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WARNING: READ BEFORE USING YOUR 
SEGA VIDEO GAME SYSTEM. 
A very small percentage of individuals may expe­
rience epileptic seizures when exposed to cer­
tain light patterns or flashing lights. Exposure to 
certain patterns or backgrounds on a television 
screen or while playing video games may induce 
an epileptic seizure in these individuals. Certain 
conditions may induce previously undetected 
epileptic symptoms even in persons who have 
no history of prior seizures or epilepsy. If you, or 
anyone in your family, has an epileptic condi­
tion,m consult your physician prior to playing. If 
you experience any of the following symptoms 
while playing a video game-dizziness altered 
vision, eye or muscle twitches, loss of aware­
ness, disorientation, any involuntary movement, 
or convulsions- IMMEDIATELY discontinue use 
and consult your physician before resuming play. 

This official seal is your assurance that 
this product meets the highest quality 
standards of SEGA ™. 
Buy games and accessories with this seal 
to be sure that they are compatible with 
the Sega Saturn™ System. 

ESRB DISCLAIMER: this product has been rated by the 
Entertainment Software Rating board. For information about 
the ESRB rating, or to comment about the appropriateness of 
the rating, please contact the ESRB at 1-800-771-3772. 
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WARNING TO OWNERS OF PROJECTION TELEVISONS: 
STILL PICTURES OR IMAGES MAY CAUSE PERMANENT PICTURE-TUBE DAM­
AGE OR MARK THE PHOSPHOR OF THE CRT. AVOID REPEATED OR EXTENDED 
USE OF VIDEO GAMES ON LARGE-SCREEN PROJECTION TELEVISIONS. 
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STAFITING C:VBEFIIA 

You will be asked to "enter identification"-pressing up or down on the con­
trol pad changes the letter. Pressing right or left on the control pad moves 
the next space. Entry names are limited to 3 spaces (letters or numbers). 
Press "C" when ready. This area is also used for Password entqJ. 

0 
Switches between flight stick and cursor 

modes in transfighter and rig game 
sequences. This changes the direction of the--+F-­ Performs infra-red scan 
Y movement of the pad and virtua stick input 
devices. Also used to exit the visor puzzles. 

(during visor puzzles). 

Opens the load game menu. 

Performs MRI scan 
(during visor puzzles). 

_.., .... ~:-+- Activates smart bomb during CHARLIE 
game sequence. Also performs bio­
mass scan (during visor puzzles). 

Fire or selection, depending on 
the situation. 

Moves ZAK during 
walking scenes. Moves 
targeting cursor during 
flight scenes. Moves 
between selections on 
menus and visor 
puzzles. 

Gamma correction (7 levels of 
brightness are available). 

Toggles pause on/ott-also starts game 
when title screen is displayed. 

Opens the main menu or 
cancels current operation. 

IMPOFITANT INFOFIMATION 

The Sega Saturn disc is intended for use 
exclusively with the Sega Saturn™ system. 

Do not bend it, crush it, or submerge it in liquids. 

Do not leave it in direct sunlight or near a radi­
ator or other source of heat. 

Be sure to take an occasional recess during 
extended play, to rest yourself and the Sega 
compact disc. 

Keep your Sega Saturn compact disc clean. 
Always hold by the edges and keep it in it's 
case when not in use. Clean with a lint-free, soft dry cloth-wiping in straight 
lines from the center to edge. Never use solvents or abrasive cleaners. 

BAC:KGFIOUNC 

Earth, 2027, five years after the global economic collapse. The fracturing of 
the world economy brings about swift changes in the global power struc­
ture. Now the Criminal Cartels struggle against the Free World Alliance (FWA) 
for control of the planet. 

C:VBIERIA™ 
-----------------------------------------------------------------------------
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You control ZAK, an outlaw computer hacker with some very useful skills. 
Unfortunately, they do you little good while sitting in an FWA confinement 
cell, awaiting trial and sentencing for treason and espionage. 

William Devlin, head of the FWA, gives you a choice. Work for the FWA on a 
covert mission, or sweat out whatever time you have left in your cell. Some 
choice ... 

THE MISSION 

Devlin and the FWA have your mission planned. After being released from 
your confinement cell at the Pentagon, you are taken to a waiting hovercraft. 
From there you will be transported to the North Atlantic, where you will ren­
dezvous with the Rig. The Rig is a mercenary operations base run by a man 
known only as Santos. The FWA has signed a contract with Santos to provide 
a jumping-off point for your trip to the Cyberia Complex. 

Once on the Rig, your orders are straight-forward: meet with Santos and 
take possession of a waiting TF-22 aircraft. The TF-22 has its autopilot set 
for the optimum route to the Cyberia Complex, as well as an onboard tacti­
cal computer for combat. 

Once the TF-22 delivers you to the Cyberia Complex your orders are to 
infiltrate the base and find out just what the hell is going on ... 

OIFF=IC:ULTY 

There are two difficulty parameters for a game of Cyberia. You can individu­
ally set the difficulty for the arcade portions of the game and the puzzle 
parts of the game IBLADE.51 as shown below: 

Difficulty can be set ta Easy, Medium, or Difficult. Easy arcade and easy puz­
zle cannot be chosen together; because the game would be too simple. 

We highly encourage experienced gamers to choose the difficult levels; the 

-----------------------------------------------------------------------------
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medium and easy levels were especially designed for people who are not 
used to video games. 

Difficulty cannot be changed once a game has been started. 

WAL.KING 

To control ZAK, use the arrow keys on your controller. Cyberia uses a nodal 
system for ZAK's movement. A node is a decision point, a place where you 
can change direction or perform an action. ZAK walks (and somettmes runs 
depending on the situation] from node to node. To move ZAK to the next 
node in the direction he is facing, press the up !think of it as forward! arrow 
key. Pressing the left and right arrow keys will rotate ZAK while he is at a 
node, if any other paths are currently available to him. 

Once you move ahead, ZAK will walk in that direction until he reaches the 
next node. However, while walking you can turn around 180 degrees 
and head back to the node you started at by pressing the down !back­
wards) arrow key. ZAK will automatically stop at the next node unless 
you hold down the up arrow key, in which case he will continue to walk 
forward. 

Tip: Once you know your way around, you can walk and turn without inter­
ruption by keeping the up (forward! arrow key pressed and simultaneously 
holding down either the left or right direction key. Remember, this only 
works if there is a pathway available in the direction you wish to turn. 

NarE: Whenever ZAK stops at a node, if is highly recommended that you 
use your direction keys to discover all of the possible directions that ZAK 
can move. 

TAKING AC:TION 

In some instances there will be an object or item of interest directly in front 
of ZAK. If you wish to explore/examine further, press the up (forward] direc­
tion key. 

If a character confronts you with a verbal request, you have two options. 
You can comply with their request, or try to blast them with your arm-gun. 
The "C" button fires your weapon. Remember, you can only fire your 
weapon if there is someone to fire at. 

While in combat, you aim your weapon by moving the direction keys 
toward your enemy and then pressing the "C" button to fire. In most cases, 
ZAK will be able to duck behind a wall or an object to avoid being hit. ZAK 
cannot fire while ducking for cover. 

CVB/Sillfl•A ™ 
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• ZAK wears BLADES; Bi-optic Low Amplitude Displayed Energy System. 
These special cybershades allow ZAK to perform three distinct functions that 
will help him complete his mission. 

lnfraRed/Thermal Scan - This scan will detect any emissions in the lnfraRed 
spectrum, as well as traces of heat. This is a very sensitive scan. and the 
BLADES on-board computer will determine very accurate levels for any areas 
of lnfraRed or Thermal energy it finds. This scan will also cause minor heat 
flux in the area being scanned. To activate this scan. press the "X" button. 

Magnetic Resonance Imaging - This function allows you to "look through" 
an object, and can reveal important clues about how an item works. 
Activate by pressing the "Y." 

BioScan - This will scan the immediate area for traces of BioMass (organic 
matter!. The BioScan has a very limited range. Press the "Z" button to use 
the Bi□Scan. 

Each time you use one of the BLADES functions, it will begin to drain the 
built-in battery system. However, the system recharges quickly, so if you 
find yourself out of power and wanting to use the BLADES again, walk 
around to give the system time to recharge. To exit BLADES, press the "C" 
button. 

MANIPULATION 

In some instances you will need to press buttons, or perform similar tasks. It 
will be clear when this is the case-you will see ZAK's hand in front of you 
on the screen. Use the arrow keys to position ZAK's hand, and press the 
"C" button to perform an action, such as pressing a button. 

AIFIE30FINE 

In order to reach the Cyberia Complex, ZAK will have to cruise the skies in 
the TF-22 TransFighter. 

IJN7FJJ!ftP J:.J V™ 5 
-----------------------------------------------------------------------------



• 
■CYBERIA 

■PRO.JECT DESCRIPTION 

The TF-22 is equipped with AutoNav, a computer-controlled piloting and 
navigation system. However, this particular TF-22 has a weapons system 
glitch. You will have to fire the weapons manually. 

The route to Cyberia will take you 
through seven hostile enemy sec­
tors. Before entering a sector you 
will be shown a mission briefing, 
along with current tactical data 
essential to completing the mission. 

Each mission has a specific goal 
that must be accomplished, and the 
mission is not over until that goal is 
fulfilled. If you fail a mission, you will start over at the beginning. 

You get a cockpit view of the approaching terrain and bogies. The computer 
will often verbally inform you when a target is acquired. You control the tar­
geting crosshair with your control pad. Press R-TRIGGER to switch between 
standard mode and aircraft mode. In aircraft mode, pushing "up" on the con­
trol pad will move the crosshair down, and pushing "down" on control pad 
will make the crosshair go up. In standard mode, pushing "up" on control 
pad will cause the cursor to move up and pushing "down" on control pad 
will move the cursor down. In both modes, left is left and right is right. 

Fire the TransFighter's weapons by pressing the "C" button. The computer will 
box targets with horizontal brackets. It will often take more than one hit to 
destroy enemy targets. Enemy targets are bracketed with yellow brackets. 
Some targets require multiple hits to destroy. When you score a hit on such 
a target, the yellow box will change to a dark red. If you hit an enemy and 
the targeting box disappears, then the enemy has sustained critical damage 
and is no longer a threat. 

fi 

During some missions there 
may be blue target boxes. 
Check the Mission Orders 
for specific information 
regarding blue target boxes. 
Your heads-up display, or 
HUD, contains information 
about the status of your 
ship. The gauge at the top 
right displays your Shield 
Levels. This gauge will flue-

------------------------------------------------~----------------------------
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tuate depending on the amount of enemy hits your ship takes. The gauge 
at top left shows the energy available to !:JOUr firing control system. Shield 
and Weapon Systems automatically recharge when not in use. The gauge 
at middle left displays hull damage, and is not rechargeable during flight. 

After each mission you will see a mission raHngs screen informing you of how 
well !:JOU performed on the mission. The information also includes how much 
damage you sustained, as well as an overall mission performance raHng. 

NorE: The TF-22 is equipped with internal repair capabilities, so after each mission 
your TransFighter will be restored to full operational capability for the next mission. 

MILESTONES 

As you progress through Cyberia, you will reach different milestones. 

To load a game, press "/Y: button to enter the menu system and choose 
Load Game. To go directly to menu, press the "Left Trigger" button. 

You can resume the game from any milestone that you have passed. 
Milestones are graphically repre-
sented as shown below. 

Milestones are shown in the 
order reached. The highlighted 
milestone will be in color. The last 
milestone that you passed will 
be at the bottom right. Move the 
highlight with the arrow keys. 

Press the "[" button to resume a 

~­f" I ,~ ii 
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game from that point. If all of the milestones will not fit on one screen, the 
screen will automatically scroll when you press the arrow keys. 

.. 
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MENU SYSTEM 

Press "If button ta enter the menu system. The menu system allows you ta 
change the game parameters. 

The main menu contains the fallowing items: 

Controls curser speed I-LI Pad Speed 

Continue 

Load 

Restart 

Exits the menu and returns you ta Cyberia 

Load game (start at a milestone! 

Restarts game 

Quit Exit Cyberia 

At the tap of the menu is the volume control box. You can set the volume at 
four different levels from O (off! ta 3. 

ACCITIONAL CONTFIOLS 

In "Charlie" Sequence, "Z" activates smart bomb (instead of "Enter"!. 

"B" activates "gamma correction levels" (game brightness). 

MOUSE CONTROLS 

Right Opens main menu or cancels current operation, depending 
on the situation. 

Middle Activates smart bomb. 

Left Fire or selection depending on the situation. 

Start Toggles pause on/off-also starts game when title screen is 
displayed. 

MISSION STICK CONTROLS 

All functions are identical except: 

"A" button is the action button. 

"C" button brings up the menu screen 

It is recommended that the Mission Stick be used for shoaling sequences 
while the gamepad is used for exploring and puzzle sequences. 

SUPPORTED INPUT DEVICES 

Sega Gamepad 
Sega Mouse 

Sega Mission Stick 
Sega Player Sega Virtua Stick 

C:VB/Ellll6A'" 
-----------------------------------------------------------------------------
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■ZAK'S DIARY 

Start from the beginning. That's the hard way, it's always easier to 
start from the end and back up, retreat, that's the easy way. But I 
don't do things the easy way, so I won't tell the story the easy way. 

The beginning was about 2010, maybe earlier, I don't remember. I 
was born, and some people say they remember being born, but I 
don't. I was brought up, and I should remember more of that than I 
do now, never mind why, maybe I could explain, maybe later I will. 
There were apartments, schools, houses, people who called them­
selves aunts and uncles, people who didn't. There were people who 
might have been a family. They're the hardest to remember. 

Some years back, couldn't be too many, how old am I, after all? I'm 
probably still a "teen-ager," what they said in the old videocassettes. 
Anyway, my memory starts to burn about then, scooting through 
dark alleys into abandoned basements ... I can remember from then 
on. Probably be better if I remembered the first part and forgot the 
later years. Not my choice, though. 

None of it is anything anyone would be glad to remember. I've done 
old videocassettes, even seen some library books. I'd be very glad 
for some of those memories, the lemonade under the shade trees, the 
ruby sunsets: so glad to see red in the west like rubies and not like 
blood. Nothing's glad any more. But I need to get back to my story. 

We were in the basements, crawling the wires, grabbing tubes and 
boxes, hooking wires to boards, boards to wires, things to things. 
Some of us knew some things, others knew other things. Things. 
Grab a bill of lading from Taipei to San Francisco, grab a purchase 
order from Houston to San Francisco, land out with a wild shipment 
to our neighborhood. I got my BLADES that way. Grabbing things 
and landing them out. Grabbing the Third World and the First World. 
What were we, maybe the Sixth World? It worked for us, we were 
glad, Worlds One through Five or however many hadn't worked for 
us, we hadn't worked for them. Finally we had a World that worked. 

World Six worked fine for years, maybe three, maybe four. We got 

II N1rta/Jif P4 I& w · g 
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what we. wanted, got most of what we. needed, didn't hurt anybody 
who couldn't take. the. hurt easy, we. we.re. sitting on top of the. world, 
like. the. old songs say. 

Strange., you th ink about it, I don't re.member anybody else. doing old 
songs, library books, only me.. Course., Karo did wall-hanging things, 
like. frozen videos, called them "oil paintings," we. couldn't see. any 
oil on them, so maybe. that was like. me. and the. songs and the. 
books. Then the.re. was Arla, she. did old music that didn't have. 
songs in it. Zak, she. said, you don't always have. to sing along, you 
can let it go by itself. And we. we.re. all sitting on top of the. world. 

Except we. weren't on the. top, we. we.re. on the. bottom, in the. aban­
doned basements with the. junction boxes, and we. we.re. shiny and 
glad, but the. other worlds we.re. big and me.an, and the. glad didn't 
last. I miss Arla, I hope. she. wasn't wrong, I guess I'll never know. 

I looked over the. words I cut last night, and I said "Zak, you're not 
blindingly cohesive.." Not hard to understand-two days in the. 
Pentagon, nothing to grab, wake up, eat, walk the corridors clock­
wise, eat, sleep or don't. While. you can't sleep, there's the. net to cut 
words into. First night, I wanted to break the. he.t box, I wanted to 
break it all, but cooler he.ads prevailed. "Cooler he.ads prevailed." 
Where did I hear that? Some 20th century videocassette., probably. 
The.re. weren't any he.ads but my own, and that one wasn't so cool, 
but I must have had enough sense. not to break the. place. I was 
going to spend the re.st of my life.. 

My life.. I cut the words last night, and they're cut and burned, and I 
can't get them back. So I'm cutting words for the ages, or at least for 
the FWA, the Free World Alliance., a name that might be. made. more. 
accurate., and I'll try to make what I say understandable. to young 
and old. "Young and old." Where did that come from? Burt Lancaster 
and Gina Lalla? Are. there. any circuses any more? Not in the corri­
dors of the. Pentagon . 

.... 
-----------------------------------------------------------------------------
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But I'm cutting words, they used to call it "writing," for the ages. 
Maybe just for William Devlin, Mr Devlin, Sir, but I pretend the words 
will last, the story goes pervasive, Century 21 meets Winnie The 
Pooh. Not Mr Toad, of course, Mr Devlin, perish forbid, oh no, Zak 
your tame Sixth Worlder is completely absolutely indubitably under 
your control, nothing will break, everything wil l be glad again. You 
know none of this can leak back to the Sixth World, maybe Seventh 
by now, or you wouldn't let me cut the words. They're for the ages. 

Woke up early this morning, signed on, looked at the words I cut last 
night and the night before, what's happening to me? Try cutting 
some words before breakfast, might have a half an hour. 

My theory. 

I feel fine, never better, no problems there, I could do pushups with 
my left hand while I'm cutting words with my right. Not likely for a net 
felon locked in the Pentagon to feel so good. 

I think bizarro. I'm OK now, but the words I cut the last two nights 
were clearly not cool-headed. Not clear-headed. 

Conclusion. 

Dope. Kindly Mr Devlin and the Eff Wubble You A are building my 
body and breaking my brain. Steroids, hallucinogenics, wish I knew, 
old Karo could tell. 

Karo. Karo would have the sense to say "Zak! You cut your nice the­
ory flat into the net! For half an hour, you couldn't unhook your fin­
gers from the part of your brain you found in the morning light??" 

Righ t, Karo, you're right. Erase today, breakfast's coming. 

<Block Begin> <Block End> <Delete> 

!INetwork Reinstate)] 
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Nothing tonight or last night. Waiting for more cooler heads to show 
up, then maybe we can all prevail. Like a tree that stands before the 
water. Where's Karo? Where's Arla? Daddy said a friend's better than 
a password. Hard to believe Daddy was right, even one time. But he 
held some good songs, on those big black vinyl disks. "Stone cold 
dead in the market." Daddy hit the streets, the market, the bricks, the 
riot cops. I hit the tunnels, the basements, the cables. Daddy, I still 
hold the songs. "Delia's gone. One more round." Aria's gone. 

It's dope, yeah, it must be dope, but I miss the people, I miss Daddy, 
he's dead, I miss Karo and Arla, they're probably dead, but that 
won't keep me from missing them. And I miss my BLADES. Maybe 
more than the people, and that's a bizarro thought, but I MISS MY 
BLADES! 

2! .. / .. 5 /2!7 

Sittin' down here in Pentagon Farm. No cooler heads here yet. Gettin' 
ready to break things here, boss. Only glad thing is I can still cut 
words. No no, they can't take that away from me, but they could, and 
I don't know why the!d don't. What do they, what does Mr Devlin, 
have me here for? What do they want me to do? "You got me doing 
what you wanna, Bab!:J, Baby, what you want me to do?" 

CYrB/J.fRIAl'" 
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FllOV THE l'ASHINCTON (DC. USA) POST-AMEJUCAN. 21 A.UCUST. 2018: 

The Strange Story of BLADES 
Niche Technology: One of an Occasional Series 

The Bioptic Low Amplitude Displayed Energy System (BLADES) 
device, one of the first successful nanotechnological applications, is 

something to wonder at, and something to wonder about. 

BLADES look like wrap-around sunglasses, and for most people, that's 
all they would be. Not the first step into an unimaginable future, but just 
a high-tech set of sunglasses, sturdy enough to protect against an errant 
elbow (remember Kareem Abdul-Jabbar's goggles?). For some people, 
wearing a high-tech look-at-me pair of armored sunshades is worth sev­
eral thousand dollars. For most of us, we'll settle for over-the-counter 
nonprescription shades from the local discount mart, and wonder how 
BladeCo stays in business. 

Just barely. BladeCo, the pioneer of commercial nanotechnology, bet 
its fortune, the capital of its closely-held stockholders, on BLADES. 
Nobody is working on BLADES 2; the remaining employees are busy on 
the next product, and the powers that be at BladeCo won't talk about the 
new project. 

One of those powers, however, told your Post-American reporter about 
BLADES. She \.Vas wearing her own BLADES; I could tell that they did 
more than keep the glare out of her eyes. 

P-A: BLADES were the first nanotech product on the market. What 
went wrong? 

BladeCo: Nothing went wrong. Would you care to rephrase your ques­
tion? 

P-A: Were BLADES the success you had hoped for? 

-----------------------------------------------------------------------------
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BladeCo: How many new companies have ever had the success they 
hoped for? You could probably name two. If you're smarter 
than you look, you might name five. BladeCo is making it, 
we're still successful, and we have great hopes for the future. 

P-A: \Vhich we can't talk about now, of course. We're still interested 
in BLADES. What can you see through them? 

BladeCo: More than most people, I admit. Our test audience was skewed. 
We're going to do better. But everybody in-house could use the 
BLADES, some of us very well, and we frankly disregarded the 
possibility that the mass of humanity would see BLADES as no 
more than decoration and sunscreen. 

P-A: Tell me more about what you can use BLADES for. 

BladeCo: Infra-red, of course. Anyone who can push a button and turn a 
dial can see in the dark. It's just sunglasses turned upside 
down or backwards. You understand? It turns the dark to light 
and the light to dark. It takes some getting used to, but anyone 
can do it. And there's communication. The BLADES can 
receive transmissions, like a fax or modem. 

P-A: What else? 

BladeCo: Well, now we start getting into the nanotech features. You can 
flip the BLADES into bioscan mode, which detects living 
organisms. I can, anyway, but probably you can't, unless you're 
a BLADES user. Are you? 

P-A: No. 

BladeCo: Well, that's the thing. It takes time and practice to get used to 
the BLADES, and it takes the BLADES time to get used to you. 
Most people don't have the patience, and a lot of people just 
don't have the talent. It's kind of like a K-9 officer and her dog 
learning to work together. 

P-A: BLADES can sniff out drugs? 

BladeCo: Maybe. That brings us to the final mode of the BLADES, the 
infoscan mode. It doesn't work at all for many people, for many 

CYIS5R6A"' 
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more than we expected. For the people it does work for, it's 
always different. Some can ID chairs, doorknobs, things they 
wouldn't need BLADES for. Others, the ones with the talent 
and dedication, can ID every part of a complicated machine. 
Or, as you say, get a chemical analysis of a medicine cabinet, 
once they and their BLADES have learned to work together. 

And this is the story of BLADES. Designed to be an indispensable part of 
mankind's everyday existence, BLADES turned out to have a market of 
only the very few with the talent, skill and dedication to make them 
work. 

After all, how many people are K-9 officers? 

6NTA'IIBPILAV" 
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SUPEI\CAI\CO INFORMATION CAllD FOU TRANSJ:ICHTER MODEL TP-22, PC. I 

Welcome aboard! 
If this is your first trip aboard the FWA DLM Model TF-22, please 
take the time to read this card and make yourself familiar with the 
craft. If not, please refresh your memory. After all, very few peo­
ple make a trip like this every day! 

BEFORE READING FURTHER, YOUR SEAT HARNESS AND 
PROTECTIVE HELMET SHOULD BE IN PLACE AND SECURE. 

The TF-22 craft is the pinnacle of fWA tactical ait power. She 
clears the sky, and gets where she has to go. As a valued passen­
ger, your destination is her destination. 

The TF-22 is fully cyberdriven. From takeoff to landing, through 
climate control and cabin lighting to food service and beverage 
delivery, every detail has been foreseen by top FWA aero experts! 

On normal cargo missions, the TF-22 has achieved an exceptional 
92% success rate over the past three years. Even more effort is 
expended on passenger missions such as yours! 

Arrival at your destination may require military activity. Please 
remain seated until the marked exit doors open. Please examine 
the diagrams to ascertain your position relative to the features of the craft. 

Further information, advice and instructions will appear on your 
seatscreen (or BLADES, if you are so equipped) when the flight 
pl-an is established and the trip is under way. 

Sit back, relax, and have a pleasant trip! 

'l'RA HSFrCHTER MODEL TF-22, 
no NOT R£J/OYE FROJI AJRCRAJ'7: 
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DREW MARKHAM TOO□ GANTZLER 
Director GEORGE KARL 

FRANCK DE GIROLAMI 
Character ArirmaHon 

Project Manager ROBERT STAHL 
CLAIRE PRADERIE 

JOANWOOO AUGUST JOHNSTON 
P1oducer DREW MARKHAM 
ROBERT STAHL Map Palnllng 
Alt Dlrecto, CLAIRE PRADERIE 
BARRY DEMPSEY RONNIE JOE BLACKBURN 
Computer Animation AUGUST JOHNSTON 
Tecnn1ca1 Director MATHEW BEANE 

DREW MARKHAlv1 
MICHEL ROYER 2DAnlmallon 
Technical Director 

JASON KAEHLER 
JOHN P. ORNELAS, JR 
Human Chamcter 

Director or Digital Articulatton Engine 
Photog,apl1y 

FRANCK DE GIROLAMI 
AUGUST JOHNSTON PIERRE SCHIRO 
Real Time lntegralroo Programmers 

PIERRE SCHIRO JA1v1ES 8. THOMAS 
Lead P1og@mme1 W1iter Addihonal 

JASON KAEHLER Elements 

AUGUST JOHNSTON CHRIS MORROW 
30 Modeling Additional Puzzles and 

BARRY DEMPSEY lnsplraHon 

JASON KAEHLER RONNIE JOE BLACKBURN 
Ughhng Produchon Assistant 

BARRY DEMPSEY JOHN BATTER 
JASON KAEHLER Business AlfalfS 
AUGUST JOHNSTON 
An1mahon 

6NFIERP&,. • y· 

KIMBERLY WEEKS 
Coordlnalor 

ELIZABEll-l STORZ 
Produchon Secretary 

STEPHEN R. GOLOBURG 
System AdmlnlStraHon 

FOR HEADSPACE: 

THOMAS DOLBY 
MIKE KAPITAN 
Composer 

ALBERTO GARCIA 
Sound Effects 

CUFBRIGDEN 
Sound Mixer 

LAURENCE FASO 
Project Manage, 

MARY COLI.ER 
Adm•nist@Mon 

LAURENCE FASO 
Voice-Over SupeNlsor 

DREW MARKHAM 
KATHLEEN BELLER 
PHILIP L CLARKE 
ROBERTA FARKAS 
JOCELYN BLUE 
GREG BERG 
voice Over Talent 

■CYBERIA 

■CREDITS 

FOR INTERPLAY: 

DENNIS M MILLER 
Pmducer 

NICKOORAN 
Tecnrncal Writer 

JAlv1ES 8. THOMAS 
Cyberla Book wmer 

ULISES GERARDO 
KEN HARRIS 
Cyberla Manual & Book 
Designer 

BRUCE WARNER 
Manual Editor 

JEREMY BARNES 
Director of Ouallly 
Assurance 

JIM BOONE 
Assistant Director of QA 

DEREK BUULARD 
Lead Tester 

BILL DELK 
ALAN BARASCH 
MICHAEL MOTDDA 
QUINN SUMMERS 
LARRY SMITH 
SAVlNA GREENE 
DANIEL HUFFMAN 
Quality Assu@nce 

SPECIAL THANKS TO 

PAUL KELLNER 

THE PROGRAMMING 
WIZARDS at CELERIS 
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■CYBERIA 

■CUSTOMER S UPPOR T 

If you have any questions about this, or any other Interplay product you can reach our 
Customer SeNlce/Technical Support Group at: 

Interplay, 17922 Fitch Avenue, !Nine. CA 9271.ll Attn: Customer SeNlce. Customer SeNice is 
available 24 hours a day through our Automated Customer SeNice system. with a 
Customer SeNice representaMve available during normal busln13s hours at (71Ll l 553-
6678. 

Please have your S!:JStem information available, or bel'ter yet try to be at your computer. 
The more detailed informahon you can provide our support personnel, the better seNice we 
can provide you. 

HlnHlne 
If you need a hlnl about game play, you can call our hlnttine at 1-900-3 70-PLAY The 
charge for this seNIce 1s $1.25 for the ftrst minute and $.75 for each additional minute. All 
hint questions must be directed to this ·goo· seNlce. No hints will be given on our 
Customer SeNice lines. You must have a touchtone phone to use this seNice. The hinNine 
Is open 2LI hours a day. All long distance charges are Included In these prices. Callers 
under the age of 18 must get parental permission before calling lhe hlntllne. The hlnNine Is 
only available 1n the U.S. Charges subject to change without notice. 

If you have a modem. you can reach us at the following: 

The Interplay BBS: We have a 2Ll-hour. 7-day a week multlllne BBS available for customer 
questions. support and nxes The number ls 71Ll -252-2822. Modem settings are 300-
28.Bk Baud. V.32bls. V.Ll2bls. 8-N- I. You also may contact our 885 over the Internet 
Telnet to bbs.interplay.com. This is a free service. 

Amertca Online: You can E-mail lnterpla\,J Customer Support at IPTECH. To reach our 
Customer Support board 1n the Industry Connection. press CTRL-K for 'Go To Keyword: 
Then type INTERPlAY in the Ke\,Jword window. In addition to reading and leaving mes­
sages, \,JOU can download fixes and demos from the ·soflware Libraries: 

CompuSeNe: We are available for IBM and compatible on-line support. We are located 1n 
the Game Publishers B Forum. type GD GAMBPUB at any T prompt Then select ·section 
LI" for lnterpla!d Productions. You can leave technical support questions there. You can also 
download nxes and demos from Library 4 In GAMBPUB. The best place for game play 
hints about our games is in the GAMERS forum. If you are not alread\d a CompuSeNe 
member. \dOU can call CompuSeNe toll-free at l-800-52Ll-3388 and ask RepresentatiVe 
#3SLI for a free introductor\d membership and a $15 usage credit. For game pla\:I hints look 
in the Gamer's Forum (GO GAMERS). Besides technical support for lnterpla\:I products. 
CompuSeNe offers man\:I other seNlces, Including communications. reference libraries, hard­
ware and soflware support, travel, games and much more. 

GEnle: We are located in the Games RoundTable b!d Scorpia, type M805: I at an\:I ·7· 
prompt. Then select ·categofl:I 13· for ln~erpla!J Productions. Fixes and demos are avail­
able in the lib@ries. 

PRODIGY lnteracNve Personal SeNlce: You ma\:I send mall dlrecN!J to us. Dur ID is 
"PLAY99B". 

Internet: You can reach lnterpla!d b!J sending Internet E-mail to ·support@lnterpla\:I.COm". 
Man\:I Interplay demos and patches are available at Internet RP sites. To vIsIt our World 
Wide Web site, prnnt your browser to: 'http:/ /www.1nterpla\d.Com· or \:IOU ma\:I ftp to 
~p.inteplay.com. 
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INTERPLAY UMITED 90-0AY WARRANTY 

■CYBERIA 

■LIMITED W ARRANTY 

lnterpla\J warrants to the orlglnal consumer purchaser of this computer software product 
that the recording medium on which the software programs are recorded will be free from 
defects in material and workmanship for 90 da\JS from the date of purchase. If the record­
Ing medium Is found defeclive within 90 days of original purchase, lnterpla\J agrees to 
replace, free of charge. an\J product discovered to be defective within such period upon 
receipt at its Factor\j SeNice Center of the product postage paid. with proof of date of pur­
chase. This warrant\J Is limited to the recording medium containing the software program 
origlnall\J provided b\J lnterpla\d and is not applicable to normal wear and tear. This warran-
1\,1 shall not be applicable and shall be void If the defect has arisen through abuse, mis­
treatment, or neglect. An\J implied warranties applicable to this product. Including warranhes 
of merchantablllt\d and fitness for a parllcular purpose are disclaimed. Interplay disclaims all 
responsibllit\d for lncldental or consequential damages. 

Some states do not allow llmltatlons as to how long an implied warrant\:) lasts and/or 
exclusions or limltaNons of Incidental or consequenttal damages so the above limitations 
and/or exclusions of liablllt\d ma\J not apply to you This warrant\:) gives \JOU speclMc rights, 
and you may also have other rights which var\J from state to state. 

Ufehme Warrant\,J 

If the recording medium should fai l after the original 90-da\J warranl\,I period has expired, 
\JOU may return the software program to lnterpla\J at the address noted below with a check 
or money order for $5.00 (US. currenc\Jl. which Includes postage and handling, and 
Interplay will mall a replacement to you. To receive a replacement. \JOU should enclose the 
defective medium (Including the original product labell in protective packaging accompa­
nied by: ( I l a $5.00 check. 121 a brief statement describing the defect. and (31 \JOUr return 
address. If you have a problem with \,]our software. you may wlsh to call us first at (71Lll 
553-6678. If \,lour media Is defective and a replacement is necessary. U.P.S. or registered 
mall is recommended for returns. Please send the defective disc(sl onl\J (not the box! with a 
description of the problem and $5.00 to: 
WARRANTY REPLACEMENTS 
Interplay 17922 Fitch Ave.. INlne, CA 9271 Ll 

System Upgrades 
lnterpla\J has a system upgrade policy. At an\J Nme after purchasing an\d lnterpla\J product. 
you ma\J send us your original CO and a check for $25.00 (U.S. fundsl and we will 
replace your CO with the version for another computer system that \JOU specify. IThls price 
IS subject to change.) 

Copying Prohibited 
This software product and the manual are cop\Jrighted and all nghts are reseNed b\J Xatrix 
Interactive Design, Inc. and Interplay Productions and are protected by the cop\Jrlght laws 
that pertain to computer software. These disks are not copt,J-pr□tected. This does not mean 
\JOU mat,J make unlimited copies. You can back up the disk for \JOur own personal use, but 
Ws illegal to sell. giVe or otherwise distribute a COP\J to another person. Copt,Jright 1996 Xatrlx 
Interactive Design, Inc All rights reseNed. (\Jberta IS a trademark of Xatrix Entertainment. Inc. 
Published and distributed excluslvel!J by Interplay ProducNons. 
NOTICE Interplay reseNes the right fa make modifications or improvements to the 
product described in this manual at any /1me and without notice. 

............. y~ W!II 
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INTERPLAY'S WORLD WIDE WEB SITE 

"Welcome to the Interplay Web! As a company dedicated to providjng innovative, 
high-quality interactive entertainment software, we are always striving to stay as 
close as possible to the leading edge of technology. This Web site is the latest 
exan1ple of our ongoing effo,t to provide a wealth of information and oppo1tunities 
to you. 

As a company of fanatic gamers, we love the idea of gamers all over the world tap­
ping into cyberspace to see, touch and feel our latest games. No hype, no market­
ing campaign; just great games. To make it work, our goal is to keep this site fresh 
and new, to make it a place where you can tell US what you like about our 
games ... and what you don't like about the1n. So use the feedback options on these 
pages and sound off. 

Enjoy your visit in our Web site, explore all the different areas we have to offer, 
and come back soon. Check us out in the weeks and months ahead; we will be 
introducing new and exciting areas for you to experience. 

Once again, Welcome!" 

Brian Fargo 

HOW TO 
GET THERE 

lnterplald·s World 
wide Web site is an 
Internet seNice 
designed to give 
ldOU the latest infor­
maHon about 
lnterplald and our 
products. 

The site features 
our demos. 
upgrades. product 
informaHon and 
ordering informahon. 

From ~our Internet 
account, point ~our 
favorite browser 10: 

Netuope: In1erpJo troouc-ttoos Uomc Pa e 

fl, I ~ I ~ ~,.:. I 8 I • ~ I • 
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~-- 4t•I 
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http://www. interplay. com 
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