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B.H.A. Missions-

1.00 Mission Outline

Report From B.H.A. Fleet
Command, August 1, 2061

Here is the present situation. The
outpost on Defcon 2 has reported
explosions in the area we sent
space probes to. The probes are
not responding to transmissions,
and we've just received word that
Akirov space corriers have been
seen in that oren. Nuclear trails
from the engines of the Akirav
bottle fleet are now being
monitored by our defense satellite
[B.H.A. Comsat), and the word is
that the fleet is maving in the
direction of the Solar System

If the Akirovs are planning an
aftack on the Earth, they couldn't
have picked a better lime. As you
know, resources here on Earth are
dwindling at o rapid rate. The
probes we sent out had orders to
search for new planets or
planetoids with the resources we
need down here. The Akirovs
probably know this, and have
decided to toke advantage of our
vulnerobility. We defeated them in
the Akirovian Wor almost 40 years
oge, but they seem fo thrive on
warfare. It was just o matter of

fime




This manual and the accompanying
software has been created fa
familiorize you with the funclions of
the C.AM. [Cybernetic
Anthropomorphic Machine)
pment and enemy warbot
specs, as well as the condifions on
the various planeis, moans and
asteroids you'll be fighting on. The
C.AM. team is being sent out o
defend earth’s outposts, and we

d you on the team. Now, let's
tarted.

2.00 Basic Control
Functions

These are the button controls for the
opfion screens. To find out about
button controls for battle situations,
see Heading 4.11: “Manual "

1 Directional Button
(D-Button)

Maves the cursor in options
screens,

Maves the percentoge meter in
the Probability Chart

Scans through C.A M. oplions
when making C.AM. selections,
Scans through Battle Field
options when making Battle Field
selections

Changes the gome speed when
the battle is paused.

2 Start Button

Selects choices in options
screens.

* Pauses the game/returns fo the
battle when paused

%, @, ® Buttons A, B and C

* Select choices in opfions screens.




3.00 Powering Up

Once you pawer up your Sega CD,
the SEGA and Bignet logos will
appear, followed by the Black Hole
Assault Story screen, Press the Start
tton to see the Title Screen, and
agoin to see the Main Menu, or
wait to see the Black Hole Assault
ry and a demo. To return fo the
Title screen, press any button,

4.00 The Main Menu

The Main Menu is where you select
opfions. Selecting an opfion is done
y placing the cursor on the option
of your choice and pressing any
button. To leave any screen [except
the Configuration screen), position
the cursor on the box on the top left
side of the screen and press any
button to refurn to the Main Menu,
en you want to leave the
r"igu'cricr screen, press the

art Button to return fo the Title
Screen, and again fo see the Main

Menu.

4.10 Pre-Battle Options

The C.A.M. team has the best

e record in the force because

ts soldiers are highly trained, so
you join Operation B.H.A.
ke on the Akirov menace,

t familiarize yourself with
trol Pad. Select the Manual
option from the Main Menu, and

w the Conltrols section. Mext,
you mus! register your nome in the
CAM. computer data bank. Select
the Mame Entry option from the

n Menu and enter your nome
explained under Heading 4.12:
@ Eniry.” Finally, take o look
e Configuration option if you
change the button functions
ust some of the battle

conditions

4.11 Manual: Select this aplion
to see a demo of your Control
Pad's functions, take a lock at the
enemy’s machines, or read the
story of Black Hole Assault. Before
you toke on fhe enemy in

Jperation B.H.A., you should
come familiar with the controls
and opfions you have in the game.
To see any cption place the cursor
ir choice with the D-Button
and press any button fo select ir.
ou must wait until the explanations
the Story and Control oplions to
finish before raturning 1o the
Manual screen. In the Machines
opfion, press the D-Button left or
right to cycle through the C.A.M.
specs. Press any button when
you're through fo return fo the
Manual screen.

Note: The control functions shawn
n the demao are the default settings
of the game.




4.12 Name Entry: The fleet
requires you fo enfer a name before
you enter the battle modes, You
can put up to 16 names in the
memory. Entry is done as follows:
place the cursor on any name or
blank space in the Name Entry
screen that you wish to enter your
name in, press o button, and a
keyboard will appear. Place the
cursor on the character you wish to
select, press o button, and you will
see the character displayed above
the keyboard. When you've
finished, place the cursor on the
Return key (the downward-pointing
arrow with the left turn in it) ond
press a bution. To delete a name,
select the name, open the keyboard
ond press the Return key without
entering any characters

4.13 Configuration: This aption
allows you to change some of the
game’s characteristics. Your oplions
here are as follows:

Rank: You have two choices: Easy
and Normal. The Easy sefting
allows you to practice battling the
Akirovian enemies on the first 3
planets of Operation B.H.A.
Choose the Mormal setting when
you're ready to go all the way
through the 8 levels of Operation
B.H.A.

F.Trap: Each planet and moon has
i's own atmospheric conditions and
terrain, which will affect the
mavement and fighting ability of
your C.AM. Set this oplion to "Of"
if you want to fight in standardized
conditions, or “On” if you prefer
more realistic conditions. For more
about terrain, see Heading 5.00;
“Terrain.”

COMFIGURATION
RANE =semee— HORMAL
F .TRAP OoH .
AHIMATION  OH i
MUSIC - @2 -
SOUND - 29 -
CONTROL.

w I 2p

Animation: There are several
animated sequences in Operation
B.H.A. You can choose fo skip
them by selecting "Of," or leave
them in by selecting “On."

Music: Listen to any of the music
tracks by placing the cursor on the
directional arrows ta the right or left
of the two zeros, then press any
button to advance through the track
numbers. Place the cursor on the
number and press any button o
isten to the music

Sound: This option allows you to
listen to any of the sound effects
ssed in the game, Track selection is
done the some way as in the Music
option,

Control: Chonge the control
function for either Operatar by
placing the cursor on either “1P" or
"2P." and pressing any button until
you find the settings you wish to
use



4.20 Battle Options Z Operator 1 Energy Meter: 5 Time Remaining: This shows

Displays the amount of energy the amaount of time left before the
Now that you've taken a look af the the C.A.M. has remaining. Fleet C.AM.'s |.P.5. (Internal
pre-batfle options, it's time to go on- When this meter reaches the last dead. The
ine. Starting with the Exhibition bar, Special Attacks can't be r will give you @ warning
Made will give you valuable used 10, and when it
perience in C.A M. battle AM.'s
ques, as well as vital 7 Operator 1 Name: The name gency es kick in. In
owledge on the fighting ar the computer type the ration B.H.A. You'll have
strategies of the Akirov warbots, Operator has picked for the 30 seconds of hull power,
When you're ready, advance to CAM, but after that, the Energy meter
Operation B.H A, and meet the will slowly fade. If you haven't
Akirovs in real batle situations 4 Operator 1 S5pecial Attack token out the my warbot by
First, take a look ot the Battle Meter: Use this meter o know that time, your CAM, will be
screan when to use your Special Attack. us scrap metal. In
Once the meter reaches 30.0, L e modes, bath
1 Special Attack Indicator: you can use the Special Aftack. Il slowly fade,
The first time o Speciol Atlack is Keep in mind that it costs one v 3y bar is left
used successhully, a readout energy bar each lime you use chever player makes o
appears, showing the type of the Special Attack. successful hit wins the mateh
weapon or maneuver used in the
attack on the C.AM. Mote: You don't recover energy s Operator 2 Name: The name
ong as you remain crouched, or the computer type the
serator has picked for the
C.AM
3
1
F)
7
& 6
g




* Operator 2 Energy Meter:
Displays the amount of energy
the C.A.M. has remaining
When this meter reaches the last

% Operator 2 Special Attack
Me’er. Use this meter to know

r reaches 30.0
sse the Special Attack
Keep in mind that it costs one
energy bar each time you use
the Special Attack.

4.21 Exhibition Mode: This
ion allows you to practice

ighting the enemy’s warbats, The
Akirovs lost the last wor with earth
ost 40 years ago, ond we were
le to gain vaoluable data on their
A.M. weaponry. Our intelligence
sources have obtained specifica
fions on all of the currently used

Akirov warbots (See Heading 4.11:

“Manual” for enemy specs), which
give us a definite advantage in the
fortheoming battle.

After selecting Exhibition Mode
from the Main Menu, you'll see the
Exhibifion Mode screen. Here are
the ophons you con set

Battle Field: Flace the cursor an
this line, and a blue highlighter will
oppear on the nome of the planet,
maoon or asteroid that was last in
the memary (the default sefting is
Defcon 2). Changing batfle
locations is done by pressing any
tton to see the location choices,
and pressing the D-Button left or
right until you find the location you
want fo fight on. Then, just press
any button to enter the selection.
See Heading 5.00: “Terrain” for
information on planets, moons and
asteroids.

Operator: This option allows you
o test your skills against g
computer-operated C.A.M,, another
player, or watch two computer-
operated C.A.M.s battle while you
toke notes, Operator | uses Cantrol
Pad 1, and Operator 2 uses
Control Pad 2. To change the
Operators from the default settings,
select the one you wish to change
with the cursor, and press o button.
You may now choose between
Player and Computer. If you decide
the C.AM. will be computer-
operated, select Computer



The next screen is the Edit screen.
Choose between the Standard
|default] sefting for the computer’s
mavements, pick one of your
previously customized seftings, or
make a new customized program.
Customizing is an invaluable tool
for honing your skills against the
Akirov warbots. If you wish 1o
customize o program, place the
cursor on the “Edit” box on the top
left of the Edit screen and press a
button. Choose the memory bank o
put the information in by placing
the cursor on one of the “COM-*
boxes, ond press any button. This
opens the Probability Chort.

The Probaobility Chart allows you to
adjust 11 camputer C.AM, attack
ond defense moves. You assign
percentage points to each move to
ncrease the percent chance that
the enemy warbot will make that
move, You have 550 percentage
points to work with, which gives
you on average of 50 points per
mave. Naturally, you'll want fo
assign more or less points fo some
moves to give you a chance to
mprove your own techniques.
Sefting the points to O means the
warbot will never make this move,
no matter what the distance, and
100 percent means every time your
C.A M. reaches the proper
distonce, the pr{)grcmn‘.ed warbot
will make that mave.

fou must also program the distance
that the warbot will make @ move
at. Distonce is essential in making
sure that the pragrommed warbot
can make the meve effectively. For
example, if you set the distance o
00.0 meters, your C.A.M. can get
close encugh to attack too easily. If
you set the distance fo 24.0 mefers
the maximum distance], the warbat
might make the move too offen,
and not be of much value in
practice. Work with various settings
differant worbats to find the best
arring partner.

5E



To set the percentages in the
Probability screen, position the
cursor in the box next fo the
oppropriate move, then press any
butten and drag the meter to the
desired level using the D-Button
Alternately, place the cursor on the
percentage number (the numbers to
the right of the meter], ond press
any buttan, then press the D-Button
left or right until you reach the
desired level. Do this unfil you have
sef all the moves af the level you
want them. Sefting the distance for
each move is done by placing the
cursor on the distance meter [on the
right side of the screen), and
pressing a button, then prassing the
D-Button left ar right until you reach
the desired distance.

Place the cursor on the box at the
top left of the screen, and press o
butten, Now select o seffing with
the cursor and press a button fo
return to the Exhibition screen.

Computer Level: Choose the
computer’s level of agressiveness
by placing the cursor on the
number to the right of *Computer
Level” and prass a button to open
the Sefting window. Than press the
D-Bution left or right to adjust the
setting. The higher the number, the
more agressive your opponent will
be. Press any butten again to close
the Sefting window.

1P/2P: The pictures displayed at
the botiom of the Exhibition screen
are the two default warbots, Place
the cursor on either C.A M., press o
button, ond a red arrow will
appear on either side of the
warbot, To change the C.A.M.
type, press the D-Button left or right
until you find the C.A.M. you want
to use, ff en press any button fo
select the C_AM. For more
information, See Heading 4.11:
“Manual.”

Start: When you're finished setting
up, place the cursor on the “Start”
box on the top right side of the
screen and press any bution o start
your training.

4.22 Operation B,H.A.: The
main mission. You will receive
assignments to defend various
planets and moons, battling the
enemy te win victory and salvation
for Earth. An explanation of the
areas you'll be fighting on can be
found under Heading 5.00:
“Terrain,” and to take a look at the
specs for the enemies you'll be
fighting against, check under
Heading 4.11: “Manual *

The first screen you see in
Operation B.H.A, is o map of the
Sclar System, and a list of the
planets. The area you will fravel to
will appear in flashing letters. Then,
o more defailed map of that planet,
asteroid or moon will appear, and
the field of battle will ba shown in
flashing letters. Finally, a picture of
the batleground itself will appear
ot the top right of the screen, and
the enemy warbot will appear
below that. At the battom left of the
screen, you'll make your choice of
warbots from one of the two B.H.A.
Fleet C.AM.s.




Press the D-Button left or right to see
the fwo C.A.M.s available to you,
and when you hove decided which
one to use, press a button to start
Operation B.H.A. After sach area
leared, a screen will appear,
showing you the time if took to
defeat the enemy. Remember the
stakes and take out the Akirov
warbaots, or you won't have o home
to return to after the war.

4.23 Tournament Mode: Take
on the 50 lar System’s best warriors
s of elimination matches 1o
ine the ultimate champion.

e championship takes place on a
variety of planetoids picked at
random by the computer, After you
lournament F'Om Ihe M(””
Menu, you will see the Tournament
screen. There are 8 spaces for
Operators, but you can also choose
ta have fournaments with only 4 or
6 Operators

Sefting up the tournament is done
as follows: If you already hove a
Tournament set up, place the cursor
on fhe “Load” box at the top of the
screen and press a bution. If you
are starfing a new game, you must
first enter the names of the C.A.M.
Operators underneath "Name,”
You must enter names in as many
spaces as warriors you want lo
have in the Tournament (4, & or 8},

Mext, under the “"Operator”
section, choose whether the C_A M.
will be player- or computer-
operated. Just as in the Exhibition
Made, you can alse choose one of
the 10 custom-designed programs
you've placed in the memory, or
sfick with the standord battle-type
warbot [the type you'll be up
against in Operatian B.H.A.).
Selection is done as in the
Exhibition Made.

se the type of C.AM,
or will be using. The

ally, choo:
h Operat

rou want to rhqr-qe and
a button. A sc reen will

ar, showing the C.A.M.
ently selected. Prass the

n left or right ta cycle
C.AM. choices. When
d the right ene, press any
on to select it. Once you're

d, press the "Start” Box at
ight side of the screan.

A diagram will appear, showing
the names of the competing
Cperators on the right side of the
en, and on top of that, two
dows. The top window shows
the names of the C.A.M s that will
ompeting next, and the bottom
Option windaw, that allows
ither open the Save
low, or close both windows ta
see the diagram. Saving the game
means that even if you turn off the
n continue later on by
e “load” box in the
nament screen.

W

ecting




Game window, and selec

" to save the game, or

> close the window. After
ome, select the

start the competition,
rou decide not to battle, sele
he box with a slash in it to exit the
ment mode

ch battle, you return to the
nt screen, where you will
red line proceeding lo an
the next

e left of that, the

srnoment continues unfil the
ning hwo competilors
meef, and the last battle is fought.

4.24 League Mode: As in the
Tournament mode, 4, & or 8
Operators batle against oll other
ators fo determine their
""r:rfJB n battle prowess and time
n battle, Setting up the

Jpe

s' names is done the same
way as in the Tournament mode.

10

ve picked the nomes of

the Operatars, you will see the

you le

reen, with an option
sployed. Select "Save

en the Save windaw

rent game and
n Il-e: league memary,
select the

button. Mext,
be using

n A lJlIIP

I- er will appear on the top
me of the League chart Move

e name you wish to
sa butfon. A *1" will
e of | the

A M you've selected. Then,
a cursar an the C.A.M.

press a button, ond a

"2 wi I appear next fo yaur

competition,

s name. Place the cursor
on the “Start”

box to start the
if you decide to call

battle, you return to the
een, where you will see
appear in the loser's
opposife the winner’s

cle appear in the
winner's row, below the loser's

e 5C

League standings are
shown on the left of the screen

5.00 Terrain

are 10 Bottlefields in this
Black Hole Assault training
package. The first two, Defcon 2
e in the
mission of Operation

A_ [the easy setting in the
figuration screen), as well as in
bition made and the
smpetitions. The other 8 are used
n the normal sefting of Operation
as well as the Exhibition
mpetition modes. Here is a
ttle about each type of terrain:

Moaon, are us

BHA.,




Defcon 2: There is no atmosphere
to slow you down here, but the
gravity is Earth Normal, so don't
pect any high jump awards.

is solid, and there's na

activity. There aren't any
n the terrain here,

The Moon: At 37 of Earth's

ty, you can make the most of
tweight condition by
aking yourself a moving targel.
0 airly steady, but you'll
wly here.

% Earth

will slow you down

but the real problem here is

ate. Venus' atmosphere is

made up of a violent mix of gases,
nd the surface temperoture is

t 300 degrees Cenfigrade

ng, when it sirikes you, wil

e a loss in your Special Attack

power, so keep a special lookout,

Venus: Venus is 90
al, whicC

Phobos: We don't have the specs
on Phobas’ gravity, but judging by
the size and density, your C.A M.
will be pretry light there. The
satellite is heovily industrialized, so
your C.AM. will have man-made
and an. Don't warry

Mars: Mars is somewhat smaller

than the Earth, thus you'll be fairly
ht on your feet, The real trick

e fooling itself. Mars' fine

This unnamed rock in
System’s Asteraid Belt
Mars and Jupiter] is small
and not very dense. You will be
virtually weightless, and should be
able to jump quite for. A light touch
sential in not overshaating your

et

Leda: The 9th moan of the Gos
Giant Jupiter, this small body has o
low gravity. You should have
ear view of the planet Jupiter

1 where you are (but keep your
1d on the mission|. The footing is
salid, and no voleanic activity has
been reported

2 This moon is pretty close fo

r, thus it's rather unstable
Volcanic activity is evident, which
will probably give you some

I's a rather dense maon,
50 we guess the gravily to be
vely high.

frouble.

Rhea: The 13th satellite of Saturn,
avy moon fravels on a line

Saturn’s rings
fast, so you may very well see

Its rotation i

Saturn rise before you see your
oppenent fall, Foofing is solid, and

v shauld be close to Earth

1"



Titan: From Titan, Rhea should be
visible as a moon of Saturn,
Gravity is relatively low, but not as
light as Phobos. There seem to be
buildings of some kind there, so the
footing should be solid.

6.00 Baftle Outcomes

In Operation B.H.A., when your
C.A M. is overpowered by the
enemy, a window will appear,
asking if you wish 1o continue. If
you want to try again, press a
buttan, and you will start the battle
from the same planet, moon or
asteroid you were previously on. If
you decide that more fraining is in
order, select no, and you will return
to the Bignet Logo.
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7.00 C.A.M. Operator
Briefing Excerpts

7.01: "The cusfomizing program it
the Exhibition mode is one of the
most valuable ways of training for
real C.AM. combat. Set up one
warbot as o practice dummy fo
determine the opfimum striking
distance, ancther that just kicks for
defense practice, etc, Try as many
customized programs as you want
to get a feel for your C.AM,"

7.02: “Take special nole of the
terrains on the planets, moons and
asteroids. Each battlefield has
different conditions, thus you will
use different attack ond defense
techniques fo beat the Akiravs.
Keep in mind that they will be
sending the C.A.M, which is best-
suited for that ferrain.”

7.03: "B.H.A. Files an the Akirav
warbots should be locked at
carefully. The weight of the warbot
will determine how far and high it
can jump, a real danger in low-
gravity conditions, You should also
pay aftention lo the type of Special
Attack each C.A.M. can make. If
the warbots Special Attack is a
ground move, you can plan to
defend yourself by jumping, and
viceversa. Also make note of the
length of the enemy’s arms and
legs, to have on idea about what a
safe distance from it is.”



