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ABOUT VELOCITY

At Valocity, it's our goal to craate only the
vary bast of computer games. But it izn't
aasy. We've learned that the recipe fora
great computer game isn'l simply a mat-
ter of programming. A lot of it has to do
with intangible gualities—things like un-
darstanding the intrinsic naturea of fun,
constantly pushing tha envealopea of your
craativity, maintaining a design intagrity,
and most of all, learming how to atay
young at heart. We hope our approach
works and that wa've delivered some
solid antartainmant valua to youl

Cpan your mind and read on. Spactre
VIR will draw you in, hold you and, wa
hopea, devour any free time you may
hawve. Enjoy!

About Specitre VIR

Get ready for an all new surge to the
alectronic adrenaline rush of the year! In
this sagusal to the bestsalling smash hit,
you can soar abowve it all with your
cybarcraft. You now have smart weaap-
ans like Pulsabursts, Spinnars, Smart
Missilas, Proximity Minas, Cybarblasts
and Scattershots! Escape through
Transporter Gates! Submarge into
negative cyberspace! And finally, by
using our optional virtual reality aditor,
VRchitect, you can even design virtual
worlds to play in later and share with
your friends! Mow you can play eight
playars over a natwork!

Unsurpassed Range of
Features

=  Build your own virtual world with our
ViRchitect cybarspace aditor,

= Hower, soar and glide over the virtual
warld of your design.

*  Raeal-time artificial intalligence gives
teams of enemies challeanging tactics.

= Battle Slicers, smart Acid Pools,
cloaked robots, fiylng Hunter Killers and
deadly Orbiters.

= Use Cyberblasta, EM-Pulzae amitters,
Smart Miaszlles, Sesekerzs, grenades,
Proximity Mines, Scattershots and
Spinnera.

= Y%ou still ase Tranasporter Gates,
Cybarmud, intalligent Acid Pool
guardians, lce, moving walls, mazea levala
and submearganca devices that let you
axplore nagative cybarspace.

= This game is aven mora addictive
than bafora!l

= Matwork gamas have baan anhanced!
Mow you can play with eight participantsa

=

in over a dozen eanhancad network sce-
narios, including Strafe City. Gybear
Dagfight, Maze Rally, Bitball, Suparf&rana
and Cyber Soccer,

GETTING STARTED
Welcome to Spectre ViRl

I you're naw ta Spactre VE, wae think you
will find it to be one of the most enjoyable
games you've ever played. We have
tried our best to combine high-speed
graphics, addictive gameplay, network-
ing capabilities, intense action and fun!

Plaasa reaad tha Read Maea file on the disk
for any last minute information,

How to WUase This Manual
Experienced LIsers

If you're familiar with your computar, you
should skip to the sections lnstalling
Spectre VA and Running Spectre VA.
Then select Play from the Main Menu to
start. Hey, nothing toit, just do it! To learn
about the keyboard layout, simply refar
to the Quick Reference Card. This will
get you started.

Alew Compulter Owners

It you're new 1o PCs or Macintash com-
puters or have never usad a product like
this before, this chapter is for you.

It you see computer-related terms that
ook unfamiliar to you, you should consult
the manual that came with your com-
putar.

Specire VIR should run on most newer
PCs and Macintoshas, Following is a list
of the aguipmant regquired o run the
A,



REQUIREMEMNTS
For WMacintosh

STARTUFP OPFPTIONS
Macintosh Options

Spectre VA requires the following equip-
mant in order to run:

A Macintosh Classic or better.

At least 3 MB RAM under System
5.07.

Or at least 4 MB RAM undear System
7.1

A 3.5" disk drive.

A hard drive with at least 3 MB free (&6
MB free for full installation).

We also recommend that yvou usa:

= A Macintosh with at least a G020
ProcCessor,

= At least 4 MB RAM for full graphics
and sound capabilities.
An B-bit color card and monitor.

= DuickTime varzion 1.5 or later to play
the optlonal QuickTime movias.

RUNNING SFPFECTRHRE VR

AMaescintosh Users

= Step 1 Double-click on the Spectre
VAR Icon in order to start playing.

= Step 2 Enter the sarial numbeér
BIAKGRUS. You have to do this step
only aonce.

Please note that your ald Specire Ver-
sion 1.0 serial number won't work with

Spactra VA.

FMarme and Serial
Mumber Dialog

If you have a Macintosh |l with a color ar
gray-scala monitor, Specire ViR will au-
tomatically boot up in the bast available
video mode. In order to view the game
with filled polygons and gradient back-
grounds, rathar than vector lina repre-
santations, you nead to have at least 3
ME of free RAM in your system.

Hawving Trouble?

It the any of the abowve didn't work cor-
rectly for you, there may be someathing in
your computer system configuration
causing trouble. Spectre VA has baean
tested on all types of PCs and
Macintoshes, butilis impossible 1o sirmu-
Iate aach user's individual configuration,
espacially if you are using third-party
hardwars or a sizeabls numbear of soft-
ware IMITs or TSHs,

Plaase consull the Troubleshooting aec-
tion if you're still having trouble.



A SHORT TUTORIAL
Experienced Users

If you're familiar with Specire, just start
playing! The only difference in Specfre
VR s you can now eadit the motion
controls and there's one more button for
selecting an optlonal weapon, Simpla,
hiah?

Mew LiIsers

If you're new to Spectre VA, this tutorial
was written specifically for vou! With a
couple of keystrokes you will learn some
of Spectre VR's most important features
and ba up and playing in minutes.

The instructions on the preceding pages,
should enable you to launch Specire VA.
COnce the Main Menu appears on your
screen, select Play by clicking on it with
the mouse or pressing either the [P] or
the [Return] key.

After selecting the Play button, the
Vehicle Selection dialog box appears.
Choose the Balanced wvehicle for this
firsttime. Each vehicle is useful for various
strateglies and has its own strengths and
weaaknesses. Select the wehicle by
double-clicking on the animated icon,
clicking on the Play button with the mousea
or prassing the [Return] key, The words
Level 1 spin up on your screan, You will
then descend into the Arena.

Motice the keyboard layouts, If vou have
a standard keyboard, with a numeric
kaypad included, the [B] and the [2]
mova you forward and backward. (If you
have a different keyboard, pleasa look in
the FPlaying Specire VR ;| Maneauvering
Your Vehicle section in order to study
how the ayatem remaps the keyboand for
your particular configuration). The [4]
and the [6] keys turn you 1o the left and
right. Try the [4] or [8] key and hold it
down. Do you saa an enamy Spactre
approaching you? Right about now, it
should be firing at you, and your vahicla
should be taking a hit or two. Adjust tha
direction with the [4] and [6] keys until
you have lined up the enemy Spectre in
yvour sights, and then press the [Space
Bar] to fire your cannon. If you hit the
Spectre, it will blow up. Do this for any
other anamy in your sights,

Now try the [8] key in combination with
the [4] or [B] key to practice moving
around in the Arena. Also, the [7] and [9]
keys work as well. When an enemy s
firing toward you, you can evads its shots
by using tha [1] and [3] keys o weave as
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you retreat. You can also fire as you are
retreating. Practice maneuvers like this
to get used to moving around effectively.

it you prefer, you can press the [Takb]
kay, and this will give you an axtarnal
camara view. Prassing the [Tab] key
again brings you to an overhaad map
view, and a third timea toggles you back
into tha internal cockpit view. Usa tha [+]
and [-] keys to zoom in and out whila in
tha axternal and overhaad map views. In
the forward view, you also have a radar
in the upper right corner that allows you
to locate enemy Spectres, Ammo Dumps
and flags. Y our cybercraft ia in the middla
of the radar and the Areana rotates around
Your position.

The single player game is played in levels
of increasing difficulty. To complete a
lewvel, you must collect all the flags on
the lawvel, while avolding or destroying
the anamy Robot Spectres. Drive
arcund untll yvou sea a flag. To collact a
flag. run owvear it. If you saa a Spactra,
shoot it. You receive an axtra bonus if

you dastroy all thae Robot Speactras during
a lavel before collecting all flags.

If you haven't returnaed to the intarnal
view, do so now by prassing the [Tab]
kiny onoca or iwice. Thara are a faw othar
things yvou should note. First, avery tima
a Spectre's cannon hits you, you lose
shield strength. This is noted in the dam-
age level. Every time you shoot your
cannon, you lose amma. This is noted in
your ammo count. To rearm and boost
your shield strength, simply drive owver
an Ammo Dump, signified by the undu-
lating squares scatteread all ovear the
Arena.

Hawe fun. When you're done experi-
menting, press [Command]-[Q] toleave
the Arana and returm to the Main Menuw.



THE STORY SO FAR...
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Spectre VR Is based on something called
virtual reality, or cyberspace. By reading
this chapter, you will become acquainted
with the underlying concepts so that you
may understand how the game is played.

Anyway, hopa you like cybarpunk, Hare's
some for you to read.

FMoweila

Hart commanded his mind o mowve
his left arm slowly, releaging the ch’
force tolift it to the desired helght, and hea
gently assumed the position called
Embracing five Tiger, Ever since he took
up fai chi ch'uan, his reflex rates in
cyberspace had almost doubled. It was a
breaakthrough, putting him in the limealght
as this yaar's darkhorse contender. He
shifted his waight and the direction of his
intention, and antered ARepuwising fhe
Mormkey. Holding the stance wntil be
beagan to burn a little in the thigh, he
mantally noted on his body monitor
implant that his basal metabolism was
up about 20 parcent. He felt his palms
sweating and his fingears tingle. He was
breathing deaply. It falt like being in a
state of walking alpha.

What a crazy six months it had been
since he signed with Sousa. He'd won
avery bout by THO, brainfrying just about
every netrunnarwilling to come up again:st
hirm in the local fights. Now Sousa had
his eyes on the big time. The Central
Systems Matrix Internet Championships.
The rush of mundans worldly thoughts
hewas processing was ruining his tai chi
alpha state. The parasympathetic
response rate was dropping, so Hart
tightened the relns on the horse of his
mind, and focused back into his body.

“Hartl"”

Hart sighed. Couldn't get a minute of
rest,

*Hart! Someonea’s trying to call you!”
chirped a helpful towel boy, running into
the workout room,

Hart broke his concentration. He gave
the boy his dirtiest look.

"Ah... sorry. This guy says he wants to
talk to you, and his celinet triangulated
you hara. Why'ja turn off your phone?"
Hart waited a beat, while holding thea
Single Whip stance, continuing to stare
at the kid. “Because | wanted to.”

"Oh.. Sorry."

Hart guickly made it to the Cross
Hands sat ending position, and released
the o’ anargy. He thought to his inter-
face, openchannelcelinet 1499218, and
the cellular communications implant

came to lite, accepicellincoming. Just a

hit of static and then, “Hart? Hart? Is that
you?"

Hart mentally retrieved the ISDM
headar and saw that it was Shotgun, his
natrunning partner. Yeah. What /s i,
man?

“Hay, buddy. buddy, how's things
hanging?”

Heay, man, you've gotf the worst fiming
in the world, Call me in about an hour.
After I'm done with my workouf and take
& shower, okay 7 Click.

“Buddy. buddy.” It was Shotgun’s sig-
nal that something was wrong, and that
the line wasn't secura. We have a buddy
listening on the line. "How's things hang-
ing® meant something alsa antirely. It
meant that he was in mortal jecpardy.
Shoot! Thia gave Hart about an hour to
chip into the net, find a secure, an-
crypted channel, and find out what was
going on. Hart tore out of the workout
hall, remambering o disconnact the
Iinternet callular dialtone and direct it 1o
scramble the returm signal 1o spoil fur-
thar triangulation. He ran into the locker
room. The gym was a seami-sieazy as-
tablishment in the Marina red light dis-
trict that sold a mixture of marial ars,
tha latest muscle-stimuiating electric ex-
arcise and a guestionable brand of
antibody cocktails to decelarate the ag-
ing process. Integrating East and Wast
was newthink at its best, The gym was
called BodyFitness Systems. Exclusive
distributor of Kromer Genalab's Evar-
Young Antibodies. Forwhatever alls you,

Hart wasn't into the electric exercisa
and ha wasn't about to trust designer
recombinant refrashments. He just want
thers bacausa his faf cf/ master, Chan,
was on retainer 10 Kyoocara Biologics
1LG., undar which BodyFitness was a
subsidiary. After tha alimination of marial
arts by the United Nation Peacekesping
Force, tha only martial ar form allowed
to continua publichy was tal chf chuan. It
was decaptivaly non-invasive in form, so
it madea it past the censors and blos-
somad in popularity. Almoat evary other
martial art, from aikido to wing chun,
weant completely underground.

in the locker room, Hart popped off
his cotton fal chi shoes and got into his
streat clothaes in a frantic rush. The
combat boots took an antire bwo minutes
to lace. Four minutes more and he was
out of the gym. He halled a johnnycab at
the street corner and entered the com-
mand to head for his safe house. The
sun was finally satting and pasople ware
bBeginning to mill around in the street,
now that the UV radiation threat was



subsiding. Nu Friaco was far enough
north not to have to worry incessantly
about skin cancer, but who could trust
the government’'s estimates of safe dos-
ages of atmospheric ultraviolet? Boy,
you don't mias that ozone ‘il it's packed
and gone.

Within ten minutes, Hart found him-
salf in his spare apartment. The one he
conveniently forgot to list with the hous-
ing authority database. it was about seven
thirty, and he had about a hall hour
before whatever was threatening
Shotgun would demand another attempt
for contact. Hart reclined into his net-
sofa. He connected the console’s various
fiper-optic neural interfaces into his
various brain-sockets, and he closed his
ayes. It was dreamtime, bro.

The system slowly rerouted his narve
impulses, and he felt abuzz descanding
over his consclousness. Behind his
closed eves, it dimmed slowly, and
suddenly it Hared with bright light. Foran
instant ha falt his body, and the terror of
hypnagogic paralysis passed through
him., Forfunately, awareness of his body
dissolved and a distant light coalasced
slowly into the familiar purple hnorizon of
the net. It sure baat the paln of the old
direci connect elacirodes.

Walcome to CybarNel.

He was in. Max! task. Ha rushad at the
spead of thought toward his Net mailbox.
With a faw deft manipulations of prime
numbears, he passed into his system
memaory partition and straight down the
Internet optical cablas into his own home,
Made itl He was in his own home work-
station. Now, the tricky part. He slowly
dizconnactad tha layers of protection he
placed on the home video survaillance
ayatem, and slippad himsalf in. Suddenly,
wvirtual view windows opened around him
in cyberspace and ha could see into his
own home through several cameras
mountad all over the place.

“Coma on kid, Timea's up. Gall him!™ it
was averny unsavory plugnosed charac-
ter who was using a cattle prod o con-
wvince Shotgun to cooperate.

“*Ckay, man.”

“Don't use your implant or 1’1l fry youw.
Usa the damned handset.”

“Hay! Careful with that thing!”

The plugnose handed Shotgun the
talaphone. “Get him over hare. All | wanna
do is talk.”

Suddenly, the lights in thée room
dimmad, and all the video monitors went
on. Hart was on every screen, Automatic
locks went off and barred avery window
and shut and locked every door. "Hara |

am.” A ghostly rendition of Hart's voice
filled the room.

Plugnose was clearly alarmed. “You
Hart?"

“*Of course | am. Mow state your busi-
ness or 'l get bored and cancel your
credit cards.”

Plugnose waved the cattle prod and
sald, “You do what | say, or...”

“Or what, pal?"

“Or I'll fry your best friend here.”

“"Gio ahead.”

“What?"

“| said, go ahead.”

Plugnose made an even uglier face,
and pressed the cattle prod against Shot-
L.

MNaothing.

Mo hiss, No spark. Nothing.

Hart deadpanned, "I disabled power
to that outlet to your left and repro-
grammad the prod.” Suddenly, a spark
jumped off of the prod, and arced back at
Plugnoss,

*"Oww, damn it!” Plugnose dropped
the prod.

“Dikay, jerk, I'm gonna count to thraa
trilllon, which shouldn't take very long In
cyberspace, and il you don't spill your
guts,_ " Hart threatened, and then another
arc cama off the prod, and made contact
with Plugnose’s right calf.

“Ahhklll Okayl Okay!™

*Twia trillion and._."

“| was sent by King Rattace. He wants
vou back.”

“Uh hiuh. Or else what?"

“Uh... or alsa?

“Yaah. Or alse what? He didn't send
you to sing a telagram.”

“Um, ah, or else... or alse |I'm sup-
posed to bash your brain-sockets in.”
Plugnosa finally decided to show a little
bravado,

The prod discharged for twanty-two
saconds. His haart stopped baating alter

sight.

COpenchannelcelinet@7 1.
Emergencyserviceshowmayiassistyou?
Sendambulance 144 2larkinstrestunitdb,
probigmdescriphionoleasea
acoidentalsiectrocutiomydctimcandiacarmes!

Wﬂ“ﬂm
thankyou



Shotgun let the paramedics in. They
saw Plugnose sprawled over the floor in
the computer room. One paramedic bent
ovear and checked the carotid artery,

“Umm. This guy is awfully dead.”

Shotgun looked at him. Deadpan.

“It'N... cost you axtra... you know, to
resuscitate him. "~

Shotgun knelt over his body, and
pulled ocut Plugnose’s wallet, Opened If.
The ID stated that the body belonged to
Vincenzo Paolini. Shotgun rifled the
contants and pulled out a Kaiser kard.
He slowly handead it to the paramedic.

“Shoot. What do | care. Knock your-
salf out.”

The other paramedic started strug-
gling with the immeanse body and man-
aged to get half of Vincenzo onto thea
bady cart.

The paramedic kept selling. *“Waell, for
a Banjia, | could postpone resuscitation
until a more than reasonable amount of
oxygen deprivation occurred, resulting...”

Shotgun lost it. “Heay, get out of hare
befora what happeaned to him happeans
o you.” Man, he hated thase paramead-
ice, What happenad io people who
actually cared about life?

Mifted, the parameadics started mak-
ing thelirway out. Number two said, "Man,
| knew we shoulda stayed in iIntercable
installation.”

Shotgun walked over to the sofa, sat
back, plugged himsalf in, closed his eyes,
and enterad the Nel. Soon, e was stand-
ing in front of Har.

"Hey, man, what was that all about?"

Ratface. | used to cyberfight far hirm.
Ot i N York.

"So what? You so lousy he wanna kill
you for it?"

No. | expact hae wants me (o lake a
dive. Recover soma logges from Sousa.

“Man, we need sacurity.”

Be cool. Warry nof. Hart is hers,

"Easy for you to say. I'm riding shot-
gun hare.”

Hart thought about it. Shotgun was
right. Whoeawver was riding shotgun was
conneacted in serial between Hart and
the outside world. Anyone sending a
vectored virus to wipsa Hart's brain regis-
ters had to brainfry Shotgun first. It was
like having someons you really depended
on, watching vour back for you.
Indispensable in Cyberarena fights.

Yeah, Shotgun. You're right. Sorry.
We nead batlar Security.

"Okay. Thanks. That guy scared the
daylights outta rme.”

See you back at the ranch.

The problem with the cybarfight busi-
ness wasn't the constant risk of naural
injuries. It was the class of people you
ram into.

Hart was in training for the GCentral
Systems Matrix Internat Championships.
Tha reining champ, Tony McGuire, was
sl leading Hart 3 to 1 in the batting pool
natworks, Sousa would rake in some
serious monay if Hart upset the champ,
S0 naturally Sousa offerad Hart a size-
able bonus IT he'd just go the distance
and show some commitment.

It wasn't like Hart hadn't beaen show-
ing some commitment for gquite a while
now. First, Sousa talked Hart into ac-
cepling an implant, when Gooper Indus-
tries came out with a neurc-aptical brain-
sochat that was aven morae afficient than
diract connect. Once the hardware wani
into his haad, it becamea progressively
more difficuit to refuse the latest speed
increase boost, courtesy of Cooper
industries. More onboard neurc-bufier
AAM? Sure. More bandwidth? Why not,
A Jogaphaon junction based preproces-
sor? Of course! Comea on in! Planty of
space up here for all of you. Pratty soon,
Hart bagan to feal a bit, you know, top-
haawvy.

Tha aching doubt that he'd sold out
his own humanity was starting to creep
into his subconscious. Neveriheless, he
continuad to show commitmant by
recruiting the best backup team he could,
with Shotgun riding netshadow, and Spira
prowviding the bio support. Spira. Now
thare was a woman built for combat—
proportioned like a fashion model, but
sacratly an undarground alkido cham-
pion. Trained in the Last War as a combat
paramedic, she knew how to da avary-
thing from covert wetwork 1o coharing a
fibar-optic brain-socket to delivering a
baby in a johnnycab. Close anocuwgh o
kiss s closa anough to kill. That's her
miotto.

Hart purchasad tha latest eguipmeant
and biologiocs on both tha FDA and black
markets, Better living through science
and chamistry. He did evarything it took
to bacome a contandar,

And it was paying off handsomaly. He
was wealthier than he'd aver bean in his
entire life. Unfortunately, that wasn't say-
ing very much. He could plek up just
about any woman he wanted, and was
welcome in any bar. Whean you're a
winnear, the world is your pal. He'd bean
trying to forget that when you lose, the
world usually beats a path to spit on you.

The only thing that was botharing him
were the dreams.



About a month before, Hart began to
have these really strange dreams. It
started with glimpses. This blonde. And
man, what a blonde, It was the same
thing every time it happened. Instead of
tha feeling of dropping into cyberspace,
he falt like he was being lifted into a kind
of lucid dreamspace. And then he'd see
her. For just the briefest instant.
Sometimes in eyberspace. Somatimes
sitting on the antigue Harley Davidson
motorcycle he had when he was eigh-
teen. She'd smile and melt away as he
wioke,

He asked Spira about it, and she
couldn't find too many hits or matches in
the database search at either UniMNet or
through the Cooper Industries resaarch
database, which she hacked on thae FDA
Met. Hart was beginning to suspect that
the manufacturers were pulling some
video firmware into his enboard buffer
ARAM, but all the diagnostics indicated
that he was clean, clean, claan.

Oh well. He had bigger problams to
deal with than a recurring ghost in his
wabware,

Shotgun Was baoating the
neurophysical bypass code and han-
dling tha final checklist betore the drop
into cyberspace. “Norepinaphrine lavals
are about 110 parcent of nominal. Your
neural plasticity level is a bit low, but the
transient is climbing. Respiration and
cardio functions are normal. Cerabro-
enargetics are antaring your bloodstream
evan as | speak and your synaptic booster
circuitry is red hot and on line. Oh yas,
wa are gonna make your naurcns
scream, Hart!”

Hart was still unsattled. He'd bean on
edge. and his parformance in the last tew
bouts ware less than stellar. Okay, but
ha'd bean saving himself by pure instinc-
tual reflaxes. He'd been getting less and
less sleap, and the dreaams were getting
stronger. But it was cybertime, so he
focused like he was trained to focus.
Complaetely and religiously.

“Awright! Talk to me,” chirped an up-
baat Shotgun.

“What?"

“Hart?"

“Oh, sorry. | was thinking."”

“Wall, stop thinking. It"s tima to rnun on
raflex.”

“waah. Mo problem. Let’s do it."

“Spira, brief him on what o expect.”

Spira stopped what she was doing at
hear biomonitor consola. She plckedupa
hardcopy of the latest CyberFights Digest
tax and read it. “Hmm. This level, you go
up against clusters of rovers, all using
Leval Four small unit tactics. A couple of

Slicara, but nothing too nasty . I'd recom-
mend using Scattershot. Consanse your
shots and you'll be okay. All right?”

Hart was trying to listen, but things
waran't exactly clicking. He nodded and
Spira went back to the console she was
rmanilaring.

Shotgun amilad. “Surf’s up, dude.” He
pressed the keyboard, and Hart fait a
wealght pressing him into unconscious-
ness.

Bam. Hart fait the descent into
cybarspace with every simulated nerve
in his virtual gastrointestinal lining. Itdidn’t
matter how many times he fall into
cyberspace, it just wasn't something hu-
man baings were aver supposed o get
usad to. He looked around. The skyline
was sharp as a razor, and objects had
that trademark clarity. It pays to buy the
best hardware and interconnects. And
that sound! The kind of sound that went
way beyond the stuff that had o go
through air. Cybersound has this ability
to glisten in cyberspace. Even the most
subtle tones cause amotions o purr.
Hmm baby. Hart looked around. He saw
flags, defended heavily by lce and Gun
Turrets, Hart saw a Slicer in the distancea,
lsaping gracefully out of negative
cybarspace. He made a mental note of
the best approach angles.

Hartareyouoniing?

Shoiguirt!

Shotgun was pretty busy. Spira just
got a fax update, and the match lineup
was changed at the last minute. It wasn't
just clusters of simple Rovers. It was
serious now. He kneaw that Hart was a bit
off tonight, and was secratly hoping fora
guiet little sparring session. Bul this was
something else. Hart would need avery
edge he could geat.

Yesimaoniine.

“Graal. Hey man. Now | want you 1o
listen carefully.”

Yasimallears.

“Olkay. In this cyberspace maltrix, it
ain't simple Rovers. Theay've coded smart
Acid guardians all over tha place.”

Yeahlcanhandieit.

“Oh, great. So you're fealing cocky.
Sorry to bother you. Just thought you'd
like to know that their lce delense is 50
strong that it would take you forever to
knack through it. Hart, they are basically
indastructible.”

Ohaerap.

"waah, | thought you might feal thal
way."

Whatcanido?

"Try @very waapon you have on them.
Who knows. Also, if vou see a flight
pickup, grab it. It'll let you hover at a sale

L= ]



altitude. Some combination of them might
work."”
Weliheregoesnothing.

Hart pressead on the gas padal of his
mind, and the vehicle bagan 1o course
forward. Scanning the long-range radar
display in his innar ocular HUD, he noted
that the closest anemies were still at
least 700 millisaconds away, aven at full
throttie. He checked his fusl and shislds,
and noted that Smart Missiles were his
optional weapon. He quickly switchad to
Spinnars. If the enemy was too strong to
kill, at lsast he could buy some time to
test other weapons on them. Ha moved
up to a limiter line, coursed along it
toward the array of structures he could
use as cover from unfriendly fire. And it
was almost always unfriendiy.

Cilunk. Hart took a hit from the right.
Darmn. He wasn't paying attention. Cilurk,
Lost anothear shield! He whipped around,
on pura instinct, parried shots with some
fancy moves, and dispatched the Rover
with a single shot from tha cannon. Well,
shoot. There goes the avoidance bonus.

Ha& moved forward. A little more cau-
tiously.

Shotgun was banging away at the
keyboard. “Hart! Hart! Can you read ma?"

The commilink died. No communica-
tions either way. Hart was doing okay
though. Racked up his first kill with hardly
a scratch. But no commlink. Jeez, yet
ancthar bug to track down. How many
failure states could a MacCray 4000 per-
sonal supercomputer have?

Hart was breezing along. it was a
pretty easy wave. But Shotgun was pretty
quiet. Shotgun?Shotlgun?

Opencybernetcommiinkfive. Shot-
gun? Shotgun wasn't
anawaring. Well, Hart had bigger fish to
fry right now. The Acid Pools Shotgun
described ware in fact sliming along, but
they didn't have enough energy and
speed to be much of a threat. Boink
Cops. Where did that wall come from 7

Boink! Hey, what's going on?

The walls are moving! Hey! The...
wialls. ..

Clunk. Clunk. Clunk. Wait a minute.
What was hitting him with cannonfire?
Soma kind of sensor error, Clunk. Bofnk!
Ouch,

Szrrzz. Ow! What the hell was that?
Danger. CyberNet overioad. What's go-
ing on? Somathing’s draining the shieids.
Boink!

The smart acid. Damn, that burns!

CyberNet overioad. Simulation termi-
Fra g,
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Whoa. Glad that was over. Hart fal
the lifting sensation, Then he saw a mist,
a bluish-yellow mist, and the vellow mist
became hair, A girl. Smiling at him. Oh
my gosh, it was the dream girl. Smiling.
And then she was mist again.

Hart opened his ayes and looked up.
Hart and Spira were concerned looking.

"Hey, you got your butt kicked pretty
bad.” Shotgun was smirking. Hart wanted
o say something, but found that he
couldn’l spaak.

"Hey, you okay?"

Hart coughed. Who was that girl?
Maybe she was on some other matrix
that was achoing its signal over into his
CybarMet? He forced himself to create
tha words that came out of his mouth.
“Tha walls! The walls were intelligent.
thay team up... with tha Acid Pools.”

"aah. We know ... now."

"Whara wara you?"

Shotgun held up a cable. “Faulty fiber-
optic bus cabla. Sorry. We didn't have a
stable commilink. Praise Murphy that it
wasn't your cardio-assist monitor or
somathing.”

“Yeah. Wall, good thing it was only a
sparring sassion.”

“Well, yvaah.”

Spira spoke up, "Hay, wa'll do battar
naxt time. We gotta keep training.”

And they did. They kept training. With
the Cooper optical brain-socket, neural
tatigue wasn't much of an issus anymaore,
as long as they kept the dorph flowing.
Hart's reflex time was slowly improving
again, and the dreams stopped. Pretty
much. Wall, at least he stopped looking
%0 haunted all the timae,

The doorbell rang. Spira went to the
door, half expecting some pesky reli-
glous terroristfanatic. But she knew that
it was tha time that the Federal Postman
arrived 1o daeliver the mail. Thank good-
nass Federal Exprass won the hostile
takeover bid for the US Postal Servics.
MNow the mail absolutaely, positively got
dalivered on time these days, even if a
latter cost $25 instead of 25¢. But it was
all & little too late - with high-resolution
true-color faxes, cyberink conferencing,
electronic notary publics, legal A.|. agents
that generated and reviewed contracts
and agreements in real time, nanosecond
commaodities arbitrage and everything
else. It was pretty rare 1o get a letter or
package these days.

This package was addressed to Hart
and it was from Nu York, It felt like bad
WS,



"Hey Hart.”

“Yaah.”

“Bad news coming.”

Hart looked unperturbed. “What now?”
“It's from MNu York.”

“Okay."”

The package was scanned and disin-
fected. When Hart finally opened it, it
contained a bloody brain-socket stump,
obviously torn from the head of some
poor cybarfighter who was both brave
and stupid enough to stand up for his
rights and rock the boat. Someday, Hart
vowad to himself, someday, | am gonna
cross paths with Ratface and pay back
what this guy had done o cybearfighters
for ten years. He was gonna do to
Ratface's brain what drug commearcials
did to brains in the eary 1990s,

Hart closed the box before anyone
alse could saa it.

Spira's eyas want up. “Bad?™"

Hart shrugged. “Declaration of war.”

The training continuead. Every morm-
ing, Hart want 1o the BodyFitness gym to
iearn a little bit more fai ohi. Every after-
noon, Hart practiced in the MNet. At first,
this day seemad no differant.

Hart was practicing his set, and Mas-
ter Chan was reviewing his moves. For
the first time, Chan did something be-
sides grunt.

“So, Hart, what is it that you do?”

“Mister Chan. Can't you seea my brain-
sockets?" Hart was uncomfortable calling
Chan his master. It was an outdated
custom. Tha newthink was that all beings
were aqually masters in life. Self-esteam
Gber alles. The current political scana
was controlled by New Age creative vi-
sualizers, and it had a sweeping effect on
aducation, media and culture.

“¥as | see the scars, but what is it that
you do’?”

| fight. In cyberspace.”

-.hh|_|-

Than... sience. Chan seemed satis-
fied, so Hart began his sat again, with
Chan observing. About ten minutes
passed, and Chan spoke up again.

“These fights. Tell me about them.”

Hart then sat down next to Chan and

described the intricacies of cybarwarfare.
wWhen he finished, Chan stood up. “Mr.
Hart. Let me demonstrate something to
you."
Hart got up. Chan went over to the
door and shut it. Hart's adrenaline laveal
began to ramp up. His biomonitor im-
plant came to lite in part of his conscious-
NEss.

“Mr. Hart. Plaase do not report what |
am about to show you to the authorities.
Do | have your agrasment?”

" as!”

“Fina. Mow comea to attack me.”

“What?"

“| mean it. Actually attermnpt to strike
ma!”

“Ah..."

"maowl!™ And Hart dashed in to hit Chan.
Hart thought that he had connected, but
his fist didn't connect with anything. He
swung again, with his left uppercut, like
he saw in vintage boxing videos. It was
like hitting the air, except that the instant
before connecting. nothing was thera.
Somehow, the slightest motion from Hart
was matched by the subtiest response
from Chan. Hart rushed in and attempled
a power right crossover punch. Cross
axtansion reflax maneuver. But suddenly,
Chan's hand tapped Hart's sibow, and
Hart found himself upside down on the
floor elght feat away. Hart got up and
stared in disbalial at Chan,

Chan smiled as he recited, "With four
ounces of force you can deflect a thou-
sand pounds of force. My teachers
teachears teacher's teacher's teachears
teachear used these techniques in actual
combat, and became tha bodyguard of
the Emperor of China. | have baan an-
trusted with the secrets of this martial ar.
and if you wish, | would be willing to
instruct you secratly.”

Hart was completely emotionally up-
rooted. Chan had entrusted him with the
knowledge of something so devastating
that the entire tai chi ch’'uan movemeant
could be forced underground by the
newthinking bureaucracy. But mor im-
portantly, this was the key to a whole
new slant in cyberwarfare. Hart was
looking for something more than
relaxation in these fai chi sessions, 50
here it was, staring him in the face. Chan
was waiting for a reaponsa,

“May | address you as Master?" bowed
a respactiul Hart.

“If you are lucky enough!” replied a
pleased Chan.

The training continued. Hart began to
apply what he slowly learned from Chan
to the cyberfights, At first, he laarmed that
all hand-to-hand combat was predicated
on managing the distance to your oppo-
nent. From this, he masterad the art of
distancing. Whan the opponent cama in
for the kill, Hart but seemed to the oppo-
nant to ba within reach, but actually was
always just a hair out of range. When
Hart came in for the kill, it felt 1o his
opponents that it was like a thunder-
storm had descended. After the bagin-
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ning lessons, Hart managed to obtain
trom Master Chan bootleg paper books
aboul strategy and combat. His favorite
was Sun Tza's Arf of War. From this he
secretly learned how to plan a winning
strategy and to implemeant the seamingly
riraculous.

Spira and Shotgun were amazed at
Har's comaback. Not only was the old
Hart back in action, but this new and
improved cyberfighter was someatimes
bayond balief. His moves were lightning
speaead, and his evasion techniques were
flawless. He never nseded to Hyperspace
out of a fight anymore,

Things looked good. It was only three
weaks to the champlonship fight, and
Hart was in tha bast form of his life.

Howewver, on the negative side, pack-
ages continuad to come in from Ratface
in Mu York, Tha threats weare not vailed.
So finally, Hart decided to do something
about it. He set up a cyberlink conference
with Sousa, and asked Sousa If he was
interasted in a chance to make an axtra
$10 million. From Ratface. Sousa re-
sponded, "Don’t vou think Ratface can
saea through such a stupid strategy?”

Hart responded, "Hey. leave that to
me, okay 7 Just take every panny of action
you can when Ratface drops moneay on
the table. Got that? It'll cost youw 10 per-
cent of whatever you make_”

Sousa nodded virtually, and his lagal
Al agent drew up the customary agrae-
mant, complete with warranties and waiv-
grs, disclaimers and deliverables. Hart's
notary agent signed and placed its
insaluble access code permutations onto
tha agreemeant. Har directed all funds to
be pald into his numbeared Swiss account
in the virtual BahamaMat.

Mext, Hart called up Ratface. Hart met
him in virtual telephone space.

"5o you finally call.”

“eah..." Hart was biding his time.
FPlaying it cool.

“It's time you paid your respect to
where you got your start.”

“Hey, suck my interface.” Well, maybea
not so cool,

“You have so much attitude. Soon Il
have to teach you some manners. But
now, let's get down to it.,”

“"Hey. First of all, Sousa owns my
contract nosw,

"l am gonna rip that Sousa's intercon-
nects out one by ona. | don't give a damn
what his legal A.1."'s tell me. Bury me with
interrogatories, and I'll bury him in dirt.
You hear me, Hart! As far as I'm con-
cemad, | still own you.”
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“Well, you'd better send someone
better'n Vincenzo Paoclini to collect.™

*Okay, Hart!” Ratface was actually
starting to get pissed now. "This is what
is gonna happen. | am gonna bet against
youl in your upcoming fight with MoGuire.
If you win, you and your little team, every
one of you. .. | will cut your heart out, | will
show your netshadow what a Shotgun
really is all about, and your little Spira will
expira.”

"Hey, | applaud your poetics, but | got
a better idea_”

Ratface couldn’t hide his inlerest,
“YeasT"

“Cut me in for 25 percent, and | take a
dive ”

A pause. And then, “Five parcent.
Plus your life "

“Fiftean parcent and that's my best
offer.”

"Ten percent and I'l let you know
about your life later.™

Hart was silent. One one thousand,
wo one thousand. ..

Rattace gave in. “Twalve,”

Hart waited an instant, and responded,
“Daone.” And their respective legal A.1.'s
responded an instant later with a flurry of
proposals and counterproposals. They
converged on a contract in anothar 3650
milliseconds,

Shotgun was worriged. “Mow whad'va
gonna do?"

"It's battar if | don't tell you, man.” Hart
was being truthful. He had a plan.

"Eithar side losasa mioney and we diae.”

"I know it"s hard, but trust me,"

“Okay, but don't forget, | have 1o ride
shotgun.”

“I krrow. Trust me. Trust me. Trust me.
I won't let anything happen to you. You
are the best friend | have ever had in my
lite, ¥ou're my bro, and | won't mass up.
Promisa.”

“Okay, man. But | get a bad feeling
about all of this...”

Training went on. And on. And an.
Master Chan didn’t hold back his teach-
ings, and Hart bagan to see that the
cyberfight was a metaphor for life. He
bagan to ses the deapsr conneactions
and allegories, and slowly began to see
that the cyberfight was a process for
dismantling yvour own fear. He applied
principle after principle, and slowly began
faster than any Orbiter, more deadly
than any Slicer, and more cunning than
any combat subprogram. The day of the
fight grew near.

That afterncon before the day of the
fight, Hart went in for a quick bout withouwt
Shotgun's assistance. It wasn't exactly



kosher, but Hart had done it bafore. He
slippad in, and looked around. Hea found
a submergence trap door, and slid into
nagative cyberspace. It was quiet, and
nothing could touch him. He closed his
virtual eyes to rest in absolute space. He
fell into cybersieep, which was like
draaming that you wera dreaming, except
that you wersn't.

Suddenly, alarms went off. and ha
opened his ayes (o see threse cybarsharks
approaching. They were rare traveling
alona, but three in a pack was against all
odds. He braced for the impact, and
suddenly, without pain, he found himssif
lifting. His consciousness expanded as
he lifted, like an adiabatic cloud. And
suddenly, a brilllant light farmead in front
of him, and coalesced into his dream girl.

But this time, she was solid.

“Oh it's you again!™

"Hello?" Hart tried to access his callu-
lar communications implant. Mot only
wasn't it active, but he suddenly realized
that it wasn't even there. He didn't feal
fap-Raavy anymons!

“You've come back to see me! | was
hoping you would!”

“Arg you on the Western Extent ma-
trix? I'm thinking that you're an echo
across the nat, or samething ™™

She smiled. “I've never been called
an echo before.”

“What are you callied?

“In Zan, they call me Void, The Sufi's
call ma tha Mectar of Ecatasy. Some call
this space cyberparadise_ ®

“What?

"Listen. It's so guiet here. Beautiful
i=n't it

Hart listened, and then ha realized
that he wasn't in cyberspace anymore,
The sound of her voice didn't sound like
cybersound. It was entirely someathing
alsa. The constant hum of cyberspace
wasn't thara at all.

“Thara isn't any pain here aither. You
can rest hare, You could be veary, very
happy with me here..." Oh, oh. She had
that fook on her Tace. At least with
cybarsex, there areé no infectious dis-
S8588.

Hart suddenily falt a lurching fesling in
his gut.

“Oh." She looked disappolnted. “You
have to go again.”

Hart lockaed at her, and realized that
she was the loveliest woman he had ever
seean. She was as beautiful as he imag-
ined an angal could be.

“Come see me again, okay?”

Hart watched her as she dissobred
into light, and felt the drop.

Microseconds later, Hart opanead his
eyes, and saw Shotgun and Spira hover-
ing over him. Shotgun was P.O'd.

“Damn it Hart! What wera you think-
ing!™

“What's wrong 7" Hart realized he had
a headache. A substantial migraine.

“What's wrong? ¥ou were in the state
of cardiac arrest for seven seconds. And
vou know how | hate /fwhean you go into
cardiac arrest!”™

“Whoal"

Spira jumped in, "Hart, are yvou feealing
okay 7"

“Gol a headache, but otherwise, | feel
okay.”

She was worried. | gotta give you a
full brain scan and aval. You wers taking
amajor chance dropping into cyberspace
without a netshadow. Preliminary read-
ings show no brain damage. Lel's get
you onto the table, okay?

Fortunataly, there were no negative
affects on his health readings. A dose ol
Kromer Ganalab's Ever-Young Antibod-
iss and Hart was good as new. Just in
tima for the fights. Hart was a bit appre-
hansive aboul going to sleep, but his
fatigua won out over his fear, so he slapt.
Lika the dead.

The naxt morning, Hart woke like he
always did. In desperate neaed of a hot
caffeinated beverage. Soma things timea
will never change. Coffee is one of them,
Hey, like they say, death before decal,
Hart comforted himsalt with the thought
that at the very least he woke up at all.
What a weird dream.

The minutes before the fight were
tinged with anticipation. Shotgun looked
at Hart with a kind of trust that hope has
abandoned. I don't suppose you'll let
ma in on how you'll be resolving our
difersnces with Mr. Ratface.”

"Dan't worry, Shotgun. | promise |
won't let anything happen to you.”

"Okay, man, | trust you with my life.
Literally. "~

And they prepared for the biggest
fight of their lives, Tens of millions of
dollars were placed on this fight all over
the pari-mutuel gambling networks,
Ratface had bet a reported seveniean
million on MoGuire. Hart and his team
stood to make a personal gain of over
two million dollars. Spira didn't look (oo
motivated either, but she did har bast to
laok tough and concemead at the samea
tirme,

"Hay, you too, Spira. It's all gonna
turr out..."”

She smiled bravely.
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The light of a thousand suns trans-
mutad into the horizon of cybarspace,
Hart falt the drop in hiea gut, and he
landed in cybarspace.

Hartareyouoniine?

¥aahl!

Surfsupdude ?

Shuation looks good,

Hart Iooked around. Things |looked
pretty good. Bahind all those geomatric
figures and Transporer Gates and robot
Al's, MoGuire was lurking. Prowling.
Looking for an angle of attack. Hart was
doing the samea. Only thing Hart was
hoping was that MoGuire hadn't read the
Art of War.

Shotgun was banging away at the
consola. Ha had a million and ona things
to do, and only a million MB of core RAM.
He was shouting into the mike.

*Hart! ¥ourwvital signs look good, Syn-
aptic boostar circuitry is on line and func-
tioning A-OK. Plasticity is nominal. More
than nominal. You look sharp, Just...”

Tha monitors began to speaw data ata
rate a hundred times faster than normal.

Spira looked up just in time to see
Shotgun turn white as a ghost with fear.
Her adrenaline level jumped to crisis
moche.

Shotgun was screaming to Hart or
Spira or maybe to no one in particular,
“=h, I'm deaad meatl This is the worsl
frigging virus attack | ever saw.”

Suddeniy, sparks blew cut of his head-
socket, and Shotgun screamed, “These
guys are wicked, man...”" and he was
suddeniy blasted backwards out of his
chair. He went into an epileptic seizure
and started to shake viclently. Spira was
freaked. Badly. She started to scream
into the mike...

HariHA R TIAlIhaellhasbrokenlooss!
Spira? Where's Shotgun?

HARTISHOTGUNISBRAINFRIED. VIRUS
ATTACKTHELIKEQOFWHICHIHAVE
MNEVERSEEN!

Hart falt his virtual adrenaline surge.
And as he bagan to retreat, he tried o
open his cellcomm implant. He didn’t
need it. Rattace had already invaded his
homé Rebwork.

Hart! ThisisRatface!

Yaah! What do you wamt'?

Hartlhaveyournetshadowcompiately
brainarrested.
Gat to the point, creap!

Takesadiveandyourfriendcormashomea
unbarmed AMasswithmeandhebraindies.
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Hart was all adrenaline now. Ratface
fell for the bait. A week before, Hart
hacked his way into Ratface's bast strat-
egy A.l. agent, and left a Trojan horse
virus that suggested this very strategy.
And Ratface was dumb ancugh to follow
this strategy 1o the tee. The entire plan
depended on Ratface being arrogant
enough not to use an intermediary to
daliver this checkmate message.

Hart mada a gquick left, found the
submergence trap door, and entered it.
Onee he antared negaltive cybarspace,
and free from the viruses and lce that
Ratface would have brought with him,
he unieashed his innovative command
program. This program invoked a virus
attack similar, but superior, 1o the one
Ratface just used on Shotgun. Another
subprogram dismantied the brain arrast
on Shotgun, releasing him. Chacking
the biomonitors verified that Shotgun
was okay, Spira was probably treating
hirm now., One more subprogram to load.

Hart worked an this spacial subpro-
gram for two weeks. It was a vary subtle,
yet invasive, modification of the
bodyslam routines developed by tha
Yakuza cybedight hackers. it want into
thea Met, grabbed Ratlace, slammed him
into McocGuira's codeapace, and thraw
McoGuire out of cybargepace. Somawhare
out there in the real world, a weary
surprised McGuire was waking up. A
coded message to his netshadow would
axplain the situation, and thay'd clearly
let what was about to happen unfold.

Ratface was now in the cybearfight.
The only difference was that if he won,
he'd survive and return home to fight
another day. I he lost, the very brain
daath routines he was planning o use
on Shotgun and Hart would be used on
him. Ratface was trapped and was facing
amaster on the killing fields. Harn planned
ihis antire campaign carefully, consulting
Chan at every step, and everything had
proceaded according to plan. Now all he
had to do was triumph over Ratface,
who was somawhere out thara in cybear-
space. Ratface had compiled a formi-
dable record as a cyberfighter baetore he
want into management, but that was ten
years ago. Surely Ratface was rusty by
now.

Hart scanned his inner ocular HUD
and spotted Ratface in the taint distance.
Ratface had surmised his situation and
had embraced the inevitable. He was
heading full speed toward Hart, impatient
to get it over with. Oh, this is gonna be
fun! thought Hart. It's time to go hunting.
Tha battle's just begun.



PLAYING SFPFECTRE VR

15



OVERVIEW

In Spectre VA, you see a virtual world
from the point of view of a battle craft, a
“cybercraft,” roaming around a comput-
erized Arena. The object of the game, of
course, is survival. Shoot your @anemias,
collect ammo and flags, and race on to
higher levels. That's basically all there is
to it. Try not to get too addicted, okay?

Macintosh Startugp

To bagin playing Spectre VR, simply
double-click the Program lcon in the
Finder, and you will see the Main Menu.

If there is more than one matrix file in the
same folder with Spectre VA, a dialog
box (shown at left) will appear. You need
to choose which matrix lile you wish 1o

play.

“Dafaull Levels® is the description for
this matrix flle. “Central Systems” is the
name of this matrix file. The “Image” is
the picture which comes out of the ma-
trix file. “Author” is the name of the
person who created this matrix file.

The Mext and Previous buttons can be
used to step through the files. The Plug-
in button chooses the currently selected
matrix file for play.

PMatrix Flug-
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TO BEGIN PLAY ...

You can play the game by clicking the
Play button or pressing the [P] key. To
start on & higher leval, hold down the
[Option] key while selecting Play or tha
[P] key. Incidentally, there is a demo
mode that can be activated by pressing
the [D] key.

Play Initiates the cyberspace
simulation in single player
mode.

Cybernet Initiates the cyberspace
simulation in multiple player
mode.

Retrieves the High Score
Legend.

Provides information about
our company and the pro-
gram designers,

About

Help Gives you wvery gquick tips
about the game and key-

board layouls,

Lets you set wvarious user
praeferances, including
keyboard layout, sounds,
complex shapes and difficulty
bawel,

Options

Demo This Initiates a free running

demio.

Cluit Ends the game and returns

you to the Desktop.

It this is your first ima at play, click on the
Play button at this time.

wvehicie Selection Dialog

PC Version Box



Playing a Single Player
Sarme

Immediately after clicking on tha Play
button, the Vehicle Seslection dialog
box appears. Choose the cybercraft you
wish to use. Diterant vehicles are usaful
for various strategies, and sach of the
four has its own strengths and weak-
nasses. I you wish 1o create a more
finaly tuned vehicle, select the Custom
vehicle at the bottom of the dialog box,
and click Edit Custom. This will bring up
the Custom Vehicle dialog box. You
nave 15 points to distribute betweaean
spead, shields and ammo.

Speed—You will neaed 0 exparimeant
with these settings to becomea familiar
with just how fast a setting feels o you,
Hera's a hint: the Speedy Spectres may
e more easily destroyed, but in many
Casas you can play “chicken® against a
rebot or your opponent, run past him,
quiekly swing around and opan fire.,

Shields—Each point is one shiald of
armor. Each shot that hits your vehicle
destroys one shield. Shield settings may
range from 1 to 10.

Ammo—Each point of ammo allows you
to carry 10 rounds (shots) for your
cannon. You may not carry mora than
the maximum number you sat hare,
Ammo may range from 1 1o 5, giving you
betwaan 10 and 50 rounds.

Coast—=Sel this sliderto any value other
than 0, and your cybercraft hover engines
will allow you to glide over the Arena
surface. The higher the selting, the
graater the momentum (Macintesh only).

The Object of the Single
Player (Game

The single player game is played in
levels of increasing difficulty, To complete
a level, you must collect all the flags on
the level. Flags are represented on your
radaras small flaghing blips, and appear
in the 30 views as rotating flags. To
collect & flag, just run over it, at which
point you will hear a confirming sound.
When you have collected the next-to-
last flag, you will hear a different sound.
The exact sound you will hear is a func-
tion of the memory available on your
computer. Incidentally, il you manage to
kill all of the enemies on a level bafora
you gat the last flag, you will receive a
bonus of 50 points per enemy. This
bonus applies only if you kill all the
robots.

Don't dally, howaver, since thare is an-
other bonus for beating a time clock.
This time clock is displayed at the top of
tha screan and the time increases as tha
lavela get more difficull. On the lower
levals it is usually worth loregoing the
timea bonus in favor of the roabot bonus, If
you are good at hunting robots, that is,..

Finally, a portion of the score s com-
puted based on your ability to avoid
getting shat. This is known as the avoid-
ance sCore.

All this killing of robols could laave you
short on ammo. Fortunataly, there are
Ammo Dumps all over the board. These
ara represented by pulsating diamonds
aon the ground. These Ammo Dumps
appeaar as very small dots on your radar.
Running over an Ammo Dump will re-
store 20 rounds of ammo and one point
of armor to your cybercraft, But bewara!
Oin the higher levels, the Robot Spactras
wise up to your maneuvers and begin to
guard thase Ammo Dumps as well as
the flags!

THE LAY OF THE LAMD

Aftar you have selectad the vehicle you
want to use, choose Play to descend
inta tha Areana. The firat thing you'ra
goaing to want to do is get a qulck under-
standing of what typas of physical ob-
jacte you will find in the Cyberarensa.
First of all, vou will find flags, walls and
buildings. But you will also find cbatacie
objects that adhere to tha ground. Thase
objects include the following:
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When you drive over lca obstacles, you
will suddeanly discover that you slip over
the surface and lose all tuming ability.
You might notice that lece can be found
surrounding flags, which will make theam
a bit more difficult to collect. lce is white
and arraved in square, crystalline order.

Cybarrrriict

Cybarmud patches are hexagonal in
shape, colored gold. When you run owver
them, they tend to slow down the
cybercraft. It isn't uncommaon to find
Cybermud defending a flag or teleportar.
Also, as the game progresses, Cyber-
mud acquires intelligence and may be-
gin to track and follow you. If you're in
flight, be caraful as Cybermud somatimas
spits at you, lowering your flight anargy
lavel.

Acic

wWhen you run over it, your cybercraft is
damaged sevaraly. Stay too long... and
tha Acid will vaporize you entirely. As the
game progresses, Acid acquires intelli-
gence and bagins to stalk you. After a
whila, you might notice that certain
gnamias like 1o team up with Acid,

Flow Fields

In cartain levals, yvou will find Flow Fialds.
Thesa are shaped like arrows and are
usually light blua. They force you 1o move
in the direction thay point.

Force Fields

Foroe Fields are lines on the surface of
eyberaspace that you cannot cross over.
Someatimas, they are arrayed to form
mazes. You can fly over Force Fields if
you havar high anough.

Al (Grav Packs

In cartain levels, you will find flat, square
objects that will provide you with the
ability to fily or hover. The Anti Grav
gatesamount in your F cell indicates flight
timea remaining. Picking up additional
packs will give you a greatar amount of
flight time. By running over an Anti Grav
Pack, you gain the ability to fly or hover,
Thesa area normally Blue diamonds
undullating on the Arena floor.
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Arrvmo Duimps

Ammo Dumps, or shot cans, ane ar-
rayed randomly throughout the
Cyberareana. Thare are four kinds: Green
Charge {(ammo and repair), White
Charge {(ammo and repair), Orange
Charge, and Blue Charge [(Anti Grav
Packs). Grean ones halp you 1o slowly
rearm and repair your vehicle. How-
awvar, you might want to look around for
whita shot cans, as thay can instantly
rearm and repalr your vahicle com-
plataly,

In addition to these obstacles, you will
find several objects of great use to you.
The most useful objects are tha
Telaporter, the Submergence and the
Emergencs.

Teleporter

Teleporters appear in pairs. These look
like gates in complex shapas mods and
diamonds in simple ahapes moda, Thay
show up on your radar as the letter T.
Pass through one and you will ba
teleaportad to the othar.

Submergence &
Emergencsa

in certain levels, many of the anamies
are actually underground as wall as
above ground. To greatly increase your
odds of eliminating this anamy, or to
hida from others, you must locate and
gnter the Submergence Device (D on
your radar). To enter this device run
owar it like a flag. You are then allowed
to explorea the guiet of nagative
cyberspace, Waitch out, you aran’t com-
pletely safe here! To retumn to normal
cyberspace find an Emergence 1o drive
undar (U on your radar).

Invulinerability Shiald

Picking up additional shields will protect
you from other directions. But, if you
actually use this battering ram to run
into an enemy, it will be destroyed. The
Invulnarability Shield is destroyed or
lost when you bump the edge of the
Arana or hit the enemy . In certain lavels,
you will find orange-colored pickup ob-
jects. If you acquire thia pickup, you will
notice a battering ram in front of your
cybercraft. This will grant you complete
invulnarability from cannon shots aimed
from thea front.



ENEMIES
Robolt Spectres

Enamy Robot Spectres come in many
forma with diverse capabilities. Each Ro-
bot Spectre's armor gets additional
shields in higher levels. This means they
require more direct hits to destroy. They
also bagin to move faster at higher lev-
als. Oh, one last thing... Be careful not to
gat too close to them

Howvers

e 3

Thae most basic
Spectre is known as
a Rowver, You will see
Rovers all over the
place in @&vary level
of the game., They
aren't too bright—
thay typlcally find a
flag to guard and wait for you to come to
them, although sometimes they will sur-
prise you. In the beginning levels they
havea only one shiald for armor and ara
ralatively easy to destroy. One direct hit
will usually do the trick,

Warricors

The mean robots
bagin to appear at
vl 3 and beyond,
Thay'ra called War-
riors., Theay havea
Morg armaor, move
faster, are more in-
talligent and fire
more often. But wait, there's more... thay
also have the ability 1o "lead” their shots-

that is, they fire at where you will be, not
where you are. Sodon't travel in a straight
line when they follow you. Finally, be-
ware that they like to travel in packs...

FN

Radar Cloaked Boboits

Radar Cloaked Robots are invisible to
your long-rangea radar scannar. Tha only
way 1o spol tham is visually. Howeawver, on
the positive: side, they aren't too smart!

ODptically Cloakeo
Hobortrs

Optically Cloaked Robots are basically
Invigible. You can, howaver, spot tham
on your long-range radar scannar. They
can shool at you while invisible, so you
nead to either strafe wildly, use the
Scattershot, or select an opticnal weapon
that can lock onto the target,

Slhicers

One of the nastiast
anamias you will
ancounter is the
Slicar. Think of it
aE a moving Can
apanar and Yol ares
the can. Slicers
track at a spead
somawhat faster
than your vehicla,
but they can ba dea-
feated with the right strategy. Hare's a
warming: keep away from them after you
submarga into negative cyberspace,

By the way, if you're hovearing, you aran
sate. Slicers can leap up from the Arena
to Kill you in midair.

Ferry Twrrets

Gun Turrets shoot a
stream of Smart
Missiles at you. They
are vary rasilient and
will oftan nead sevaral
shots (o decommis-
Bion, Thay ara usually
fournd guia rding some-
thing valuabla

MHurrmter Killeors

Known affection-
ately as HKs,
these enemies ara
ot limited o
terrain travel. Thesy
can fly. And when
thay land, they
usually land neaar
you and are prethy
nasty adversarias.
And they land only
to pilfer Ammo Dumps, or to take a shod
at youl

Orbiters

Cirbiters are de
signed to guard ar-
aas of the Arena at
axtreme valocities
and to explode on
impact. They can-
not be esasily de-
feated. Due to thair
exireame speed,
they are often diffi-
cultiolock onto. If you're in flight, Orbiters
somatimeas convert into Bouncers that
Can rieach youw.
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Bouncers

Bouncers are like Orbiters, discussed
earlier, only they bounce around in
a circla. Thar are also enamy typaes that
are not robots, Including Cybermud, in-
talligent walls and others.

Cwibyaerrrund

Cybermud acquires awarsness and lo-
comotion during the game., When the
pools start moving, they're hungry, and
they're looking for you! They spit mud
pods into the air which can slow you
down when they hit. Fortunately, they
mowvea rather slowly.

Irnntelligent Walls

During the course of the game, you will
discovear that some walls bacome intelii-
gent, and acquire the ability 1o move.
When thay start moving, they often team
up with Acid Pools to trap you! Oh, by the
way... they are also virtually imposasible
to dastroy|

other

In advanced lavels, you may find addi-
tional enamias of diverse capabilities.
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WEAPONS AMND
CONTROLS

in the single player game you have a
choioe of sevaral weapons. This is how
thay work:

i FYFy Iy

This weapon is normally fired by press-
ing the [Space Bar]. This can be cus-
tomized on the Macintosh only using tha
customizable keyboard layout, found in
the Optlons system. When flying, the
cannon bacomes a "Pulse Burst Can-
non,” which allows the cybercraft to fire
down towards the ground. The cannon
fires one round of ammo and Causes one
point of damage to any Spectre it hits
(that is, destroys one unit of armaor shield).
Mote that this will not always kill what-
ever you ara shooting at. Holding any of
these keys down will cause multiple fir-
ings and deplete your ammao quickly. If
you hear a short basp-baap, this is a
warning that you are getting low on
rounds. If you hear a click when you fire,
it means that you are out of ammo. Baftter
find an Ammo Dump quickly! Keep in
mind, in the highar lavels. enemy Spec-
tres may require more than one cannon
round to destroy.

Iin addition to the cannon, there are a
variety of optional weapons, but you can
usea only one optional weapon at a time.
The PCs optional weapon can ba se-
lected using the [Control] key and fired
with the [Al] key. With the standard
keyboard layout, the Macintosh optional
weapon is seleacted using the [Com-
mand] key and fired using the [Option]
key. Please note that the keyboard con-
trols can be remapped with the Options
systam, accessible from the Maln Menu.
Alaso, in the standard matrix used by
beginning users, these optional weap-
ons are introduced one at a tima, Usu-
ally, they are released o your use at
avery other level. This means that you
will not ba able to access all tha waapons
until the twelfth leval. You will be notified
by the system that you have a full weapon
sat at that time.

Fremnades

Thase are an awaszome and de-
structive weapon. This weapon usually
bacomes available starting with leval 3,
Bt with some matrices, tha starting level
will be different. It uses 10 rounds of
ammo for each grenade fired and ax-
plodes in midair, doing damage to any-
thing nearby, and will dastroy anything it
directly hits. This weapon is bast used



when you anter the Arena and are at-
tacked by the mean, amart Robot Spac-
tres. Destroy them with a grenads, and
other nearby robots will be taken out as
will,

Smart \Tissiles

A Smart Missile will cost you two
amm< points to fire. The good thing is
that Smar Mizssiles lock onto and track
aenamies quite affectivaly!

Seckers

A Seaker will cost you bwo amimo
polnts to fire, It is simply a cannon shall
that has a limited amount of self-target-
ing logic. if a targat is in your sights, tha
Seaker will usually lock onto itand cause
a point of damage.

Scalttersh ot

Scattershots are shotguns. Thay
fira in a wide pattern, in about a 757
angle. They are especially affective
against closaly knit units of multiple en-
amies.

Proximity WMines

With a Proximity Mine, you can
lay down a mina which can destroy any-
thing that toucheas it. You ara limitad IR
the number of mines that can be placed
at one time, so be careful.

DEFAULT KEYBOARD
COMNMTROLS

PMacintosh Keyboard

Spinners

. The Spinner s a weapon that
imparta angular momeantum ta
the target. For example, If your anemy is
too strong to destroy, you might spin it for

a few seconds, in order to get around it!
This iz the best way to beat a Gun Turrat.

EA Pulsebursits

A Pulseburst is a weaapon that

can be used only by a cybearcraft

with flight capabilities. Whan
used, a Pulseburst becomeas an
elactromagnetic disturbance that
propagates ovar the surface of thea
ground. A Pulsasburst has a greater
width than a cannon round and may e
more effective against squads of
anamies.

Cyberblasters

netic bomb, It's like a grenade,

but it's dropped straight down by
a howvercraft. It can be used o terminate
any anamieas intent on tracking you from
behind.

. A Cyberblast is an electromag-
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MANEUVERING YOUR
VEHICLE

Iin Spectre VA, the keyboard is
reconfiguraabla. You can access the Op-
tions systam (o do so0,

In tha Macintosh keyboard configuration
system, you will find several layouts al-
raady designed for you. There are lay-
outs for extended keyboards, Apple key-
boards, PowerBook layouts, and layoutls
for left-handed players. Aftar you recon-
figure a layout, you will nead 1o rename
it in ardar to save it.

You can navigate yvour cybearcraft using
ihe keyboard or a joystick. Most usars
will probably prefer to use the keyboard,

Movement can be accomplished using
the numeric keypad. The arrow Kays on
the numerc kaypad movea your cybarcralt
in the specified direction. You can also
use combinations of keys to move and
turn at the same timea,

Whan flying. tha faster you go, the lower
to the ground you get. You do not have
complate control over altitude. When you
collect a flight charge or Antl Grav Pack
vour vehiclke will bagin to hover and glide
an the cybarcurrants. Your vehicle will
naturally rise and fall rhythmically. As
you acocelerate, the wahicla will lose
altitude. If you decelerate, you will rise
gently. Whean recovering flags or entering
transporters, you will need to accelarate
to the proper altitude.

The Diaplay

A. The top indicator shows the number
of lives remaining in this session. The
indicator directly below it shows the
damage level that you have sustained.
The bottorm number indicates the number
of cannon rounds you have remaining.
B. The top indicator shows your total
scora. The indicator directly below it
shows the level you are currantly
attermpting. And the bottom numbear indi-
cates the number of bonus poaints
remalining.

Z. This is your Flight Call. You may Til it
by running ovar Anti Grav Packs, Whan
it empties, you beocome groundad.

0. This shows the =state of the
Hypaerspace Launch Enargy Cell. You
should lat this call fully recharge bafore
attempting to Hyperaspace. If you laurnch
hetore fully charging. the ship might irm-
ploda. Enamias may drain your dots ( red
arF orangesa on color monitors) reprasant
tha anamy robots. Flashing blips signify
thea location of flags . And little dots (grean
an color monitors) ara Ammo Dumps.
G. This is a flag signitying a mission
chack point. ¥ou collact flags by running
awvear tham.

H. This is your aiming crosshair,

I. This is an Ammo Dump. Running
owvar this lashing, pulsating diamond will
resupply your shields and rearm your
CRAMON.
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Wiesves

There are three main view positions in
Spactre VR interior, exterior, and map.
Each view has its pros and cons. In the
Interior viens you see all the action, but
only whalt is in front of you. You also hawve
the radar 1o locate eneamies, flags and
Ammo Dumps. The axterior view pro-
vides a more panoramic view, but you
losa the aiming crosshair. The map view
Q-i'-.I'EE you a good overhaad view of the
action, but because of this advantage
thea radar is not available in this view, Try
playing from each of the views to discover
which aona(s) are bast for you.

Change View —[ Tab]or[™] on the keypad
To ecycle batween the thres possible
views, press the [Tab] key, This switches
views from the interior view 1o a axtarior
view 1o the overhead map view and back
again.

Z2oom View —[+] and [-] on keyvboard
In the axterior or map views, you can
zoom in and out. Use the [+] and [-] keys.

Hyperspace

cannons are blazing, you're surraundaed
by a horde of enemy Spectres and your
ammo and shields are giving out! Who
ya gonna call? Hyperspace! Hit the key,
usuallya[=]1(Thda) or [Backspace] key
in most standard layouts, and you will ba
immedlately transpored 1o a neaw position
in the Arena. Before doing so, be sura 1o
check your Hyperspace energy oell,
which is the vartical bar Indicator labeled
H located in the top central portion of
your display. If this bar is solid, then you
have a full Hyperspace charge and may
transport without the risk of being
dastroyed. ODnoge you Hyperspace, thea
anargy call will be complaialy axparnded
and the bar will become empty and will
resupply owvar time. If yvou try to Hypar-
space again bafora it is fully recharged,
you face the risk of self-implosion {sounds
grass, huh?). Itis not a pratty sight to de-
raz your own cybercraft. Enemieas may
drain your Hyperspace anargy cell too!

[Esc] will exit the PCs game,
[Command]-[Q] will exit the Macintash
game and preasing tha [P] key will pausea
action Iin the single player gama,

Hadar

Your radar is located at the upper right
hand area of your scraan. It will tell yvou
whaeara the bad guys are as wall as Ammo
Dumps, Transporter Gates and Subrmar-
gance Devices.

Flashing dot—flag

Green or white dot—Ammo Dump
"H"—Slicar (enamy)

T —Transporter Gate

"US—The “Up" Emargance CObject

"0 —The "Down" Submergance Object
“HY—Hunter Killer

M —iCybarmud

=BT —— i

“GEF*"—GEun Turret

The Options System

This part of the program lets you Sal
various user preferances, including
sounds, movias and difficulty level. On
tha Macintosh version you can edit thea
kayboand,

Users with fast machinas may want all
digsplay featuras turned on. Usars on
slower machines may prafer to turn off
some display Tealuras 10 increase the
“frame-rate” of the game. The “frame-
rate” refars to the amoothnesa of anima-
tion. If you feel your display Is too slow or
“jarky,” you may want to turn off some
featureas. Sae the following diagrams.
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NMacirntosrMn ﬂpﬂﬂn-

Visual Parametars

Adjust the visual parameatars. You can
switch from filled light-source shaded
palygons to vector mode. Also, you can
increase or decrease the complexity of
the sceng design. If you have a slowar
Macintosh, you should aslect tha simpler
satting.

Difficuity Leval

Choosa tha difficulty level. This ranges
from Basic to Cool to Killer. This affects
world design, anemy numbears and an-
army strength.

Deactivate options

¥ou can deactivate the hints, QuickTime
movies, help message displays, com-
plex shapes, textures and large-screen
monitor support.,

Sound Volume
Tha volumes level can be adjusted.

Keyboard Configuration

Select a keyboard configuration, or if you
wish, customize your keyboard any way
yvou like.

Music
Thae typa of music you want to hear in the
background can be selected,

Texiures
- Controller ——— - Dificuy
| Joystick % Easy
ST e e B Wit T ) Mormal
i Bounids DN [ Use Custom Matrix Files
1
1M - Diplay — o
| = of
‘!Ew EIE;:*' mth
| ] New Age = :mﬂw:‘
(] Rock/Rave = S machines.
= =

[ = - ﬂpl-:lc;n- Dimlog Box
Sae Read Ma file for latest changes.

Yol can select the use of texture mapped
surfaces.

Ouiek Time Mowvies

You can select the use of QuickTimea
movies that can be projected onto video
walls within the Spectre VIR world. This
option should be used only on faster
Macintosh computers, ke Quadra 700s
and greater.

=2

MNote: If you have a QuickTime movie
vou'd like to use within the game, you
can do so by placing it in the Mowvies
folder and renaming it to replace any of
the movias included.

Sea the Read Me file for any late-break-
ing changes.

Cuimtorrnizing rthe
NKeyvboard

You may customize the keyboard layout
by salecting that button in the Optlons
dialog box.

in this box, you should click in a bax 1o
malkea it activa, and simply it the kaey you
wish to program for that function. For
axample, click in the Fire Special button
rectangle, and thaen press the key you
wish to use to fire the optional, spacial
waapon. f yvou press [Dption], then the
systam will update the keyboard con-
trols so that this key will operate that
funetion,

Whean you havea finishad configuring the
keyboard, renamea tha sattings file ta a
unigqua name and press Save (o save
thaase aattings.

Macintosh Keyvboard
Options Dialog Box



GAMEPLAY HINTS
Bonwus Poirnls

In the single player game vou have the
opportunity 1o soore additional bonus
points if you destroy all the enemy Robot
Spectres before you pick up all the flags
and if you complete the round within thea
allowead time. If yvou destroy all of tha
anamy robots you will receive 50 points
per robol destroyed during the round.
The number of robots increases as you
mowve to higher levels. Time bonus is
calculated by tha time réemaining at the
and of the round. You will see this bonus
added to your score at the end of eaach
reurd.,

NMaximizsing Scoring

Onca you descend into the Arena, take a
quick glanca at tha radar and gt a fesl
for tha location of the anamy robotls and
thea flag checkpoints. If you have a meaan
robot nearby (Large dot mowving guickly
toward you!), take thia guy out lirst and
than procead to the naarest flag. Try
shooting tha othar robots as you ara
moving instaad of stopping to take axact
alim. It you miss you can always swing
around to finish the job. Also, there will
usually be a robot guarding the flags.
Once the robot sensas your prasancea, it
will fan out slightly from the flag and opan
fire. Study these movements as they ars
somawhat predictable. Be aure to kil al
the robots in the round before capturing
the last Nlag to get that bonus.

Extra Lives

¥ou will receive an extra life at the Tollaw-
ing scores: 5,000, 10,000 and avery ad-
ditional 10,000 after that up to 60,000
points. Bayond 60,000 points you re-
ceive an axtra life after every additional
20,000 points.

Starting at Higher
Levels

¥You can start the gameaplay at a highear
level by pressing [Alt]-[P] on the PC, or
the [Option] key while salacting the Play
button on the Macintosh, You may start
at any level batween 1 and 50. To qualify
forthe high score list, you must complete
the lavel that you bagin on (for example,
if you start at level 20 yvou would have to
get all the way through the round to
qualify for a high score; otherwise points
earned during the round won't count
towards the high scora).

Matrix Additions

After you've played Spectre VIR for a
while, yvou may find that you want to vary
the action laval a bit. The first way is to
change the difficulty level through the
Options manu. The saecond thing you
can do is to look for a program in your
foldar/directory called VRchitect™ . To
install diferant variations of the lavel
design. you can open this program. This
program will generate, or axtract, addi-
tional matrices for your usa, Tha next
time you play Spectre VA, you will find
that tha first screen you see s not the title
sareaan, bul a dialog box that asks which
maltrix you wish to load. The default ma-
trix is called Central Systems, which is
the set of levels you are currently playing.
By pressing on the Mext bution, you will
access the other matrix files that are
available to you. For exampie, you can
access the Weatern Extent maitrix, which
is5 a much more difficult remix of the

gameplay.

Your VRAchitect application has an on-
lina halp file for your convenience. This
halp file will answar any guestions you
may hawve.

The Read Me files contain the latest
information regarding matrices,
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NETWORKEBATTLEIN

CYBERSPACE




Matwork play is the most fascinating parn
of Spectre VA, It is a first step towards
easy to use, interactive cyberspace.
Spectre VA will run on six types of
natworks:

P Netwo rlir-!

& Mowvall IPX or compatible nebworks
s NatBIOS compatible networks

= Sarial port direct connect with a
rnull modem cable

=  Modem-to-modeam play over the
phone lines

NMacintosh Networks

= AppleTalk network
= Ethermmat network

This chapter doas not discuss how to set
up or configure a local area network.
kletworks are complex, and sach con-
figuration is different. If you nead halp
satting up your network, you should
consult your dealer and your network
documentation. Alsa, you may want to
ook in the Trowubleshooting section at
tha end of this manual. Wa have a list of
questions and answers that should halp
solve most network difficulties,

Spectre VA is both a single and
multiplayer gamea. Much of Spectre VR's
appeal can ba seen only during a Spectre
VA network gama, It is something that
you have to experience yoursell to
appreciate. Onoe you talk a few other
friends Into playing with you over a
network, read this chapter o bacoma
acguainted with thea rules.

Macintosh MNetwork
Option=s
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PLAYING THE
MULTIPLAYER GAME

To start a multiplayer game, each player
on the network needs his or har own
personalized copy of Spectre VR. This
means that sach user has to purchase
his or har own copy of the program, oF
you need to purchase a LAN pack. It will
not work if you let someaona copy your
software, Also, you should note that
Epeacitre VR Is not compaltible with any
aearlier version of Specire.

To atart a multiplayer gamea, aach playar
launches his or har copy of Spectre VR
and clicks the Cybarmeat button or presses
[C]inthe Maln Manu screaan, This brings
up the Network Options dialog box. In
this dialog box, the players can commu-
nicate with each other and decide the
ground rules for the gama o be played.
All itams in this dialog box appear the
same on all screans, and any changes
made by any ona playar will be seen by
all players. Pick a scanario from the list
box and a tearm to play.

Whan all players click the Ready button
and selact their cybarcraft, the network

game bagins,

Tip: If you have access to conferance-
calling on your phone, dial up your
tesammates to talk with each other during
gameplay. Nothing like hearing your
opponant’s orcomrade’s pleas for mearcy.
Usa headsets or speakerphones o Keap
your hands fraa,

Macintosh Onily

Tip: If the Multiple Zones switch is off,
the game will play only against others
who are on tha sama zona as you, it is
on, you will be able to see all othar zones
on your network. This can be a problem
if you have a large numbaear of zonas. The
more zones, the longer it will take 1o
bring up the Network dialog Dox.

If you have the Multiple Zones switch
turned on, you cannot see other players
who have Multiple Zones turned off. If
yvou have the switch turmed off, you cannot
see olher players who have Multiple
Zones switch turmed on.

Iin network play the following meassages
may be sent to other players using the
[Shift] and number keys:

Theass messages go to anamies;
[Shitt]-[1]—"MNowhare to hide_ "
[Shift]-[2]—"Die scum.”
[Shift]-[3]—"You ara doomad.”



Thess messages go to allies:
[Shitt)-[4]—"Run away.”
[Shift)-[5]—"Cover ma.”
[Shift)-[6]—"Heip!"
[Shift]-[7]—"Go for itl"

Rules of Engagermaertt

In a multiplayer game, aach player has
an infinite number of lives. Tha match
ends when one player or team gets
anough points to win, or when timea
expires. Be sure to specify how you want
a match to end—~by points or by time.
Once the match has ended, sach player
will be disconnected from the natwork
gama and returned to the Main Meanu
ST,

One of the unique features of network
play in Spectre VR is that you may leave
ar join a multiplayer game that is in
prograss, If you laave, the other players
will hear a Hyperspace sound, and your
vahicle and your name will disappear
from the screen, When you join a game,
the other players will hear “hellc, man”
and see your name appaar at the top of
the screen. If you try ta join a multiplayer
game that is already in progress, you will
be presented with a Game in Progress
dialog box in which you may only select
thaé taam you want to join.

Once you bagin a network game, all the
players’ names can be found along the
top of the scresn. There is a number
next to each name (1 through 8) that will
also appear on the radar to show each
playar's position. Anytime vou line up
someone ealae’'s cybercraft in vour
crasshairs, that parson's name will
appaar directly above hia or her vehicle.
That way, you know exactly who you're
about to blast

The Cyvberspacae
Multiplaver Scenarios

Inthe Network Options dialog box, you
may choose one of many scenarios. The
first three are the ones found in the
previous version of Spectre (Version
1.0}. Howewver, the network messaging
system has been improved, streamlinad
and made more efficlent. This has ren-
dared this system Incompatible with
Vearsion 1.0. In other words, Specire VR
players will not be able to play against
Spectre Version 1.0 players,

The classic scenarios are Arena, Flag
Rally and Basa Rald.

Arens

A total free-for-all. Drive around, shoot
yvour friends (and enemies) and get one
point for each kill you make., The match
is over when someone gets enough
points, or time expires. A good scenario
o vant your frustrations and polish up
vaur visceral skilis. This scenario is bast
tor warming up as well as rooting ouwt
your friends and foes.

Flag Rally

This is similar to Arena, but a little more
complicated, Mo teams, every person for
him or hersalf, but this time to get a
match point you must collect all six flags
on the fiald (flashing letters A through F).
Tocolaect a flag, simply run overit. Onoce
you have collected a flag, it will stop
flashing in your radar display, and the
lettar of the captured flag will appeaar in
the bar next to your name at the top of the
screen, If you are destroyed, all the flags
you have collected go to the person who
destroyed you. Thera are no additional
points for destroying other players in this
scenaric, The key to winning this sce-
nario is to watch for the wise-guy making
a run for all the flags. Let this parson
blaze for a while and then blast them
before they can collect the final flag!

Base Raifd

Hemember capture-the-flag? Imagine it
with miasile weapons, Two teams, two
bases, infinite lives. Each team gets a
match point for “destroying™ the other
base. When the contest begins, you will
rixz in rear your home base. Home bases
ara idaentified in the radar by “W" for the
White team and "R for Red. To destroy
the enemy base you must drive across
the Arena and bump into it, not just shoot
it. Tricky. Alsothare are no Ammo Dumps
in this scenario. If you run out of ammo
you must drive back to your base and
Bump into it to resupply. Bast strategy is
far one team meamber to stay in front of
his/fer base and defend it while aothar
team mambars attack the opposing an-
emy base.

MNMEW NETWORK GAME
SCENARIOS

In Spectre VR, you have sevaral new
scanarios avallable to you, There are
four different types of network game
scanarios. The first two are enhance-
rr@nts to existing scenaros, noted above.
Third, thera are a variety of tag games.
And tinally, there are a number of team
Cybarsports.
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Enhanced Standard
Scenarios

SuwuparA rernsa

Just like regular Arena, only now, you
have access 1o Scattershots, Spinnars
and Mines. These are fired using thea
Optional Weapon fire key you configura
in your user Options system. The arenas
you will encountar also havea Transporter
Gates and Submeargenca Davices.

Flag Rally Deluxe

Just like the standard Flag Rally, but with
each new flag you coll@éct, you receive a
new spacial wsapon and lose your previ-
ousona, Thea [Space Bar] fires whatewver
waapon s active. In sach round the
weapons may be assigned to different
flags, so keep on your toas!

NMare Rally

This game is similar to standard Flag
Rally, but your movemeant is restricted by
tha limiter lines on the ground. This makes
racing for tha flags a bit more difficult.
Particularly when you learn that while
you can't drive over the limiter lines, you
can carainly shoot over them. There is
ona other catch: you must pick up the
flage in order, A=F. Finally, unlike
standard Flag Rally, you don't get an
enamy's flags after yvou kill that anemy.

Flight-Based Scenarios
Strafe City

This gamea is just like Arana. |1 now
has the addition of flying.

Coordlinator

Coordinator adds flying features to tha
game of Flag Rally.

Tactical Air Support

Flying has been added to the Base Raid
Qarme,

Aerfal Zone Sonntrol

Zonea Control, describad in the following
section, becomes an even more chal-
lenging gama with the addition of flying.

Aorial it

The ever popular classic, I, is updated
for cyberflight.
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Cwber Dogfighit

Mano A Mano (the cbstacle-free Arena
gama) now has the addition of flying.

Tag Gams2 Scenarios
Prr

In this classic game, players score polnts
whila they are not IT. Tha player who is
IT drives around trying 1o bump into
aother playars. This gama |5 every man
for himsalf. The player with the most
points at the and of the game wins.

Meep Away

This is the opposite of IT. In Kaap Away,
playars score points only when they are
IT. The player who manages (o spand
tha most time beling 1T will win.

Bumpear Craft

in Bumper Craft, you score by bashing
head-on into other vehicles in the Arena.
You get one point for every head-on
bash you make. There is no shooting in
Bumpar Craft, but there are ways to de-
rez your enemies. The Acid Pools in
Bumper Craft cause an instant de-rez to
anything that touchas them. If the craft
yvou bump into gets eaten by Acid, you
get three points! So, try pushing your
enemies into the Acid Pools. Other
obstacles scatterad throughout tha Arena
makea yvour job all the more interesting.

Forne Controf

This is Tic Tac Toe with cannons In
cyberspace, In this game the Arena is
divided into a 4 by 4 aguare grid. In thae
center of each sequare is a flag. Whan a
player picke up the flag, the grid square
is “capturad” by that ieam and becomes
color coded on the radar, The goal of the
game is to capture a complaete row of grid
squares. The row can be vertical, hori-
zontal or diagonal, Grid squares can be
recaptured by the other team at any
time, 50 precise teamwork is neceassary.,



Team Cybersports
Scenarios

Bitball

Inthis garme players try to kick a cyberball
into a goal located in the center of the
Arena. The ball is kicked by running into
it with your cybercraft. You score by
kicking the ball into the goal. If the ball
gets trappead up against thae adge of the
Arana. you can run over it backwards to
shove it back into play. Your team gets
five points for scoring, but your team can
choose to lose a point and shoot the ball
balore someona alse scores.

Cyber Soccer

in Cyber Soccer, you score by kicking
the ball into the other team’s goal. After
a scora, the ball is placed in the cantar of
the Arena. Thare are no points for de-
rezing athar players, but dastroying tham
will send tham back to their basa. You
may eavan want o de-raz your own
teammates o send one back to defend
your goall Just like in Base Raid, rearming
is done by bumping into your own goal.
Sorry. no special weapons allowad in
Cyber Soccer. You might wateh out for
the Gun Turrets near your opponant's
goal. Also, you should encourage your
goalia, place a few Proximity Mines
arcund the goal. Y our team can see your
mines, but the opposition cannot!

YVEHICLE AMND
WEAPONMSELECTIOMN
IN CYBERSPACE

After clicking on the Ready button in the
Metwork Options dialog box, the Vehilcla
Selection dialog box appears. Choose
tha cybarcraft you wish to use. Differant
vishicles are usaful for various strategias.
Each of the four has its own strengths
and weaknasses, 50 the salection of tha
vahicle is a vital componant of a winning
strategy in network play. If vou wish to
create a more finaly tuned vehicle, select
the Custom cybercrafl at the bottom of
the Vehicle Selection dialog box, and
click Edit Custom. This will bring up the
Custom Vehicle dialog box, You have
15 points to distribute among speead,
shialds and ammo.

Balorco

This is a good vehicle for the Base Raid
and Arena games. It balances all the
capabilitias you nead to win, This vehicle
may be too slow for compating in Flag
Rally.

Speedy

Thig is particularly useaful in Flag Rally. It
is also useful for at least one team mem-
bar in Base Raid. This paraon shouwld e
dasignated to lead the offensive against
tha anamy base.streangth or perhaps
mowva tha coast slide to maximum and
glide right past your opponants.

Choogse yvour vehicie, click Play and pra-
pare to descend into the Aranal

Stromng

Depanding on the strategy and skill levels
of your ocpponents, this could be a usalul
viahicla to selact if you are golng to guard
the bass in Basa Raid.

L P e T ]

Trua Spectre VA enthusiasts will dafi-
nitely want to bulld custom vehicles 1o
maximize their chances of winning. You
can customize your cybercraft to get that
axtra adge over your opponents. You
might wish to maximize your speed and
strength or parhaps move the coast slide
o maximum and glide right past your
opponents

Choose your vehicle, click Play and pre-
pare to descend into the Aranal

HINTS FOR BETTER
CYBERBATTLES

Exparience will be yvour best teacher hers,
Aftar playing some network games, you
will soon realize what makes for batter
network play. Hare are a few hinte we
have found usaful:

= |f you have acoass to confarence-calling
on your phone systems, dial up your beam
members for voice dialogue during
gameplay. Use headsets or speaker-
phones to keep your hands free. At Veloc-
iy, wa use one intercom channeal for the
Red teaam, and one for the Blua team.

= If yvou have only two players, Maze
Rally or Flag Rally Daluxe may ba the
best gamea for you,

= if you have a iot of players (6—8), you
should give some of the Cybersports a try.

= Try organizing an Arena Tournameant.
Keep eliminating players until only the
best four remain, Then host a “CyberBowl”
to determine the winner, If you have
enough players, you could have team
tournaments, one for Flag Rally, and one
for Base Rald. Loser buys lunahl
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TROUBLESHOOTING
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This is a technical reference chapter for
PC and Macintosh, It is not meant to be
light reading. To make this more readable,
much of the chapter is presented in
guestion and answer format, Try to find
your question, and it will provide the
Aanswear.

These sections are divided into several
parts. First, problems and questions
concerming the installation process are
disoussed., The second part examirngés
problems you may experiance with
geiting Spectre VA to load and play.

Any qguestions you may have about
playing the game and game strategies
are covearad in earlier chapters.

if for any reason the installation process
fails on your machina, you should try iton
another machina if at all possibla, This
will help diagnosse the probleam faster
than anything alsa you can do.

MACINTOSH
TROUBLESHOOTING

This section will haelp you solve mosi
problems you might encounter while in-
stalling and playing Spectre VA.

Problem=2 installing
Spectre VIR

In the event of difficulties, the teo most
important things to try ara:

1. “Boot up” your computer with more
free RAM. Try turning off some of your
IMNITs or your accelarator board, if pos-
sible. You can turn off all your INITs and
axtansions by rastarting your compuler
with the [Shitt] key depressad,

2. If the above doesn’t work, run Specire
VA on a different computer, pernaps a
friend's machine or one at work (as long
as the boss doasn't mind). This will tall us
if your machineg has a hardware conflict

Duestions about
frrstalling Spectre WR

0 How much hard disk drive apace
willl | nead to load Spectre VAT

Az You will nead at least 3 MB of free
space on your hard disk to install Specire
VA (seae page 7 for hardwara requing-
mants).

Q: How much available RAM will |
naad 7

A Spectre VR automatically sanses ths
total amount of free RAM in your ma-
china and adjusts its capabilities accord-

S B

ingly. To play Spectre VR you must have
atl least 2 MB of free mamory. For full
sound affects, texturas, Quick Time mow-
ies and tha “Fillad” polygon option you
must have at laast 4 MB of frea mamory.
See the Read Me file for specifics.

Q: Is there an uninstallation process?
A: To memove Spectre VR from your
machine, simply ramowve the application
file and the sattings fila (under Prefer-
ancas in your Systam Folder) from your
hard drive. ¥You might, however, check
yvour backup disks to ensure that you
hawve the original program intact.

Q: Can | run Specitre VAR from the
floppy disk?

A Mo, because you must install from a
multiple disk set. Remaember to make
backup copies of your program.

Q: What If my floppy disk is not
readable?

Ac If you receive the message “This disk
is unraadable, do yvou wish to initialize
it?" Selact the Eject button and try it on
anothar machine. If it fails on othar ma-
chinas, contact the dealar whera you
bought yvour copy of Specfre VR, The
fastest way to get a working copy is 1o
axchange it at the dealer.

Q: What if I'm trying to seriallze Spec-
tre VA but the floppy disk (with the
gerial numbear on tha label) is in the
diak drive?

A: You will nessd 1o eject the floppy from
the disk drive. Press and hold down the
[Command] key while pressing and hold-
ing the [Shift] and [1] keys (the [1] that
is at the top of the keyboard). This key
sequence will ajact the disk, Copy down
the serial number, reinser the disk and
continua with entering your name and
sarial nurmber,

Q: Can lloan my serial number to my
friends so we can play a network
game?

A: MNo. Mot only would this violate your
copyright agreemeant, but it won't work
either. Each copy of Specire VR neads a
unigue serial number in order to play a
network game, Come on, halp us put out
more greal Macintosh games and tell
yvour friends to buy their own copy. ltisn't
that expensive!

Problems Running
Spectre VIR

Specire VA runs under Systems 8.07
and later. Specitre VR will run on a
Macintosh Classic or better and sup-



ports both color and monochrome moni-
tars (2, 16 and 258 colors). The filled
polygon option ie not supported on tha
Classic or SE and thers is a reduced set
of sounds to increase game spaed. The
solid filled polygon option is optimized
for tha Macintosh |Ifx, Quadra and Centris
systems and may nol play as smoothily
on lessar machines.

To play Spacfre VAR you must have al
laast 2 MB of frea mamaory. For full 2ound
effects and the filled polygon option you
must have 4 MB of free meamory.

If Spectre VA gameaplay slows at higher
levals, try toggling the sound ol (press
the [S] key) and the animation will spead
up. ¥You may also toggle the “FilledM\ ac-
tor” button in the start-up screen to “Vec-
tor” for faster gameplay.

If your game score is among the top ten,
yvou will be prompted to type in your
name. To clear the high scores throw
away the Specire VR Settings file lo-
cated under Prefergnces in your Systam
Folder.

If you have trouble firing on the smallar
Macintosh keyboards, try using the
[Shift] key instead of the [Space Bar].
Some keyboards hawve difficulty recog-
nizing more than two keys baing pressed
simultanecusly, but tha [Shift] and [Op-
tion] keys will be recognized in any case.
You know us software authors.. always
blaming the hardwars!

Duresticorns abowul
Runmning Specitre ViR

Q: How should | set up my monitor to
play Spectre VR?

A: Speactre VA will run in 2, 168 or 258
colormodes. Please select Control Pan-
als from your Apple menu and select the
Monitor CDEV. Set this to "Black & Whita"™,
18 or 256 colors. You may also set the
monitor to 16 ar 256 grays. If you have
two or more monitors attached to your
Macintosh, Spectre VAR will automati-
cally sense tha monitor with the highest
sattings (that is, the most colors or grays)
and play on that monitor. If you have
multiple monitors and Specire VA doas
not come up on your primany monitor
(the one directly in front of you), reset the
monitor settings so that your primary
monitor displays a higher numbear of col-
ors than your othar monitors,

Q: Is Spectre VA compatible with the
Apple or other third-party full-page or
two-page displays?

A: While we have endeavored 1o test in
a number of machine and monitor con-
figurations, wea cannot assure that Spec-
tre VIR will work in every possible sce-
naro. Howaver, Spacire VR should work
fine with most full-page or two-page dis-
plays. If you experience any problems,
try setting your manitor to different color
oF gray modes,

: Is Spactre VA compatible with
acoslarator cards?

A: Wae tasted against a numbear of thasa
cards and found Spectre VA to ba com-
patible. Howeaver, if you experiance a
problem, disable the accelaerator and try
again.

Q: When | start up the program, It
seems to load up properiy, but | don't
see anything on the screan!?

A: Press [Command]-[Q] to attempt to
Quit out of Spectre VA. If nothing hap-
peEns, reboot your computer and disable
vour INITs and Extensions. Under Sys-
termn 7.0, simply hold down the [Shift] key
while you boot up to disable the Exten-
slons. Finally, check your monitor set-
tings. If vou can successfully Quit out of
the game, it is likely that the monitor
satting is not baing suppored proparly.
Try a different color or gray mode and
rastart Speacfre VH.

Q: The program won't run at all. What
should | do?

A The first thing you should do is check
to saa that you have ancugh free RAM to
run Specitre VH. Again the minimum
amount of free RAM reguired is 2 MEB. 1T
you do have anough free meamory, try
rabooting your computer after disabling
yvour INITs and Extensions.

Q: Mo matter what | do, the program
won't boot!?

A If nothing else works, there may be
something “built in® to your computer
system configuration that is causing
trouble. Specire VA has been tested on
all of the Macintosh line and a number of
monitors and accelerators, but it is
impossible to simulate each user's
individual configuration. In the event of
continued difficullies, try running Spectre
VR on a diferent Macintosh, perhaps a
friend’'s machine or one at work (as long
as the boss doesn't mind). This will tell
you If your machine is causing the
problam, or whether it is a problem with
Spectre VA,

Q: Wil Spectre VR run on anything

older than a Macintosh Classic?
Al No. Sorryl
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C: What If | am having problems with
natwork play?

A: Problams can occur in natwork play if
several players attempt to join or quit a
game exactly al the same time, or if a
player disconnacts, crashes or turns off
hiz or har machins in the middia of setting
up or playing a network game. In many
cases Spectre VA will sense a network
problem and gracefully return you to the
Main Meanu, Just try again. I you experi-
enca a problem with a network game
(such as, a player is unable to join a
game, or a game suddenly halts with an
arror maessage), have all players returm 1o
the main screen and restart the network
game. Under rara circumstances it may
be necessary to reboot everyona's ma-
chine. Wea have made avery effort (o
make the network code solid as a rock,
but this is way complex stuff and there is
Iots of room for the unexplainabla. No
cop out, just the facts.

Anothar note on natwork play: Under
Syetam 7.0, with AppleTalk Phase 1 in-
stalled (the old AppleTalk), networks with
heavy traffic tend to experience prob-
lems. Spectre VI may be affected. If you
have a large network running some Sys-
tem 7.0 with Phase 1. and you experi-
ance problems with Spectre VA network
play, wa suggest you upgrade to Phase
2. Contact your local Apple dealer for
datalls.

Q: What if my vehicle suddenly starts
to turn or spin?

A: Spectre VR supports the use of the
mouse to steer the cybercraft. Some
people might prefer to use a mMousa,
although it provides less control. Occa-
sionally you may bump your mouse while
playing, which will cause your cybarcralt
to start spinning. Simply press tha [5] on
the numeric keypad or tha [G] key to
cantar your vahicle and continue.

CG: What if my keyboard seems to be
getting stuck on a certain key?

A: On some keyboards, the keys may got
*stuck” after extended pericds of play.
Gently tap the stuck key and it will @van-
tually releass.

Q: Can | network Spectre VR
Macintosh and Spactre VR PC?

A: At this time, no. But a releasa is
forthocoming that will support Novell IPX
so that Macintoshes and PCs can battle
against sach other! Register, register,
register! Get the message?
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@: How do | get human help?

A Spectre VA has been fully tested and
includes this comprehansive users
manual. However, if you should encoun-
ter any difficulties not included in this
manual, please follow these steps:

1. Make sure you have correctly in-
stallad and serialized your copy of Spec-
frée VA and are running under a Sup-
ported Macintosh with at least 2 MB
AAM under System 6.07 or 4 MB RAM
undar System 7.1.

2. Consult your local dealer. The dealer
should ba abla to help you with both your
computer and the soffware.

a3, Lastly, if you cannot get your quastion
anawered or problem solved, please call
Valocity Development Registered Usar
Support. The number can ba found on
page 57.
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This chapter includes information for youw
as a registerad user of Spectre VA. It
includes the terms of the software li-
censing contract we entered into whan
you bought this program and opanad the
package, as well as the terms of the
warranty provided. Intormation about
customar sarvice and programes (2 also
includad,

First of all, wa'd like to taka this opportu-
nity to thank you for your support of
Valocity and its softwara products. Wa
ara constantly striving to build the higreest-
quality software wea can, and as part of
our commitmant 1o total guality, we invite
you to send us your comments and sug-
gestions. it is only with your feedback
that we can bulld a better product.

FPlease take a minute to fill out the Reg-
istration Card. There ara many reasons
wihy ywou should register! By registaring
your Velocity product ywou recaive:

= A staff of Velocity software specialists
to halp you solve any problems you may
encountar with our software.

= Advance information about new Veloc-
ity product releases, service programs
and updates,

= Freae replacements for defective disks
or manuals during our 80-day product
warranty pariod.

Totake full advantage of these sa rvices,
vou must register with Velocity. Please
take a lew moments to fill out the Regis-
tration Card enclosed in the package
and forward it immediately to Valocity.
We must stress that thase sarvices ara
available only to registered users, Oth-
erwise, the dilution of our services would
have an advarse effect on the quality of
our teachnical support,
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CUsSTOMER
REGISTRATION

Plaaze take some timea to fill out and
sand inyour Registration Card. We naad
this information in order to notify you of
new products, upgrades and any spacial
offers we may introduce.

CUSTOMER SUPPORT

i you hawve a problam that the manual
won't solve, there ara sevaral ways 10
get halp. Because wa are a small com-
pany and want to provide the bast sup-
port possible, wa ask that you try some of
these valuable sources of information
bBatore calling us for help.

Your dealer: Your dealer should be fa-
milliar with tha products ha or she salls. A
quick call may help you out.

Send us a letter: If your problaem is not
urgent, or if you have suggestions you
think would make for a better product,
please fesl free to send us a letter. If
possible, use Applelink to send your
message.

If you find that you must take advantage
of our telephone technical support sar-
vices, please be in front of your computer
it possible. Because B0 percent of all
problams are caused by software con-
flicts, we will nead to ask you quastions
about your hardware configuration and
systam INITS,

Valocity Devaelopmeant

P. O. Box 27490

San Francisco, CA 94126

Technical Support: 415-382-HELP

Applelink: VWalocity

| i T a r n L=} t
Walocity @ Applalink. Apple.com

CompuSana: 7e8E7T0,.2202

America Online: VeloctyDev



LICENSE AND LIMITED
WARRAMTY

License (srantl

Velocity Developmant Corporation
[(“Velocity™) grants to you (an antity or a
pergon) the nonexclusiva right to use
ana copy of the anclosed computar
software product ("Softwara™) on a single
computer. ¥You may uss the Software on
a network provided you have purchased
Softwars aqual to the maximum number
of copias in use at one time. The Software
is "in usa~ on a computer when it is
resident in memory (that is, RAM) or
installed (executable and other files) on
the hard disk or other storage devica.
Software installed on a server for
distribution purposes only is not consid-
arad "in use.”

It the Software is stored on a computar
aothear than a natwork sarver, thean tha
primary user may also usa the Softwarae
on hisfher home andfor laptop computear,
provided the Software is used on only
one computer at a tima.

Copwyright

Tha Software s licensad, not sold, to
you. Dwnership of the Software and its
associated proprietary rights are retained
by “Velocity and its Licensors. Tha
Softwara ia protectad by tha copyright
laws of thea United States and by
intarnational treatias. Tharefors you must
comply with such laws and treaties in
yvour usa of tha Software and, among
other things, you may not copy the
Software axcept that you may load the
Software into the random-acoess
memory of your computer, install the
Software on a hard disk or other storage
device of a single compuler and maka
one copy of the Software solely for
backup or archival purposes. Any copy
of tha Software made by you is subject to
this Software License and shall include
Valooity's copyright notice. Y ou may not
copy the written materials accompany-
ing the Software.

Restrictions

You may not sell, license, lend or
otherwise transfer the Software to others,
excepl that you may parmanantly trans-
far the Software and accompanying
matarials provided you retain no copias
and the recipleant agrees to the tarms of
this Software License. You must comply
with the then applicable United States
export control laws in your use or transfer
of the Software and accompanying
materials. You may not modity, reverse,
engineer, decompile or disassemble the
Software.

Limited Warranty
Statemeant

Lirmited Warranty

Velocity warranis that the Software will
parform substantially as provided in the
mccompanying written materials for a
paricd of ninety (20) days from the date
of receipt from Velocity or Velocity's
dealar. Tha duration of any implied
warrantias applicable to the Software are
limited to the same 20-day period. Some
states do not allow limitations on how
long an implied warranty lasts, so the
above limitation may not apply 1o you.
This Limited Warranty gives you specific
legal rights, and you may also have other
rights which vary from state 1o state.

Rermecodies

Velocity's entire liability and your
exclusive ramedy for any fallure of the
Softwara to comply with tha Limited
Warranty shall be, at Velocity's option:
(a) repair or replacemant of the Sofi-
wara, or (b) return of tha price you pald
for the Softwara. You must return all
copiea of the Software to Velocity or
Valocity's dealer with a written explana-
tion of the noncompliance and a copy of
your recaipt within 90 days of the date
you received the Software to receive this
reameady. Any replacement Softwara will
be warranted for the remaindar or thea
original 90-day warranty pericd or 30
days from the date you received the
replacement, whichever is longer. The
Limited Warranty applies only to the
original recipient of the Software and is
wold if the failure of the Software resuited
from abuse, Misusa or casualty loas.
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Disciaimer

Velocity does not warrant that the
Software is frea from all bugs, errors and
omissions, axcapt for thea Limited
Warranty described abowve. Valocity
makes no other warrantias, axprass or
implied, with raspact to the Software or
any accompanying items including with-
out limitation tha implied warranties of
merchantability or fitness for a particular

pUrpose.
Limitation of Liability
L rrr e o e =

Exceapt tor tha parformance of the repair,
replace or refund remeadias set forth in
the Limited Warranty Statement, Velocity
shall have no liability or obligation for
any other damages or remedies, includ-
ing without limitation the cost of substi-
tute goods or any other damages or
rameadies, including without imitation the
cost of substitute goods or any direct,
indiract, incidental, special or consaguen-
tial damages, arising out of this Software
License and Limited Warranty Statement
or the use or inability to use the Soft-
ware. Some states do not allow the ex-
clusion or limitation or consequeantial
damages so the above limitation may
not appiy 1o you,

Lirmvitation of Lisbility

In no event shall Velocity's liability
(wheather in contract, warranty, tort (in-
cluding negligence, product liability or
aothar theorny)) with regard to the Software,
tha accompanying written materials, or
this Software License and Limited War-
ranty Statement exceed the compensa-
tion you paid for the Software. Further,
Velocity will not be liable for any delay or
failure to perform its obligations under
this Software License and Limited
Warranty Statement as a result of any
causes or conditions beyond Velocity's
reasonable control.

U. S. Governmeant
Restricted Rights
Legend

If thia Softwara is acquired by an agency
or othear part of the U5, Governmant, thea
Software and accompanying written ma-
terials are provided with Restricted
Rights and use, duplication or disclo-
sure by tha Govarmment is subject to
rastrictions as set forth in subparagraph
{c)(1)(iii) of the Rights in Technical Data
and Computer Software clause at 48
C.F.R. Z252.227-7013 or in subpara-
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graphs (e){1) and (2) of the Commercial
Computer Software-Restricted Rights
clause at 48 C.F.R 52.227-159, as
applicable.

This Software License and Limited War-
ranty Statement constitute the entire
agraameant batweaen you and Velocity
ragarding the Software and all accom-
panying materials. H any provision is
found to be invalid by a court of compatant
jurisdiction, the balance of the provisions
shall remain in full force and effect. This
Software License and Limited Warranty
Statement is governed by the substan-
tive laws of the State of California, but
not including the 1280 U.N. Convantion
on contracts for the international sale of
goods.

If you wish to contact Velocity for any
reason, including warranly servios,
please write to: Velocity, PO Box 2749,
San Francisco, CTA 94126,
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