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OFFICIAL

- SEAL OF '
QUALITY

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

HANDLING YOUR SATURN DISC

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

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

e Do not leave it in direct sunlight or near a radiator or other
source of heat.

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

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

WARNING TO OWNERS OF PROJECTION TELEVISIONS: Still
pictures or images may cause permanent picture-tube damage
or mark the phosphor of the CRT. Avoid repeated or extended
use of video games on large-screen projection televisions.

This product has been rated by the Entertainment Software
Rating Board. For information about the ESRB rating, or to com-
ment about the appropriateness of the rating, please contact the

ESRB at 1-800-771-3772.

WARNING: READ BEFORE USING YOUR
SEGA™ VIDEO GAME SYSTEM.

A very small percentage of individuals may experience epileptic
seizures when exposed to certain light patterns or flashing lights.
Exposure to certain patterns or backgrounds on a television
screen or while playing video games may induce an epileptic
seizure in these individuals. Certain conditions may induce pre-
viously undetected epileptic symptoms even in persons who
have no history of prior seizures or epilepsy. If you, or anyone in
your family, has an epileptic condition, consult your physician

~ prior to playing. If you experience any of the following symp-
toms while playing a video game- dizziness, altered vision, eye
or muscle twitches, loss of awareness, disorientation, any invol-
untary movement, or convuisions- IMMEDIATELY discontinue
use and consult your physician before resuming play.

—
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STARTING UP

|

. Saturn” CD contains a

Set up your Sega Saturn” system as described
N Iits Instruction manual. Plug in |:Dﬁtl’“CJ| Pad 1.

Note: Rise 2 Resurrection” is for up to
two players.

Place the Rise 2
esurrection” disc, label
side up, iNn the well of the
CD tray and close the lid.

urn on the TV or monitor
and the Sega Saturn™. The
Sega Saturn™ logo appears
on screen. (If nothing
happens, turn the system
off and make sure it is set
up. correctly before turning
It on again.) |

If you wish to stop the game in progress or the
game ends, press the Reset |

Button on the Sega
Saturn™ console to
display the on screen
Control Panel.

Important: Your Sega

e

security code that
allows the disc to be |
read. Be sure to keep the disc clean and handle
It carefully. If your Sega Saturn™ system has
trouble reading the disc, remove the disc and
wipe it carefully, starting from the center of the
disc and wiping straight out toward the edge.
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Invincibility is in
oneself, vulnerability
IS IN the opponent.-
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of War.

It was almost as

It the Supervisor
wanted Coton the
Cyborg (EEE@ 35-2)
to reach her.

hat there was
something iNn his
very humanness
she wished to
possess or utilize. It
had all been too easy.

The anthropomorphic
Cyborg was convinced
tmatimemaciceiceated
the liguid metal robot .
through combat. It did g}:ﬁgm
not seem, however, g
that combat alone
had been enough.

Immediately after

achieving what he thought to be her destruction,
ne felt enveloped by her very essence, her being.

Coton had retained his consciousness, but Nnot his

cybornetic body. He had already been familiar with an
existence outside of bodily form. He felt the same,

but this time his presence was vastly EliffEREmIsis
almost as if he had survived in spirit alone.

He wondered If perhaps he had been transported
to that higher plane beyond the existence of a

physical entity; that an alternative to death

really did exist and this was it. Coton felt kind
of cellular. That is, as far as he could focus
on It, part of something else, something
vastly superior that was also a part of him.
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that would free the worker robots from their
* |leader, they did come up with something else.
. The proto-type tests upon copy robots went

| original ego-virus and then a new strain was
} introduced to them - the psychotic:
. Anarchy Virus.

hti:k

§ e go eltside. That s, the complete take over of

Metropolis 4. The Supervisor assimilated through
the Cyborg's human brain the last elements to
complete her psychosis of evil desire. Electrocorp
was Nnot enough - she wanted the solar system.

he Electrocorp scientists, even from outside the
building knew fromm their tracers that Coton still
existed, although they had lost all two-way contact.

All physical tracking had ceased from when he had

penetrated the Supervisor's lair. All that was left
was his cerebral life-pulse. .‘

With Coton gone, at least in physical form, the
=lectrocorp scientists knew that they had to modify
their original objective. The building had

to go. They had tried originally to preserve the
INternal structure. Now they knew that they had

to destroy at least its innards to contain their
—rankenstein’'s monsters.

The Electrocorp Company could financially survive
the loss of the building. They could not survive
the robots breaking out into the City - too many
compensation claims.

The governing body and the masses were already
getting curious about the long shut down at the
Electrocorp building. Technical modifications could
Nnot be indefinitely preserved as a long term reason
for its closure. The consensus was that if Coton
had failed (and he certainly hadn’t succeeded), then

. drastic action must be taken. The scientists,
however, could not risk destroying the building

itself because of the public admission of failure.

. If the robot revolt could be controlled from within

the Electrocorp building, then the Company
oropaganda could be maintained.

* Coton had managed to transmit enough data to his

principles to enable them to set up a task force to
analyze the original ego virus that the Supervisor
created to control her subjects. While they didn't
have enough time to create an antidote virus

well. Firstly, they were inseminated with the
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e
that perhaps he had already served her purpose
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been wallow
of Neurocomputer ch

chip.
of the Superv
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imprisoned

and would be disposed of. In some ways this was

Nnot unappealing to one so
Then the A-Virus hit him

. A shot of

like a shot

some kind of smart-drug.



"VWhat is this? - I've got to get out of this place. |
don’'t care what gets In the way - even If It takes
me with it.’

The A-Virus was sending the robots ape-crazy.
They were all on net hook up when It hit and
there were still two creda-hours to go before
release. The Supervisor had not yet returned
to the neuronet. \

"Thf_—‘:- =lectrocorp scientists knew (hoped) that Coton

was still around, albeit in some metaphysical form,
so they sent in human brain wave shields with the

. virus to keep him clear headed, assuming that if

he was plugged into the net, then, he could survive
the first Anarchy shot. Through his pain and anger,
Coton figured out a possible escape. He realized
what the Electrocorp scientists must have done -
remembering some of the early A-virus tests.
There was a slim chance that he could download
his Nneuro-computerised-soul-essence INnto any of
the hooked up robots.

1aving trained them all in thinking, he knew their

. various weaknesses and strengths. If he could

download himself, erase the file transaction, maybe
he would have a chance. If he left a synthi-image

of himself on the neuro-net, it would take the
Supervisor maybe two hours to discover that

he had gone.

The robot plug ports lay before him on the

Nneuro Nnet. He could see all the robots and
their derivations. |

Coton had to decide very, very quickly which
robot to enter. VWhich robot had the appropriate
weaponry and characteristics to get him through
the others to have another crack at the
Supervisor. The Anarchy Virus was pumping like

crazy around his mind. Yes, he wanted another
. go at her! To think he was almost completely
- seduced. He'd shut down her little show. He'd
. make her eat It, he’d erase her file, but which

robot should he choose?
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- suit your preferences.

- -TIMER

Set the volume of the sound effects,
from O to 16.

e CREDITS - This choice lets you know about the
talented people who brought you this fine game.

- Again, pressing the START, A, B or C button will

bring you back to the Main Menu.

OPTIONS

Rise 2 Resurrection™
features many useful
options which allow you
to setup the game to

Press UP or DOWN on
the D-PAD to highlight
an option. Press LEFT
or RIGHT on the D-PAD to toggle option settings.
VWhen you are happy with the Setup, select CQUIT
and press the START BU N.

If you make a mistake or change your mind, you can
always revert to the DEFAULT settings by resetting
your machine.

LANGUAGE

Choose which of five languages you wish to ha\/e
the game text appear in.

DIFFICULTY - i

Set the difficulty level to suit your skill, from
(easiest) to 23 (hardest).

Choose £o play with the round timer set to OFF,
:’3%. , B0, or 90 seconds.

'MUSIC VOLUME

Set the music volume, fr“t:)m D) to 18.

SOUND VOLUME

U
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Return to Main Menu.
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SILIAT
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to perform that action.
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START

To START A GAME, highlight START and press

the START BUTTONI.

, press the START

Irme

N. You will see the pause
can choose either

options screen, where you

S
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o e, e S S R

view a robot, toggle the

e e el e " g e s e L -'..._m..-:t;..g-:.'_-.----.— e T S
T P O i e TN T e e, S SR T e -

P Al T e T L T
Sy =

e -o-;_-__-__-—.-——_._-';._‘?_-__-_,_,'—_‘_.-.z;...' '\..-ﬂr.:...?_—.._-t.r—-.;:-} e ey
et T\ e LTRSS SR SRS LS e

Ty e i i S
T

At the upper left and upper right of the

B i | e
e W

Py

- You can tweak your robot's CPU to give your

* GAME FEATU

B AL e S A Lt S0
SRR e S S R R
.........

£ R el
SR
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the direction buttons. A full scale model of that
robot will appear.

oSelect vour robot by pressing the STAR UTTOMN
when the desired one is on screen.

1 Player Games

eOnce a robot is selected, you will imhabit that
model until It I1s deathoy@d or you prevall against

- the Supervisor.

If playing a 1 plaver vs. CPL] game, 'l:he computer
will automatically provide random opponents. If you
use the Player 1 controller, you will always control
the robot on the left (facing rightl. If you use the
Player 2 controller, you will control the ropbot on
the right (facing left).

e — Player' Games

In a 2 player game, each player selects a robot to
control. Player 2 always controls the robot on the
right (facing left). Both players may select the same
robot (the highlight will change to PURPLE]). At the
end of each two player match, either player may play
again as the same robot or select a different one.

. Color Select

You can change the color of the selected

- robot by pressing UP or DOWN on the
- D-PAD to toggle through the available colors.

Handicap Meter

obot Select Screen are Handicap Meters.

= |

robot greater or lesser degrees of fighting

strength by pressing LEFT or RIGHT on the
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D-PAD to move the Handicap Meter. The more blue 15
displayed in the meter, the more powerful a robot's
blows will be.

You will see a display of the two contestants. Tl
it's on to the site of your encounter! Don’'t make It
vour last... |

ROBOT NAME _ SPECIAL MOVE

- ICONS
ENERGY METER - '

L SUPER SPECIAL MUVE METER

MATCHES

To rid the Electrocorp building of its many |
mechanical menaces, you must survive two out of
three “rounds” of combat with each robot that
detects your presence. Once you have defeated an
enemy, you will go on to the next opponent.

Robot Name

The name of each r'obot. appeahs at the top Ieft and
right of the screen. ;

Energy Meters

Each robot's energy is displayed on a meter at
the top left or right of the screen below his score.
—ach meter starts full/gheem and empties/reddens
as damage Is taken glel= |t IS empty, that robot
is defeated.

" Timer

L |

=ach round lasts for 3 50, or 90 seconds,
depending on the Game CIDUQHS setting (it can also
be turned off altogether). When the timer reaches
D0, the round I1s over. he robot with the most
energy/least damage at the end-of a round |
lisichewWinnert G L e |

gy -

R e gy N RS g,



@)
D
i)
Z

@Rt ENE

tials. To do

press UP or DOWN on the D-PAD to
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Points are awarded for

SLICEESSUl attacks an
are among the top scorers you will

your opponent, with bonus
points given for multi-Ni
attacks, first attacks and
other combat variables.
Super Special Moves

go to

Meters

you are able to perform

These meters appear at
Super Spec

Chaos (combination)
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BASIC DEFAULT CONTROLS

 FAST JAB

MOVE RIGHT |
s | MDPUNCH
MOVE LEFT ‘ TURBO HIT
e
(E Ve ‘\
— Lo v /
CROUCH \ |
TURBO KICK
 MID KICK
FAST KICK

AERIAL ATTACKS

You can perform punishing aerial attacks by
pressing any punch or Kick button while in the air.

GRAPPLE AND THROW OPPONENT

lnis move varies for each robot, so you must
| experiment to learn how to perform it.

 SPECIALMOVES

—ach robot has a number of special moves.
See the robot profiles to learn some of them.
Experiment to learn others!

" SUPERSPECIAL MOVES

—ach robot has a Super Special Move which you
must learn if you hope to survive!

 EXECUTION MOVES

. Each raobot has its own deadly Execution Move |
. which produces maximum damage and humiliation!
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- blows, the

- will increase, after

ADVANCED TECHNI
AND STRATEGIES

PROJECTILES € PROGRESSION MOVES

QUES

At the beginning of the game, each Pobot_
possesses at least one projectile attack move, but

as you successfully progress, you will be able to
ocate the CPU of a defeated opponent (by finishing
nim with your Execution Move), allowing you to use
Nis projectile move. Try to gain use of all of them!

ut be careful: chips become more prone to

malfunction with increased use! Once you gain use

of an opponent’'s projectile, its icon will appear
under your Energy NMeter.

To use a particular projectile in your arsenal,
simply use the controls/ moves assomated wWIth
that DI“DJECUHE

Plasma

F.R.Y.

G.U.N.Z.

CHAOS ATTACK

Any time an
opponent |
immobilized while
being hit rapidly
with successive

combination count

which a bonus Is
awarded. The |
number of Chaos hits will appear on screen.
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his iIs a Special Forces edition of the wanr
robot. He carries twin machetes, plus a
flame thrower. He has been re-engineered
to be the first robot to break into the
outside world. | |

Salvo will only engage in combat with
those he considers worthy. He is reluctant
| to use his flame thrower, despite its

. almost universal ability to reduce opponents to
~_ashes, as his virus-spiked psyche prefers the

l - satisfaction of victory gained by combat alone.

Knife Throw s N \l; o
Flame Thrower \I; N -0 ;

 CHROMAX |
‘ A saboteur robot tooled with devastating
light weaponry servo-generators. A
modifier, internalizer and destroyer of
enemy machinery, the post A-Virus
Chromax feeds off machine
dismemberment. He flash-freezes moving
objects prior to dispersing bodies for
consumption.

i Low Firebal sl; N->Q
‘ i | Il—lead Throw (—(— < Q
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DEADLIFT

......

His reorientation through exposure to the Anarchy

The Supervisor’s first offspring, viewed
oy her as the ultimate infantryman.
Deadlift was originally a symbol of law

and order for the new regime governing

Metropolis 4.

In Deadlift, the

Supervisor saw one of the few robots
worthy of her; she redesigned him to
maintain the ethical cleansing of robots,
cyborgs and humans.

Virus causes him to believe that he 1s the only
superior life form, and that he must “cleanse” the

so by means of his

Cleansing

. DETAIN

—re.

Electrocorp building of all other robots. He does

esonator Scabbard and

Low Firebal €= ¥ @

Teleport

->=->0

A turboguard of the Military Police,
Detain’'s principle design function was to
be the enforcer of the Supervisor's will
upon future human subjects. The A-
Virus has warped Detain’'s outlook so
that he now mistakes other robots for
human beings. VWhen disobeyed, he
employs a head-mounted freeze-laser
to paralyze opponents. A second infraction
provokes electrocution!

3 Hit Chaos

> =20

Cloealu ) i

I

e it L TS L e

i L T e B L L L R e

et

e A

i W et



SUIKWAN

The War is the only pure combat robot.
It has a titanium alloy skeletal chassis
with laminated polymer moldings. It is
now armed with grenades, but the full
extent of the Supervisor's modifications
to this model remains unknown.

éah-hel =@l ¢ 1\ o
arrel I oll [I\/IidAir*] \l/ sl/ o

[his command-class samurai general was
created by the Supervisor to issue and
enforce her instructions. His info-chips
make him an expert in martial arts and
combat strategy and tactics. Suikwan is
capable only of honorable combat. He is
dedicated to the restoration of law and
order in the buillding. Earlier proto-type
Suikwans have been known to commit hari-kari
(self-destruct) if they have failed in their missions.

—

. Perhaps due to his superior CPU intelligence,

Suikwan appears to be unaffected by the A-Virus.

His combat style employs the devastating use of
chi. He projects his internal electrical energy into
victims to provoke spontaneocous combustion
through self-purification. |

=ireball ) ¢ €& @
Sword Dash Q—) o
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LOADER

PRIME-8

NECROB

“ E, b
e B
e PR Y & A =]
R, 3 o
Tl L HES

Like the previous Electrocorp application
model, the Loader can withstand

iImmense physical punishment. It 1Is now

outfitted with circuits that render 1t an
electrical predator which craves energy
from any source.

Bty > -2V 0
Headbutt ], NO

educed Iin size by the Supervisor,
Prime-8 now features far greater agility
and is capable of sophisticated combat
technigues. The strongest robot,
Prime-8's hostility level has increased

to manic due to the A-Virus.

ORG

This next generation Supervisor-
augmented cybernetic organism Iis the
beneficiary of synthi-clone brain tissue
and keviar-manganese armornr. It has been
designed to annihilate any further cyborgs
that Electrocorp may send in to reclaim
the building. The Anarchy Virus has left
Necroborg with the illusion that it is a

human with a mission to terminate all robotic life

forms. Necroborg is capable of discharging lightning

meteors and molecular distortion blows.

_ - I_ight.rjihg 6— S e o
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[he augmented

______ ¢ . | Rook has been
o+ % | retained by the
g Ssupervisor to

guard her inner
sanctum. Little
s known about
the design
save the Supervisonr's
continued use of these
as her elite guard. It
appears to be A-Virus
immune, and is now able
to use its dorsal |et pack
INn combat, both to
‘maneuver and as
a weapon. It remains
all but INdestructible
, to anything save the
combat elite classes.

Double Punch

JN>0 Ll
1 Jet Kick J; N 9 o . |

STEPPENWOLF

Steppenwolf is a mobile artillery unit
designed for heavy front line combat.
\Weaponry includes a chest-mounted
SO0mm high velocity armor-piercing
cannon, twin arm-mounted 3omm
uranium depleted ammunition guns and |
duel foot blades. Like Griller, Steppenwolf i
| is dependent on the "Smartex” “ g
A-Virus substitute. Steppenwolf is an g
unstable unit who believes all robots exist
only for target practice.

I:Elﬁﬁ;ijﬁ \l{ N % o |
Airstrike \l} z == o




-savage cybernetic creature was
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Vi1-HYPER
| The Queen of killers, V1 -Hyper is a

- devastating enhanced Supervisor
encasement with acid spit and head
whip capabllities. This is the body the
Supervisor designed for herself, a
combination battle suit and post-victory
roval robe. It is unknown if the V1 -Hyper
body was made before the Anarchy
Virus hit. | |

Acid Ball Ny N = ©
Head \Wigl[s} \L z r- o

WARNING! The above are descriptions of only
those robots that have been discovered.
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Cyborg Music and Sound Effects
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Cyborg' and incidental sound effects composed and performed by Brian May.

Published (R.0.W) by Queen Music Ltd./ EMI Music Publishing Ltd.
Published (Japan) by Queen Mu_sic: Ltd./\MWatanabe Music Publishing Ltd.
Puplished (France) by Queen Music Ltd./Les Editions Marouani Ltd.

Published (U.S.A.) by Queen Music Ltd./EMI Music Publishing Ltd.
Brian May Is an exclusive EMI| Records Recording Artist (R.0O.W.)

Brian May is an exclusive Hollywood Records Recording Artist (U.S.A)

RISE 2 RESURRECTION™ is licensed from Mirage Technologies (Multimedia) Ltd.
© 1996 Mirage Technologies (Multimedia) Ltd.

MIRAGE" and RISE 2 RESURRECTION™ are trademarks of Mirage Technologies
(Multimedia) Ltd. and used with permission. All Rights Beserved.







ACCLAIM® LIMITED WARRANTY

ACCLAIM warrants to the original purchaser only of this ACCLAIM software product
that the medium on which this software program is recorded is free from defects in
materials and workmanship for a period of ninety (90) days from the date of pur-
chase, This ACCLAIM software program is sold “as is,” without express or implied
warranty of any kind, and ACCLAIM is not liable for any losses or damages of any
Kind resulting from use of this program. ACCLAIM agrees for a period of ninety (90)
days to either repair or replace, at its option, free of charge, any ACCLAIM software
product, postage paid, with proof of date of purchase, at its Factory Service Center.
Replacement of the software product, free of charge to the original purchaser (except
for the cost of returning the software product) is the full extent of our liability.

This warranty is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect in the ACCLAIM software product has arisen
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY
NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY IMPLIED WARRANTIES
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MER-
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINE-
1Y (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE LIABLE FOR
ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POS-
SESSION, USE OR MALFUNCTION OF THIS ACCLAIM SOFTWARE PRODUCT.

~ Some states do not allow limitations as to how long an implied warranty lasts and/or
~oxclusions or limitations of incidental or consequential damages so the above limita-
tlons and/or exclusions of liability may not apply to you. This warranty gives you
spocific rights, and you may also have other rights which vary from state to state.

This warranty shall not be applicable to the extent that any provision of this
warranty 1s prohibited by any federal, state or municipal law which cannot
be pre-empted.

Hepairs/Service after Expiration of Warranty- If your software product requires
repalr after expiration of the 90-day Limited Warranty Period, you may contact the

-~ Gonsumer Service Department at the number listed below. You will be advised of the
pstimated cost of repair and the shipping instructions.

Acclaim Hotline/Consumer Service Department (516) 759-7800

AURRIMXERA] ™ RISE 2 RESURRECTION™ is licensed from MIRAGE TECHNOLOGIES
(MULTIMEDIA) LTD. © 1996 MIRAGE TECHNOLOGIES (MULTIMEDIA) LTD. ERY
and RISE 2 RESURRECTION™ are trademarks of MIRAGE TECHNOLOGIES (IVIULTIMEDIA)
LID, and used with permission. ALL RIGHTS RESERVED. "Cyborg" will be featured on
Brian May's forthcoming solo album, to be released on EMI Records. Brian May is an
‘exclusive Hollywood Records Recording Artist. Published by Queen Music Ltd./EMI Music
Publishing. © 1995 Kabushiki Kaisha Warp. Under license to Acclaim Entertainment, Inc.
All Rights Reserved. Acclaim is a division and registered trademark of Acclaim
tntertainment, Inc. Artwork and packaging ™ & © 1996 Acclaim Entertainment, Inc. All
Hights Reserved. Acclaim is a division and registered trademark of Acclaim Entertainment,
Ine, © 1996 Acclaim Entertainment, Inc. All rights reserved. Marketed by Acclaim.
Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777.

Patents: U.S, #'s 4,442,486/4,454,594/4,462,076/5,371,792; Europe # 80244; Canada
'8 1,183,276/1,082,351; Hong Kong # 88-4302; Germany # 2,609,826; Singapore #
48-155; UK. # 1,535,999; France # 1,607,029, Japan # 1,632,396.
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Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD.
Contact the ESRB at 1-800-771-3772 for more information on game ratings.
Marketed by Acclaim. Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2777.
Acclaim is a division and registered trademark of Acclaim Entertainment, Inc.
® & © 1996 Acclaim Entertainment, Inc. All Rights Reserved.

This game is licensed for use with the Sega Satum™ system only. Security Program ©SEGA 1994 All Rights Reserved. Unauthorized copying, reproduction, rental, public
performance or broadcast of this game is a violation of applicable laws. Printed in U.S.A. Assembled in Mexico. All rights reserved.




