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Loading Instructions:
Starting Up

1. Make sure the power switch is OFF.

2. Insert the Cyberball cartridge in the Genesis System
(shown below) by following the instructions in your
‘GENESIS SYSTEM manal,

3. Tum the power switch ON. If nothing appears on the
screen, recheck insertion.

IMPORTANT: Always make sure that the System is
tumed OFF when inserting or removing your Genesis
Cartridge.

Forlor2
Press Sart Button on Genesis Control Pad 1

Geness Canridge

G commiratt |
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nesis Conrol Pad 2
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The History of Cyberball

Football began as a sport contested by human beings.
However, in the year 2006, the fist instance of ilegal

St v o 1 L il e ot
parts, and was subsecquently banned from the league.
Sy Bl S complaints from

opposing teams, two more players who were found to
have undergone the illegal surgery were tossed out of
the league.

In an effort to save his beloved game, the Football
o Fotiind ¥ medont o g
pected, the testing
s Uaie et it
efforts would prove to be for naught. Due to
increasingly ridiculous salary demands, and
increasingly serious injuries to the players, the league.
radually made the change to complete roboics. By the
T - v o N e o i
hanged for mbatants were no longer living,
S b,

“The traditional pigskin was replaced with a 350-pound

bomb. An invisible force field was insalled to prof
the spectators (human beings) from flying debris
Penalties were eliminated completey.

. you can take the reins and guide your team o
ultimate glory with “Cyberballl” Choose from over 100
ofisve fomations, o op the e beam. mu with
one of your stone-wall defenses! Buy new,
quality Robots when yours fall apart! Al gt
et o ol ISR ol o 8
future, are yours now with Cyberball!

Now, you

Take Control!

the functions of m button on your Conirol Pad
b s B playir

Disciona Buton (D-Bution) St Buton
 Bun ©
Buton B
— Buon &
D-Button

* Moves arrow during Mode Selecton.

Moves arrow during selcton of plays and.
formations.

* Moves the Robot in control of the ball
VOTE: The Robot carrying the ball is a different color
than the other Robots.

* Moves the Robot you control on defense.

* Moves selecton window in Workshop mode.

* Directs pass or pitch atterpts

Start Button

* Stris the game



* Advances through the selction screens.

Buttons A, B and C

* Sclect options, plays and formations.

« Pass and pitch the ball.

* Apply Turbo Boost to any defensive player.

+ Change the controllble Robot on the defensive team.

NOTE: You may not take control of the Linemen on
offense or defense.

Rules and Regulations

Cyberball is derived from American football, but the
rules have been simplifed for play by Cybe

FIELD: 53 yards wide, 100 yards long
PLAYERS: 7 Robos per team.

RIODS: 6 periods per game (barring overtime- see
page 23).

TIVE: 3 minutes per period.
TIME OUTS: 6 per team per game.

S The offense normally has 4 plays to cither
move the ball over the Ball Defuse Line (i-yard lne),
or 1o cros the opponent’s Goal Line. f they can do
kb, the bl eplodes s the ot e s
ver. When the ball explodes while i the possess

i Rt el o Up it K bt U
special custodial machine:

SCORING: If the offense crosses. the opponent’s Gosl
Line and enters the End Zone with the bal, they score.
2 Towldoun (6 o, They can then atenpe the
Conversion, or Point After Touchdown 2 poi
i or 1 pointf prsd o f e defer can
tack

e e
harsh, isn't 2

BALL STATUS: The ball, consistng of a variety of
‘explosive materials, gradually heats up during play.
A8 1l can- an il Gt (e Bl s
page

Comertack Comertuck

Sufey suey |

Defensive
Linemen

wide
Receiver
Oftensive
Linemen

Quiterbock  Rumming Back Tt End



Offensive Personnel

Before you get started, you should understand the
functon of cach member of your tea

Quarterback

e B
R Y

o il petarnd e

e "k omiors’, R

ok, Wi Rcower, o i Fnd 1

all players are well covered, however, 5
e e LT L
B e

B e G
R ek o, Gt i of e el bt e e i

Running Back

Helsmmlylxdunkulmmgplays He does have ofher
functions as welk- he may

B o i

sneak, or catch a pass if al the ()

other receivers are covered.

Always keep an eye on him, as

he'll ften move behind the Line

‘Wide Receiver
Naturally, he gots most of the work as far
as the passing game is concemned. He has
;waspma and just a couple of fakes

e congh o i b e Kall he
o Heo g

R o

on the height ,d\.m,,e he enjoys over
most of the defensive players!

Tight End

He> 3 shortnge et who b
g syt and
pattens. il
e Wide Reaives i help 10
spread the defense out. He's not
ime breaker, but he'll no doubt help
S nghlspeldum\g e game!

Linemen

Yo Coainst's e ST

quick, 50 always beware of the Biitz!



Defensive Personnel Safety

As on offense, each member of the feam has certain A very sutable name for this positon,
responsibilities on defense. 5 o Vo s
betuween the offense and your Fnd
Linemen Zone- l)w last line of defense!
monsters must either put © Team Introductions

SR e 0 e s
E ting different cites or areas of the United

St They are e o 2 Conference Tha

American Cyberball Conference (ACBC), and the

“They always show up ready to play! Natoral ‘Cyberball Conference (NCBC). Each
¥ ‘contains 14 teams grouped into 3 divisions:
Linebacker ATLA\JT!L CENTRAL, and PACIFIC.
He's the captain of the defensive unit. He Chalk Talk
has to help the Linemen stile th
(g e ol i Offe
lay puss defense. He's got a i

pl
mmbmamm of size, speed and .m.;u»

im well, and you won't give up too
many poins.

Let's take a look at a few sampe plays fr
Crial lgbook: There ar a i of 108 T
formations, and before cach pay, there will be 4

Rurning, Pass o Optn fomtions avalae b you
‘The one that appear have been found to be

effective given your present situation (feld el

Cornerback

He's the quickest of the defenders,

and is responsible for pass defense e
on every down. I you v 1o s Gpeir
up the offense, try biiting him e
axcasionally. Dot do i The Rurving play wefl ook at s called
your goal line, though- Led oA Running
o lin, “SHAKEDOWN.” AS you can se, thee e 2 Ruring

50 Bk postioned bohind and to e e of the
uarigbock. The afenive right side Is looded up.



sarterback will execute a little

you'e stil far from the Ball Defse Lin or the End
Zone

o pitch the ball to the Running Back, use the D-Button
to point the Quarterback in that direction, and then press
Button A, B or C. As soon as the Running Back has the
ball, you should begin using the D-Button to maneuver
him upfield.

Pass Plays

T play o cled “LONG SHOT: T s o Tt
in this form;

o from g sucesl
Deep paicrs, ot wel i, cfn resc

Intercepions, <0 cut the urge 1 go deep on every play
and make good use of your short ange receivers

I you're using Pass Marks (see Optons, page 16), use
the D-Buton to point the Quarterback in the dircction of
the Pass Mark where your intended receiver is headed,
and then press Button A, B or C 1o et it fy. I the pass

10

attempt s successful, the receiver who catches the ball
will tum a different color. Use the D-Button to move him
around. If you can't connect, the message

IPLETE PASS' will appear on the screen.

Option Plays

These are a mixture of running and pas

Gppirtiition THS pertias frmation X e
“JET.” There are 2 Tight Ends
eSbie e o e o
e s sl ot o e of

the line. They will run patterns, but

it o o
make blocks for the Wide Reciver,
Hell come in motion from the other
side of the line, and take a pitch from the. thack. It
resembles a Flanker Reverse play, and if wel executed,
s a lethal weapon!

Defense

‘There are 12 formatians available to you on defense, and
b e ek 4
difforent offensive sets. Bef

ormitons for the ctegoy you seltad will appes.

Short

These formations are designed to
stop short passes and runs. This

Comerbacks play on cither end of
the line (lke defensive ends), and



their responsiblity s to laterally pursue the runner on a

Running play in order to from breaking away.
The Linebackers play behind the Linemen in such
manner s to fill the holes in the lin i

extremely offective against Running plays, but very
dangerous against the pass

Medium

The formaton you e e s

Ruing c bt he TR i ot o
carrier gets by him- one of the other defenders can help.
out. Ifs a safe formation to cal in almost any situation.

Long

e  formton it NICKEL
Sty G o e B v e
o e s of P Gl Bl
T Lk s g s
e il Lo,
ot sy v s o
oo s s s st
i T Lo 4 e 7
S o o
¥ o et wia
e g ——
et ans v don it v Bt
S T Ty
e

which is

The ball is made of

B
s S e
3

U oL T

Ther e 4 condios- Coo, Warm. ol and Crial
The Bl Sats st  te bp o e Pl

Formation selection il Tcp you powed, I Bal
s 1l TR S i o P BB
try 1o pick up s much yandage as you can. Even i you

s U ol youll e o Bt e o
the other team 10 score

Getting Started
Mode Selection

bl be plyed by 1 plye gt te
by 2 players against each other. The
“TEAGUE" Miode & for 1 player oy, and consits of 2
L6 seon llowed by playofs anc,of cour,the
Cyber Bowl. The “VERSUS” Mode is for 2 players to
e et i T o e (o

The “OPTIONS” Mode gives you the opportunity to
choose certain game conditions before beginning play.
‘The “PASSWORD"” Mode is selcted when you want to

3



ter a Password and

in the 2-player mod

To select a Mode, move
the Selection box up ar-

down using the D-Button,
and then press Button A, B or C to select.

League Play (1 Player)

By chocing this o, e ke he st s on he
road to rball championship! You can
i e e Cyberball
Lsgue, ad the compter vl e you witha ierent
fom for exch e, e every game,win r o the
nnum;,. will appear, alan}, vith the Poseond
16 you finish the regular 16-week season with the
i/ o i your i, ot e f the op 5
records Conference, you am the.
e e ot socgue, el
makes the schedule. The Division winners
o 1 g o the e Bow s s 2wl
teams must win a total of 3 games o make it to the final
the Cyber Bow! becomes the champion of
the International Cyberball League!

Versus Play (2 Players)

In this mode, 2 players can knock heads for 1 game only.
The only thing at stake is the pride of the players!

formation diagrams are different in this mode than
mlhn\p\.\vu mode. They appear in 3 colums, with 4

14

«
s v i e
Password

“This mode is use for entering a Password that you
wrote down earler. The. of this is to allow you
10 take a break from playing, and then pick u

you left of.

When you st i mode,

a grid full o leters and
ot s Using

the D-Buton, fi

dei chaacter and BCDEFGHIJ
T L orons

Be sure m mmhk

. you

syttt N you enter the

e 4 g “PASSWORD ERROR" will

come vy ol a selction, move the

secton bx B B G o
and press Button A or C.




Options

Seet this mode o st
as:

WARK 0N

Sclction ball down to the
word “EXIT” and press Button A, B or C to keave the
Options screen.

LEVEL: Easy, Normal, Hard, Hardest

SOUND TEST: You may lisen to any of the sound
cffcts that are used during 2 game.

PaS: Marks will appear on the field when

you'e on offense. TheyTl help you to pass more

cithout them (press the D-Bution
Choose ths to leave the Options screen.

Select a Conference

As mentioned earler,

Intratonal (‘»mmn T
of 28 teams

B

comes up, move the arow let or

right using the D-Button, and

press Button A, B or C to seect
ither the ACBC (American Cyberball Conference) or the
NCBC (National Cyberball Conlerence).

Select a Team

After you choose a Conference, the names of the teams.
in that Conference wil appear. Agai

10 i the team you ware, an e # by pres

Button A, B or C

m\umm

Get Your Robots Here!

If you have sufficient funds, you can buy a new Robo
tons but Lineman are available. Robols are

¢

Shop is especially valuable to you if well into the
season, or f you're playing in the Versus mode.

e Robots you can buy_appear in the
left comer of the Work Shop screen,
categorized by positon. If you want
0 sco another positon, move the
selction box 10 “NEXT and press

P orC To picseone of

Sclct

e ==
using the D-Button, and press Button A, B or C. When
you're done shopping. move the box down to “EXIT
and press Button A, B or C to strt the game.




Starting the Game
Kickoff!

To begin the contst, cither the

Computer or Player 2 kicks off. If

Playing in the Versus mode,

Player 2 docsn't have to do

anything as the ball is Kickedd

automaticall. Before the kickoff,

you can decide which of your Robols o

mn S the Robot in the conter will be
o select another Robot, press.

e C e you select changes color

Kickoff Return

e team that receives the Kickoff will fry to advance it

for a Touchdown- this s possible, but not likely!

1f the kickoff is caught in the End Zone, there are 2
possbilis. First, if the ball carrier elcts to stay in the
End Zone untl he's touched by anyone on the other
team, his team's offense will take over at the 20-yard
line. 1f, howwever, he steps out of the End Zone and is
hen forced back in and tackled, a Safty s assessed- the
Kicking team receives 2 points, and possession of the ball
at its own 20yard line

Attack!

On offense, you have many options at your disposa.
The Play Selcion sreen appears e cach play
b, To sl ster “BONNING? P o
"OPTION” mov e scion o using the D-
Button, and then press Button A, B or C. The Formation

R Buton, ad then pres
iton A, B or C. Notice
e T Gt the ool i A
time you have o selet a ply o formation. When
Yo on e, wing f of 1t s 5 gy 25
‘maintain possession of the ball and prevent your
opponent from doing any damage.

Defend!

on jou have
12 different formations.

the selection arrow using the press
TR e C. Tt ok it it il
automaticaly appear, move the selection window using

19



the D-Button, and then press Button A, B or C. When
you're on defense, you won't be able o run so much
time off the clock

Turbo Boost

You can give your defensive players a ltte kick in their

bionic behinds with the Turbo Boost feature.

To boost a player, press Button A, B

G e
 runner, for example).

m boos your contoliale

b

TRy e S G porm

Time Out!

While deciding on your next offensive or defensive

drying the sweat off your hands, you can
ol e
the D Button) so that it pointing to “TIME
our ot o pren Bt A, B cx . The T G

ll up anc your Time Out wil st unl he gruge

i tm} ty. You have only 6 Time Outs per game, so use
them sparingly!

Smoking Robots

The Robts at the offensive skill positions.
(Quarterback, Running Back, Wide Receiver
nd Tiht Exd)ar sinrable o xpoion i
subjeced 10 too much ning,of
e rpestig A f e
bilowing from the head of the affictet

20

Robot. After ane of these Robots has taken an especially
nasty hit, the opportuniy o buy a new one wil

should buy the advertised Robot as soon as possibl,

se the smoking player will cerainly drop the ball if
s obbered agant
NOTE: smoking player docs indecd drop the ball
v i, [ el el
‘may advance the ball. The team that recovers will go on
ofense:

Turnovers

T i
offensive team to |

occurs efe
i - passed ball that was intended for an
offensive receiver. The intercepting player may advance
the

recover and advance the
ball

The third type of tumover i, of course, Ball Explosion!
Thi & the ot common s of kit b, 0
don't eel bad the firt time it happens {0 you- or the
B o e s



Scoring

W o s
pponents
Goal Lin wit the bll,he
s o Toucown. The
same i true iy
Quristck pawes s th ball
standing in

10 2 teammate
the End Zone: A
Touchdown is worth 6

points, and a Conversion attempt follows. You may
S T by
passing it (1 point). Another method of
B
described on page 18

The seore o the game s shown i ot the Py and

Formation Selection screens, as well a
scoreboard which appears after each pmud
Team Funds

Belore the game starts, your team kity totals SS0.00 if
you're playing a full I the Versus mode, each
Player is given SY00,000. You may improve on this by
scoring points, and. making timely plays during the
“The more monctary  higher

ity
es larger and larger. He'l have it tough, though,
at the beginning,

2

Offensive Prizes

TOUCHDOWN 515000
CONVERSION (PASS) 5500
CONVERSION (RUN) 5500

750

Defensive Prizes

INTERCEPTION $10000

$12500
CONVERSION BLOCK 250
FORCING BALL EXPLOSION 55000
FUMBLE RECOVERY $10000

Overtime

1f regulation play ends with the score ted,the game will

enter sudden-denth overtime. The firt team to score

the game. Since there’s no coin toss, Player 1 is
awonaicatly awarded the Bt ot at enlin the
contest!

Cyberball Jargon

Ball Defuse Line: The 50-yard line. The offers
o CEEeEse ol g or iy 1
possession.

o of time between the beginning and
oy play, whatever the result

Recover: To pick up a ball that's been fumbled. The
jam that rcovers umatcly goe on o

Interception: 2 defensive player catches a pass

B it aave e



Tamover: To e the il by way of b
Faogile. oy o a«u gl
AR
i,

o Bl v n.m\mb in front o

Line of Serimmage:
from wiichan it G
begi

R i e
positioning of the players

fore the bal is snapped
End Zone: The arca behind the

Gosl Lt The e lhe offense must cross with the ball
[l ot e e
DY R AR R o e e

s ¢ Tochdown
underhanded toss by the Quarterback to

T e
d Off:

hen the Quarterback gives the ball to
another player (usually a Running Ba
Scramble: When the Quarterback, unable to find an
‘open receiver, runs with the bal in order fo avoid
getting demolished.
Motion: When a player moves
on his own side of the Line of
mape beore the ball is

B o a defrive o e
olter tan e 31
atten (e e
Bk Tharn o the cfrsive Lieren
her the Quittiac s shuys st
Patten: - The planned route 1
o Running Back. e
Srimenage. At he e of the patm, e hopes 1o
catch the ball

2%

Cybertips

* Don't use the same play over and over because it was
successful once. Give the defense a litle crdit!

¢+ A e Ring ack &y ot cargene
v et He prtoms on S o
e o
fast Knnnmg Back once you've saved enough o
and use him wiscly!

*+ Watch out forthe B! The computer dort it
wwhen it does, its awesome. Dont get
bk bl g Ky o e
defensive players move toward the Line
Sctimmage bfore the bl s sapped, um means that
they'te going to come afer you. Be re

* Do some blitzing of your own, but don't overdo it If
the Quarterback gets a pass off over your onrushing
monsers, it could go al the way!

W on dkrs, g e o uceryux
s bl the bl s sapped: T
- sy

Dt s ot b o
chances are you won't be able to catch

* Déguos your fentons.Fo e, all 3
where no one is supposed fo bitz, and then
gu 8 et i e ek i i cocmh e
et move e the iap s ratack
probably won't worry about i



Scorebook

Handling The Sega Genesis
Cartridge

Date
N *+ The Scga Geneshs Cartrdge s e exchsively
for the Sega Genesis Systen
Score + Do not bend, crush or submerge in liquids.
« Do not leave in dinect sunlight or near a rdinor or
other source of heat
[ Date { - e to take an occasional recess during extended
Name
Score | T——————
Warranty
Date S of Americ, Inc, warrans to the original consumer
rchisr ot the S Ceness Cartige sha
Name et in el ang wrkmarehi, o  period of %0 oy
e e o e 3 0t aranty
ccurs during this 0y wamanty i, S il epir of
Seed) i e -lmum canridge or component part, at it option.
Thi waranty dos ot appy f the dekcs have ben cused
beie by negligence, accident, unreasoable use, modification, tam-
i o any lhe couses ot et t delective materiak or
Name Workmanship
Score T el vy sl he S Cor
Depariment t the following mumber
ANUSASEGA
Date Our Consumer Service Department is in operation from 600
S 5 30 e Ty, Moy s iy and
Name rom 500 am. 10 600 pm (adic T Sy 3
Sinday. DO NOT RETURN YOUR SEGA GENESS CAR-
Score CE TO YOUR RETAIL Sk rridge to Sega

T
Consumer Service. Plase cal firt for furher information,



e S ciin i e v he bl by o,
we il mactionson etumi Yot
mﬁ(on s b a The el o MRS
i Servic Coker sl b b Ly 6 PRI

Repairs After Expiration of Warranty

1 o Sy G o s i

o f the By warany o, you iy e

Consumer e Depamen o e umbe e b

e tehician Mm.m o olve by phone he wil
o the e

Ui determined that your cartidge cannot be egaied, it will
be o you and your payment wil b refunded.

Limitations on Warranty

ny ppate impli varmntis ncing varnis o
e, e ey

T L P e

S e B T SR

of Amrs, . b e o consqenti o ncdenal

damages resilting from the any expres or implied
warranties,
The provisions of this warranty are valid in the Urited Sates
only,Some states do not allow limiations on how o, an
plied waranty Last, or exclsion of il or
incidenta] damo above limation or exclusion may
ookl o . T warny proids o i 3
s Yu my v ot g whkh vy fom e
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