it. If Yyou need assistance,
contact Nintendo Consumer Assistance at 1-800-255-3700 or
your nearest Nintendo Authorized Repair Center.
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CONTROLLER

Before you begin Your game, familiavize Yourself With the controls.

1. Button Qﬂon \{

Control Pad

Left C Button

Top C Button

Right C Button

{dinat

Bottom C Butta ,

Start Button

Z Button
{(Underneath)

A Button
B Bulton

Control Stick

M™MENU SELECTIONS

Control Pad Up, Down, Left or Right to highlight oplions
Press the A Bulton to select oplions
Press the B Button 1o go back to the previous menu

o Press START fo pause the game and view the Pause Options Screen (s
Pause Options, pg. 14). To quit a game in progress, press START. Al the
Pause Oplions Screen, select Exit to ™Main ™Menu.

1 MOVE CONTROL INDEX

Control Pad = Up, Down, Back, Forward, (U, D, B, IV)
142 = LerFonch
LK = LeftKick
| o R R T
RP = Right Punch
RK = Right Kick

ClashilBaelk .0 0. . BB

" DEFAULT CONTROLS

Dodge Left Dodge Right

5.9

Right Punch

Right Kick
Move Player B Tas

(A Directions)
Left Kick
Left Punch
Action Button Press
Tunie s St Up
EYonai e, | . Down
Block, Autoshield . .Back
Walk Forward . . Forward
Jump Punch ... .. Up + LP or RP
Jump Kick ...... Up + LK or RK
Jump Shoot .. ... Up + R

Hover Punch . . . .Hover + LP or RP
Hover ISR Hover + LK or RK
Haover Shoot . Hover + FR
Hover Charge . . .Forward, Forward
Avena Throw ... F+1P&1K
Crouch Punch .. .Down + LLP or RP

Crouch Kick ... .Down + LK or RK Fire Left Kick
Get Up Altack . . .LLP when on your back :

Get Up Shoot . . . .FR when on your back Left Punch
Back Punch .. ... LP or RP with back to opponent

Eaalsiginles § iy LK or RK with back o opponent

SHEBLE G LP + FR

Stoot el Co Dodge Left + 'R

Shoot Right .. ... Dodge Right + 'R

Dodge left .....D, D or L Button
Dodge Right . . . .. D, U or R Button

m e i
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. Bio Freaks offers several challenging oplions That will allow you o jump in th ---:f‘
arena and take on a friend, the computer or an opponent that You can moclify la
react the way you want, Read below 1o view the available oplions.

. ARCADE _
Challenge the computer 1o a 1 on 1 battle. You'll choose your character and
fight other characters chosen by the computer. Plajer 2 may press the Stawt

Button at anyglime 1o take you on. The current game will end, and you'll go tas
| the Character Selection Screen (see Character Select, pg. 13). '

' VS MODE

This is the game’s 2 Player Mode. You and a friend will choose a chara i
ter, then choose a Battle Pit (see Battle Pit Selection, pg. 13). :

. SURVIVAL

You better be pretly good to select this game mode. It's just you against
the computer in a fight o the death. Collect as many Wins as you can as
you fight every player over and over until you lose. Beware, your damage
Will not regenerate during the round. You'll need to be lightening quick in
| disposing of your opponents to last in this marathon fight to the death.

| PRACTICE MODE
. Praclice your moves and combos, then prepare Yyourself for battle in this &
extensive Praclice TMode. You select your chavacler, then select a Ballle Pify
Once your practice starls, press the Start Button to View the Praclice TMenut
and setup Yyour praclice session the way you want (see next page).

Htghltghl an option, then press the
A Button 1o cycle or select oplions.

ATTACR DATA

With this option ON, the Health Bar will
work as a Shength Bar As You inflict
damage, it Will diminish then regenerate.
Use this feature fo see how much damage
a particular pracliced move will inflict. If
you don't want o view this information,
turmn this oplion OFT,

CPU ACTIONS

You can choose how you wanl Your praclice opponent to react to Your
fighting moves. Select Stand to have him stand defenseless and take the
punishment, Arcade 1o have him {ight back, Jump so Jou can practice hil-
ting a jumping target or Guard to have him block many of Your attacks.

CPU LEVEL
Set the difficully level for your CPU opponent from 1 (easiesh) to Clonus
(hardest).

BuTToN DiIsPLAY

With this option ON, the buttons You press to execute a move Will be dis-
Plaged as you practice. This is a good method to see if you're gelting your
moves down. Turn this option to OFTF 1o not view the display.

L Loss OPTIONS
This may seem a bit morbid, but you can decide whether or not your
opponent Will lose his arms during the fight. Here are the IWo seltings:

Limb l.oss Mode
Regenerate - You opponents limbs grow back after a short period of time.
Stay Off - Once cut off, they'll stay cut off.

Off - Your opponent Will not lose limbs.
State of Player )’
You can also decide whether or not your character Will have any arms
throughout the praclice session. This way, You can Work on youwr limbless
fighting skills. Select Normal, No Left Arm, No Right Arm or No Arms.
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| FEATURE DISABLES 5
Fnable or Disable both characters’ Flight, Five or Shield capabilities. .'

b CHARAL"TI‘J% M™MOVES
o M[

r“ﬁl.f‘t &R MV'S
suLizRue -

L Wt

You can view all of your character’s,
; available moves. Highlight a mov
e . then select it. J
Semt Note: This oplion is available i
o Praclice Made only.
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| Wil Attack Data and Key Display
set 1o ON the move will then appear
on the boltom of the screen for You to
View and praclice. Ty 1o execute the S
move over and over until You have it -
- down. Repeat this process for any =

- moves you feel you need to work on.

FEr

Ien though the moves are dis-
played as though Jou are facing to
the right, the move will flip and be
displayed corrvectly as you face left.

'lxrr TO MAIN MENU

It's just as it slates...quit Your practice and return to the ™Main ™enu.
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GAME DPTIONS
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GaME OPTIONS

Adjust the game's various game options with this oplion. Highlight an
option, then press the A Button to cycle settings. Here are the oplions:

Difficully

Change the game’s difficulty setting to Novice (easiest), Novmal, Expert
or Freak (hardest).

Gore

You can leave the setting at ON to see all the cool blood and gore incor-

porvated in Bie Freaks, or You can turn it OFF. Your choice. When you
turn Gore off, there Will be no blood or loss of limbs.

Continues
Set the game’s Continues to 3, 4, 5 or play until you're old and grey
using the Infinite selling.

Round Time
Set your Round Time to 30, 60 or 90 seconds. Select the Infinite
setlting to play until a Winner is delermined.

Game Hints

With the Game Hints oplion ON, the computer Will determine if you need
a little help with your fighting skills. The game Will stop briefly and give
you a hint about basic fighting techniques and what Your next move should
be. Turn the option OFTF 1o learn on your own.

Select Defaults 1o veset the Game Options to their defaull seltings.
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aubDio OpTioNs

TMake adjustments to the game's default audio settings. Highlight the SFX,
Music or Speaker oplion, then press the Control Pad Left or Right to
adjust the volume or cycle the settings. Select Default to return to the
game’s cefault seltings.

CONTROLLER COquum;mON
‘g‘g;
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Make modifications to the game’s default controller configuration. To do
s0, press the Control Pad Up or Down to highlight the function and

button You want to change, then press the new button you want to
¢ replace the current button.

. When you change a bulton, the computer Will automatically change other
buttons to avoid conflicting controls,

Both Player 1 and 2 can make changes at the same time. Press and hold
the Start Button to reset the configuration to their default settings. Select
Back to return to the Options ™Menu.

hiGh SCORES

L View the saved High Scores you'We achieved. Press the A Button 1o cycle
the different high score tables. When you're asked to enter your initials for
a high score, press the Control Pad Up or Down 1o cycle the letters,
then press the A Button to select a letter. Press the B Button to go back
and {ix mistakes,

CONTROLLER PAK

C:’DN'C%OLLER
LS

ml SAUR DPTINHS _‘

e . Ty e

Lm«m wilie

Use your Controller Pak to save Option and Controller Configurations,

="

e

- High Scoves and Your game in progress. Bio Freaks requires 3 pages of

Controller Pak space. Here's how lo save data:
Save Options

After Youe set the game's options the way you want, you can select this
option to manually save them to your Controller Pak.

Auto Save Options On/Off

Chaose to have the computer automatically save data to Your Conltroller
Pak. The default selting is OFF. Set this option o ON 1o let the game auto-
malically save your options and button configurations. Games in progress
may be manually saved al arny point during Avcade, Team Battle and

© Sumival game modes. When You vestore the saved game, you'll begin at the

beginning of the match Jou chose to save. (see Pause Oplions, pg. 14).

Restore Options
Select this oplion to restore your saved oplions from the Controller Pak.

Restore Game

-

Select this option to restore a saved game from your Controller Pak. A
game can be saved from the Pause Optlions Screen (see pg. 14).

*IMPORTANT WARNING *

Do not remove the Controller Pak or the Rumble Pak from the
Controller unless instructed 1o do so. Doing so may cause the game 1o
operale improperly and/or cause damage to the Pak.




You're all set up and ready to tear up
Your opponent, but first you'll need
to choose your character. Al the
Character Select Screen, press the ™%
Control Pad Left or Right to cycle
the 8 available characters, then
press the A Button to select one.

T
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When You select Your character, the
Game Hints option Will appear.
Control Pad Left or Right o select
- ON or OFF (see Game Hints, pg. 10, for more details).

In VS Mode, you can add some Life to your characler after you've turned
Game Hints on or off. Press the Control Pad Left or Right to adjust the
amount of Life both players have. You can use this option to handicap an
experienced player and make the batlle more compelitive.

If You're plaging a one player game, You'll go straight to the Battle Pit to
begin the fight. If You're playing a wo player or Praclice game, Jou'll go to
the Battle Pit Selection Screen to choose the pit of your choice.

BattLe Pi1T SELECTION

Press the Control Pad Up, Dovin,
Left or Right to highlight the Battle
Pit you want, then press the A
Button to select. Fach pit is labeled
Easy, Medium or Hard.

Easy pils have less dangerous obsta-
cles that can make winning more dif-
ficult. In Hawd pils, dangerous obsta-
cles are found throughout the Battle

| With Your opponent, but the surrounding emvironment as well, Once you've
selected your Battle Pit, the fight will begin.

Pil. Not only do you have to contend

: 'prc'm_,e 'p1

Shield Health
(lower bar) (top bar) Win
; Marker
red)
Win :
Marker
(red)
Hit Time
Combos Remaining o

As you baltle it out in the pils, information is displayed on-screen to keep
you updlated with your characters Health, Shield supply, number of Wins
and Time remaining in the match. If You nail your opponent with a nice
combo, the Hit Combo will be displayed. When you're in the air, a Hover
TMeter will appear in the bottom corner to let You know how long You can
stay in the air. If Yyou have Game Hints turned ON (see Options, pg. 10),
hints for improving your fighting skills Will stop action momentarily and
appear on-screen. In V8 Mode, Wins for both players will appear at the
bottom of the screen, so You can keep labs on who's beating who.

Pause OpTioNs

During the game, press the Start Bulton to view the Pause Oplions
M™enu. It displays:

Character Moves

View all of the moves for one or both characters in the pit.

Feature Disables
Enable or Disable Flight, Fire or Shield capabilities for your character.

Save Game
Save a game in progress. You can then restore the game at a later date.
(see Controller Pak, pg: 12).
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~AMERIKA

In the nol-loo-distant future, the mighty country known as America has
fallen like all great empives throughout history. Ifs {ifly states broken
into private territories after what was called...

THE WORLD OF NEO

The Techno-Industrial Civil Wars, Compuler technology, bio-engineer-

ing, cybernetics and mechanics accelerated at such an incredible rate, it
forced industrial competition to the point of

/ uncontrollable and ruthless covporate espionage.

. While the government tried to keep control of
the country by a single thread, the effect of the
giant corporations’ while collar wars drove
the economy into a tail spin. With Wall
street in shambles, the government bank-
wo. rupl and technological corporate
. gianls running unorthodox
L takeovers, Neo-Amerika was born.
Starting With Micro-Gene, a
Dallas based microchip / bio
engineering company, New
Mexico was easily annexed by
~ the construction of more micro-
chip processing plants and
cloning technology labs.
Arizona was the company’s

next targel and by the time
¥ ™Micro-Gene moved in on l'
Nevada, things started to get |
b

ughy. Ticro-Gene had been using
enhanced agents to spy, sabolage and
gather information on compeling

companies, but other competitors

* began fighting back with their own

ﬁ brand of genetically enhanced corporate spies and agenls.

. —

-dlesperale measures to secure themselves

~ uniting the once proud country, The SGC and the American Government

B10 ER.e.h.K.S.—th_e S‘chg

These wars between giant corporations a.k.a, “GI-Corps”, gave way 1o
more complicated, advanced and unethical methods. The kidnapping of
corporale executives and replacing them with clones capable of down-
loading company secrels was becoming commonplace. Soon, murder
and terrorist taclics became lools of choice in

the battle belween

the GI-Corps. il ~ J’i '

R L
With the advent of " L
the GI-Corps baltles, %
each State developed »

from a hoslile lake-over. By declaring 4
Federal independence from the U.S., drastic £ '»
laws and borders wWere created between 20
states. Violence soon reared its ugly head 4
and the Techno-Industrial Civil Wars began.

Something had to be done before the once great country destroyed llw.l[
or became targel o oulside irwasion. An agreement had 1o be made
belween the government and the GI-Corps before America Was torn
apart. So a radical concept was introduced to prevent the possible loss of
millions in the increasing wWars between Gi-Corp controlled states. Thus...

THE SECRET GAMES CoMMISSION (SGO)

Spearheaded by forces unknown (possibly foreign interest), a commission
was set up in league With the remaining U.S. Government to regulale the
piracy that wWas tearing apart the United States with the hopes of possibly re-

put forth a proposal to the GI-Corps: territorial or contract dispules would
be settled in an arena. Instead of armies, one champion Would represent a
GI-Corp controlled state in baltle agains! another corporalion’s champion.
The winning Champion would take conltrol of the opposing state along with
whatever ather states that may have been acquired from previous battles.
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E COMING OF THE BIO F.R’..EKS.K.S.

The first unified
law in decadles Was s

jio=

o A

cept of one-on-one baltles T %
seltling GI-Corm disputes became a

passed and the con-

T

reality. As a matter of fact, The creation of ullimate

| fighting machines was inevitably the next step in the : S
industrial world of Neo-Amerika and its civil Wars. ‘ﬂ

., Fach GI-Corp jumped at the opportunily to create i‘;
these warriors from technology they specialized in.

Cloning had become an easy task for the science it
divisions of the corporale slates. Enhancement by

genelics and eybernelics were available technologies

as well. Born from these scientific secrets were:

i B10LOGICAL F1¥ING ROBOTIC ENHANCED
ARMORED KILLING SYNTHOIDS

. Bio Freaks for short, these enhanced humans were created specifically for
the purpose of battle. Bred in laboratories as killing machines, the I'reaks
were genetically endowed with peak strength and agilily, a rapid healing
factor, body tissue regeneration and buill-in weaponry. They are owned
by the GI-Corps and controlled through a bio-drive that also allows them
1 1o down-load combat skills and slrategies. An intricate lattoo of circuitry
| gives them access 1o the bio-drives, which are located in each Freak's
skull. There are three stages of Freakdom:

lt Synthoids: Genetically enhanced clones with lissue regrowth abilities.
| Retros: (as in retro-it): One flaw in the FPreak creation process is that the
tissue regrowth abilities Will fail after a while. If a body part is destroyed
and the regeneration processes has discontinued, cybernelic replacements

are attached to the reak.

L(% Q
: ‘” ; i

Bio FR.E.AK.S.-The STORY
Dozers: These are freaks Wwho have not only lost so much of their human

tissue but also the abilily 1o regenerate. Their bodies are completely
mechanical save for the brain.

Closed-circuit battle pils are where all the action takes place. While more
reminiscent of Roman gladiators than a football game, the states’ populace
savors the conflicts with crazed ferdor. While the whole world watches the
fights in frantic anticipation, there are those who do not enjoy the rigorous
batlles faced far too often: the Bio Freaks themselves.

THE FREAK UNDERGROUND OR GI-CORP \
RESISTANCE. /

Not having any government of corporate sanclioned rights, being under =
conslant control of a GI-Corp, doomed 1o a destiny of violence and ultimate  *
loss of humanily, some Freaks have gone rogue and formed an underground
vesistance. Their poal, to escape the control of their “owners” and oblain
their equal rights.

While the Secret Game Commission's ullimate goal is to re-unify America,
the possibility of a GI-Corp Resistance interferes in some of their most
imporfant progress. If an underground movement becomes successful and
all Freaks go rogue, then a swift relapse to the days of the Civil Wars is
possible and the hopes of peace could be crushed.




-
[~
-

FREELANCI

_.p..&.,._.,_....

SYCLAOW

2 ]
~
[+
-

(U BADRY!
@ ZIPPERHEAD ~ NO STATE

_ .-'i;

-
5

o

L\
=
o
€
-
Z |
B | ,
23
Q i
>
O 3
S
6]
<)




kY W .
The B1b FRehKS

BULLZEYE
Freak classification: Synthoid

Bullzeye lﬁs been around for Years and was bred so well that he still hasn't had o
have a eybemelic replacement grafted onto him.

He was originally created as a protolype sol-

i dier clone by Micro-Gene and has since

| fought many times in the Baltle Pits. Bullzeye

is a surivor. He has avery militant attitude

and relishes in the prospects of Victor.

Bullzeye has a special connection 1o an

ambassador of the Secrel

'I p Games Commission and is

? convinced That the games are

» the only woas? 1o re-unify Neo-
'ﬁ While his only purpose is o serve as a cham-
. pion, he feels his mission is worth the risks he
y 4 takes at each conflict. He prides himself in

g ~  his abilily to overcome the opponent and
. be the best there is. He knows what he

3 / s but deep inside, in a corner of his
— . mind, lies the secret desire lo be a real
. human.
=

-

The Bib FRE.AKS.

ZIPPERHEAD
Freak classification: Retro

ZipperHead was a synthoid champion whose career came o a drastic
turn after a battle with Bullzeye in which he lost both hands and fore-
arms. He was then moved to Retro status with the addition of cybernetic
wWeapony veplacing

his lost tissue.

Knowing that the next

step of evolution for a Freak
was 1o eventually Ny
become a Dozer, g
ZipperHead experi- w { e,
enced a breakdown | o
and vowed s NCE D

revenge on P -
Bullzeye and the e
system that created him. He
ripped out the bio-drive

in his skull, freeing himself from the

influence and conlrol of the GI-Corp that =
owned him. He then went underground. F il o

ZipperHead was originally a manufac-
tured soldier by one of Micro-Gene's

biggest compelitors, DINA Jrm
Advancement Laboratories. ﬂgf ot
Their first prololype models experi-

enced bio-drive complications, with a
faully drive often leading to indepen-
dent thought.

ZipperHead's rebellious actions have been blamed
on this imperfection, but DNA Acdvancement Laboratories has improved
their drives immensely since ZippertHead's high profile folly.
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SABOTAGE
Freak classification: Unknown

..!

Sabolage is a hired mercenary-bounty hunter cur-
rently Working for the Chief Games Commissioner,
a public face for the Secret Games Commission.
_ She has been hunting ZippertHead and other known
‘?“j - rebels for somelime.

She is a rough, tough, agile and focused on
her targets. Sabotage’s background
. includes a o Year service With

¥/ /] the Nevada-California State
. Q i Conglomerate Police Force
> ' where she was legally enhanced

for the Violent Crime
Department.

‘: After her term ended, she
© Was hired as a freelance
A agent to catch True-Breeds
H = (people who illegally enter
* y conflicts with Freaks) and
; rogue FFreaks. What
S0 g Sabolage and the player doesn't
know is that she’s an advanced
' g protolype synthoid made by
| % DNA Advancement
Laboratories. In a Iwisted sott
L of way, she is blood with her

fiercest opponent, Zippertead.
g

The Bib FRE.AKS.

PSYCLOWN
Freak classification: Synthoid

Psyclown battles exclusively for the State of Illinois. He was created by
a small but quickly growing cloning lab called Duplications Unlimited,
a subsidiary of the stale’s largest GI-Corp, Chicago TechNelics.

Psyclown’s bio-dive programming purposely
keeps his adrenaline supply in a state of con-

stant flow and regeneration. His senses

are so enhanced that, paired with the adrenaline

rush, he’s on the edge of sanily. "

While it is commonly known that = 5
Psyclown is a clone, there is a rumor in
the inner cireles of the underground GI-
Corp Resistance that he's a dirvect clone
of the dead son of Duplications
Unltd.'s CEEQ.

b
In the midst of his prevailing - w‘ %
Iyper insanily, Psyclown has allowed §
enough of his mind to cany a goal: To A
ultimately punish the man divectly £ N .‘\‘,%
responsible for his creation and The o L Y
creation of all Duplications Unlid, /‘ h"\\
clones, D.U.s founder oy ‘

and CIO. ~?tﬂ
i +«
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The B1o FRE.AK.S.

T™INATEKR
Freak classification: Dozer

The Freak known as TMinalek was one of the first
Synthoids created by Micro-Gene for the baltle pits, He
helped them win Kentucky and Illinois at one time.
Throughout the many battles, his regeneralion qualities
disintegrated and he was enhanced With cybernelic
weaponry. He is one of the oldest champions and jus!
before gradualing to Dozer status, Was purchased by
Tissouri where he was further alleved by Anhieser
Robotics Co.

\ Winle nearly invincible due to his stale
of the art armor and Weaponry,
M o M™inatek secrelly
wishes to join
the underground after the traumatic
procedures he's experienced. He
serves as a reminder o some
Freaks as what Will eventually hap-
en to them as they conlinue serdice
in the games.

bkl |

TMinatek has been reprimanded sev-
eral times after bio-drive scans
showed that he was thinking of
going rebel. Anhieser Robotics Co.

is currently working to perfect a

:‘ ' free-will nullifying bio-drive,
g1 but because of Micro-Gene's
o : accomplishment with Sabotage,

they'Ve been beat to the punch.

The Bib FRE.AKS.

SsAaro
Freak classification: Mutate Retro

Ssapo was a secrel atlempl by an underground renegade faction
of New Mexico o create a champion that would give them free-
dom from the Texas Annex.

The cloning procedures Weve expected to produce the most
fierce champion ever, a creature with the

killing advantage: limb shrecding ; v
teeth, incredible strength, skull o~ " 4
crashing hands and super speed. TR ' '

The monshrosily was further A\ \

enhanced with eybernelic weaponry.

When finished, the scientists thought it

looked like a toad because of ils odd

features and green skin, thus the Spanish

name Ssapo was given to the creature. gl -
| R

While Ssapo’s S N

o 7 it ‘ r
intellect is not very 2 L
high, the bio-drive in his

skull is all he needs 1o battle as moves and
skills are downloaded into his neuval path, another ‘Q,‘\‘ /
first for the small group of rebel scienlists. t

7l

Ssapo was granted admission into the games and
New TMexico won its independence from Micro-

Gene's Texas Conglomerate. ¢ :
- e
% ~ =
: [ _,;

-
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The B10 FR.E.AKS.
PURGE
Freak classification: Retro
Purge is Champion of the games created by NewCell Incorporated in close

_association with their PyroTechnique division. NewCell's bio-drive’s have
had the best Irack record of all the GI-Corps so far.

Purge never was a shraight synthoid to begin with. His
{ 4 cybernetic altachments were grafted just after his “birth.”
- Purge represents Utah which was quickly Taken over by
Micro-Gene's rebellious subsidiary, NewCell,

~ This created an incredible rivalry behween Texas and
?q Utah. Micro-Gene has tried to baltle for the right 1o own
~ Purge since he was created with proprietary information

-3 that NewCell stole when they broke away and purchased
i Utah, but the Chief Games Commissioner has not

e

“é i i] recognized any claim to him.
i ¥ t <)
1 ¥ Q.‘ ‘:; > o ﬁ};‘? * "‘M_\‘
—‘E W o] m =,
= Purge is one of the fiercest Freaks because of his
it high intellect and loyally to the games. Hehas a
- g Kamikaze sensibilily programmed in him and
that lack of fear has worked against many
an opponent.
&

The B1b FR.E.AK.S.
DELTA
Freak classification: Synthoid

Delta is a female champion for the current slale of Indiana / Michigan.
She was created by Delroil's General Genetics Gi-Corp.  Her specially
is speed and is touted as one of the fastest reaks on the game circuil.

o

Delta is Young and idealistic for a bio-drive operated Freak and is rumored
o have friends in the underground. She is constantly under surveillance
because of her suspected connections 1o the

Resistance, but still proves a valuable £
plager for the slale of conglomerate. I

She has battled
TMinatek before
and lost an avm.
But instead of opling '

for a cybernelic enhanced weapon A"
altachment, chose a prosthetic to keep o

her natural body form. Because of g '
her incredible winning track, she

gels many perks.
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‘Che BIO FREPLKS

CLoNus
Freak classification: Unknown

Clonus is the creation of the biggest, most successful GI-Corp in the
North-American continent, Edisson Extractions. Clonus is the sole cre-
ation of Edisson Extractions’ founding father and Chief Scientist,
Professor Raymond Deux.

' Thus far, the professor is the only one who knows the secrel behind
Clonus and ils abilities. This entity has the abilily to mirror any oppo-
nent’s physical form and abilities. The opponent finds him or herself
facing an exact duplicate, ullimately succumbing to Clonus'’s incompre-
hensible abilily to not only duplicate, but defeal them in battle. ]

The Bio FRE.AKS.

MUTILATOR
Freak classification: Dozer

This Freak has been in the baltle pits long enough {or her o become the most
heavily enhanced warrior of all. A literal juggernaul among the others,
TMutilator is a walking army With her chest cannon, missile launchers, wreck-
ing ball and other gruesome et effective wWeapon.

Mutilator was bred specifically for the purpose of experimenting with cyber-
nelics and has had irtually all organic matter replaced by machinery over
the course of her many battles With the exception of her brain. What is left
of her mind is under the tight control of a small inner circle of scientists and
corporate execulives at MicroGene.




PERSONAL RECORDS PERSONAL RECORDS

§ Keep a havd copy of your personal Win/lLoss records heve. 1§ Keep a hard copy of your personal Win/lLoss records here.

Player 1 Wins-l.osses | Player 2 ?Wins—-l.osses

R T S B e e
¥ v F . ® . o




- CREDITS

T™MIDWAY DESIGN TEAM
Game Designer/lead Addist/Project Leader. Dawid Simon
] P I IR i im i PSR ek s ddbespiih it bse David Wagner
Software, Effects Wizard Teny Berlram
Senior Adtist/Animator iy TR Emmanuel Valdex
Adtist/Texture Goddess Alesia Howard
Adtist/Animator.... Tichael Cuevas
Artist/Animator Franz Borowlitz
Music/Sound Effects ....... Aubrey Hodges
Software Development Manager ... ..Brian Johnson
™MIDWAY Hom Lm*tmmnm T‘(.AM
Producer , ichael Gotlieh
Associate Producer: Curtis Cherrington
Assistant Producer.. A Kaffka

Technical Diveclor Scolt TTaxwell & David Schwardz
Testing Manager e ¥
lxadl'g[“zstm‘ Id Duran
Testers Brian Alangan, Nico Bhaisy,
Gilber! Duenas, Chad Haley

Ian TMeCauley, Toan Ngo

& Kevin Wang

Print Design & Produchon ..., Debra Auslin, Jon Mongelluzzo,
Shawn TMurphy, Erin Shems

& Dave Young

Deborah Fulton

Special Thanks

SAFFIRE CORPORATION ;
Lead Programmer ....... Steve Taylor

Programmers... siiaadfitin s "Wiler Colber!, Randy Plalt
¢ & Del Campbell
4 Additional Progranmming R ] Sl o S A 1 Kenworlhy Nielson
Technical Advisor .. TMalt Fairweather
Waller Dark
Adtists i L ..o Ryan Wood & Mike May
Project Manager : iy v i Sandy Rushton

| Assistant Project 'M'amger : 4 Stever Taglor
li TOSE TABNAMOY w.ovirnisrsessssssrigsissssssssossssehpissstsnsssbtnbasesss tosessssssssssisssaessissnss Cindi Adamson
Testers g - ? Alex Rushion, Brian Rushlon

& Jereny Throckmorton
.Lane Kiriyama, Hal Rushton,
19t Loughmiller, Les Pardew,
; Talt Day & Zarko Bizaca
| Special Thanks R AR P Gary W. Linduist, Jenny Taylor,
3 Tiffary Colbert, Stacy Plall,
Telannie Wood, Brenda Davk,
Heather Camphell, Ken Knoble
Ay Maerdlich, Jason Richards,
Adam Toman, & Todd Harris

Raber! Sablan

'ULARRANTY

MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of
this Midway Home Entertainment Inc. software product that the medium on which
this computer program is recorded is free from defects in materials and work-
manship for a period of ninety (90) days from the date of purchase. This Midway
Home Entertainment Inc. software program is sold “as is," without express or
implied warranty damages of any kind, and Midway Home Entertainment Inc. is
not liable for any losses or damages of any kind resulting from the use of this pro-
gram. Midway Home Entertainment Inc. agrees for a period of ninety (90) days to
either repair or replace, at its option, free of charge, any Midway Home Enter-
tainment Inc. software product, postage paid, with proof of purchase, at its Factory
Service Center.

This warranty is not applicable to normal wear and tear. This warranty shall not
be applicable and shall be void if the defect in the Midway Home Entertainment
Inc. software product has arisen through abuse, unreasonable use, mistreatment
or neglect. THIS WARRANTY 1S IN LIEU OF ALL OTHER WARRANTIES AND
NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE
BINDING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC. AMY
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT,
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (30) DAY PERIOD
DESCRIBED ABOVE. IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT
INC. BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF
THIS MIDWAY HOME ENTERTAINMENT INC. 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 war-
ranty gives you specific rights, and you may also have other rights which vary
from state to state.

Midway Home Entertainment Inc.
P.O. Box 2097
Corsicana, TX 75151-2097
www.midway.com

Mipway CUSTOMER SUPPORT
903 874-5092
10:00Am - 6:30pm / CENTRAL TIME
MonDAY - FrRiDAY
AUTOMATED HELP LINE OPEN 24 HOURS A DAY




