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Getting Started

All information needed to load Speedball 2 Brutal Deluxe on your
system is fully explained in the enclosed Quick Start Card.

R .“-F.-T.'ﬁ'.é.:?:‘? s .;.g.:'.-.r



SPEENBALL

) L

Welcome to the year 2100...

And to the only game in town: Speedball 2. The original game—
which evolved from a barbaric street fracas—was phased out five years
ago in 2095 due to widespread corruption. Now, with the creation of the
Speedball Players’ Association and the newly formed 16-team World
opeedball League, Speedball 2 preserves the outrageous violence of the
original game—the supreme factor of its universal appeal—in a radical

22nd-century arena setting where you can snap up extra points and power-
charged weaponry.

Your team, Brutal Deluxe, is the League’s doormat—sitting at the
pottom of the League’s Division 2. But now, you're in charge—and the
team’s future rests in your hands...
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Game Options

Following the title screens, you'll see the Select Game Screen, which
lets you choose either a one-player game, a two-player game, a computer-
controlled demo game, or replay saved goals.

One Player Games

SELECT One-Player Game, and you have these choices:

e Knockout: A series of exhibition games. You'll get to keep
playing tougher and tougher teams until you lose

e | pague:  Takes you into a 14-game season. You will then need
to choose between New Game to start a new season
or Load to resume a League already under way.

® Lup: A single-elimination tournament of the 16 teams in
the World Speedball League.

e Practice: Yourteam, Brutal Deluxe, takes the field all alone so
you can practice your moves.

Two-Player Game

In a two-player game, two equally matched teams will be pitted
against each other in an exnibition game, with each player controlling his
or her own team. After selecting two player mode, you will have a choice
of selecting One Match, Best of Three, or Best of Five.

Demo Game

In a Demo Game you can watch the computer conttrol the action and
pick up tips from some of the hotter teams in the League.




Before you hit the field, you’ll see the Next Fixture Screen, which is
2

This choice allows you to view a “highlight reel” of your goals. You
your scouting report of the upcoming match.

will be asked to insert the Save Disk where you have saved your League
and goals. Hardisk users will be able to Save/Retreive from hardisk by

selecting the button when prompted to insert the Save Disk.

Replay Goals
Scouting Report
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Total games played

el
Q.

Total games won

0

Total draws or tied games

DR

Total games lost

LO




Total Team Points awarded. Team Points are
different from Game Points, which are scored on
the playfield during a game. Team Points are

awarded as follows:

— 10 Team Points for each win
— 5 Team Points for each draw

— 1 Team Point for each 10 Game Points
VOU SCOre

o LEAGUE

PLACING:  Current ranking in your division—for
League Play only

Total Team Points awarded

Total Team Points awarded to opponents
Cumulative rating of the team’s defenders
Cumulative rating of the team's midfielders

Cumulative rating of the team’s forwards

SUBSTITUTE: Cumulative rating of the team’s substitute
players




s o S e —
The Manager Screen

o Active Player Window
o Player Attribute Ratings

e Starting Lineup
o Available Credits
o Control Panel

Active Player Window

The Active Player Window shows the player whose Player Attribute
Ratings are currently shown. It also shows the player chosen to be
substituted or traded. Through the Control Panel, the Active Player can be
traded or substituted for the highlighted player in the Starting Lineup.

The UP and DOWN Direction Arrows on the Control Panel allow you
to scroll through all 12 players on your team-—as well as any players
available for trade.




Player Attribute Ratings

Each of your players is rated in the following categories:

e AGR: Aggression determines whether a player will attack or
avoid opponents in his area

o ATT: Attack determines how successful your player is in
taking the Speedball away from an opponent

e DEF: Defense determines how hard it is for an opponent to
take the Speedball away from your player

e SPD: Speed determines your player’s speed as well as sliding

and jumping distance

r player can throw

e THR: Throwing shows how far yoL

o STA: Stamina determines how we
against tackles

e |NT:

ball and player positions

Starting Lineup

| your player holds up

Intelligence controls player vision and reaction time to

The Starting Lineup shows you all nine starters and their positions.

The highlighted player in this window indicates the player that will be
pulled out of the Starting Lineup during a trade or substitution.

Available Credits

The total Credits with which you can buy new players—or upgrade

existing p

ayers in the Gym Screen—are listed |

a new gar

n the Bank. When starting

ne, you will automatically be given Credits. Starting game Credits

for Knockout and League are 1100, while Cup games begin at 2000.




The Control Panel

You'll need to use the Control Panel in both the Manager Screen and
the upcoming Gym Screen.

These are the Control Panel Buttons:

DIRECTION ARROWS

The UP and DOWN Direction Arrows let you scroll through all 12
players on your team and any players available for trades in the
Active Player Window.

SUB

The Substitute Button will replace the player who’s highlighted in
the Starting Lineup with the player currently in the Active Player
Window.

ESC
The Escape Button moves you directly onto the playfield for the
next match.

FIX

The Fixture Button takes you to the Fixture Screen.

GYM

The Gym Button takes you to the Gym Screen, described in the
next section of this manual

SAV

After completing four matches, you have the opportunity to Save
updated stats and standings or to view goals at a later date
through the Replay Goal option. You will be asked to insert your
Save Disk into the drive.

TRA

In League or Cup play, the Transfer Button will light up if there
are any players available for trade—this will happen randomly as
you play through the game. SELECT this Button, when lit, to
move to the Transfer Screen.




At the Transfe
for transfer in
own players L

Bank—the pr

r Screen, you can scroll through players available
the Active Player Window—as you did with your
sing the Control Panel Direction Arrows. Players
available for trade require you to pay out Credits from your

ce for each player is listed below the player's name.

To transfer a player from the Active Player Window Into your
roster—only if you have enough Credits from your Bank—
Highlight the player in your Starting Lineup you want to trade and
then SELECT the BUY button on the Control Panel.

After all transfers are complete, SELECT the ESC Button to return
to the Manager Screen.

TAB

The Table Button takes you to the current standings in your
division during League or Cup Play.

STA

The Statistics
game played.

Button will take you to a statistical recap of the last




1
.
N = ©
QGWU
n...r..u..._l_m
,_nﬁ.._._..._ﬂag
Swma
e
22 5
ﬂurIEHUJ
= o & 8
a._m,m.p
_ 25 =
S 235
W =533 >
QW 55283 B
- e}
QO 5£5¢ =
| G s — -
S O = O O o =
=0 =2 5 5 =
yEQC.ﬂ = 5
= = 0O
a -+ —
& £537 3
. L o B
Dm1n. ._W. m
Q 235355 2 2
= o “° L & LL]
= — O T w
gﬂ.uﬂ.u:..,lu_“
e EEB
_u.uﬁquh
— 'S
S . s i
© & O O =
Ecs= 5 ©
O = O ¢n
ytser
N =S >0 2
=P=R-W-
V...nl\m..ahnul
e — O w5
O o o O©



Active Player/Group Window

The Active Player/Group Window shows you who on your team IS
currently selected for attribute upgrades. You will see a player picture 1o
represent an individual player, or you may see any of the following items
to represent specific groups of players on your team. For example:

T: For the entire team

DEF: For all your Defenders
MID:  Forall your Midfielders
ATT: For all your Forwards
SUB:  For all your Substitutes

Active Player/Groups are chosen through the Control Panel.

Team Ratings

Team Ratings show your cumulative team ratings in all eight
attribute categories.

Equipment Window

The Equipment Window shows the current piece of equipment slated
for purchase and the number of Gredits required to purchase the equip-
ment for the player or group shown in the Active Player/Group Window.

There are eight pieces of equipment available for purchase—each
tied directly to one of the eight player attributes. Items in the Equipment
Window are changed by using the Attribute Buttons.

Attribute Buttons

SELECT the Attribute Button of the attribute you want to upgrade to
bring the piece of equipment into the Equipment Window. You'll also see
the number of Credits required to purchase this piece of equipment.




SELECT the same Attribute Button a second time to purchase the item
shown in the Equipment Window for the Player or Group in the Active
Player/Group Window.

The Gontrol Panel

These are your Control Panel Buttons at the Gym Screen:

DIRECTION ARROWS

UP and DOWN wark as they did in the Manager Screen to scroll
through players or groups to be upgraded in the Active Player/
Group Window.

BUY

Operates the same as hitting one of the Attribute Buttons twice:
It purchases the item shown in the Equipment Window for the
Player or Group shown in the Active Player/Group Window.

ESC
Returns you to the Manager Screen when you are done in the
Gym.

FIX
Takes you to the Fixture Screen.

ALL

Lets you purchase all eight pieces of equipment for the Player or
Group shown in the Active Player/Group Window

| BUTTON

The Individual Upgrade Button allows you to upgrade the
attributes of any individual on your team. SELECT this button to
scroll through the players on your team in the Active Player/
Group Window—as you did in the Manager Screen—until the
player you wish to upgrade is shown.




G BUTTON

The Group Upgrade Button will activate the Group Icons in the
Active Player/Group Window. As just described, scroll through
the groups until you find the one you want upgraded.

TBUTTON

The Team Upgrade Button will activate the Team Icon in the

Upgrade Selection Window—you’ll be set to upgrade the entire
team.

Upgrading Cost

To upgrade group, team, or individual players, move the joystick
right until you reach the Attribute Buttons. Highlight the attribute
you want to upgrade and press the Fire Button. This will select
the attribute you want to upgrade and automatically reduce your
bank credits. The cost of each attribute is shown below:

The Cost:
AGR -
DEF ~

THE -
STA —




itting The Playfield

Speedball 2 is played in two halves lasting 90 seconds each. Teams

=
S
o
— W
S S
i O3
=
= O
= O O
eog
j SN
3= 53 e
— e
@ s ©
— w2
mm.ah.
E.ﬂ.ﬂ_
o= ©
= O o
ﬂ%_.m
gs g
Wﬂﬂnﬂu
Ay =
BKe590
..Mﬂ.ﬁﬂ.
S E 5 o
- 85
—_— =3
Soc 2
T =
ﬁmm.wm
ST e c
— | 2%
< N
o 2= e
rl_II.
Ee & B
o e £
— D B q
e Ealia=
Rl o
O 5 =
._n_lu.vlrln.u
on 2= s
- & E S
= @ T
U.E.a..
ahrvr.
— ) 0
ana
N = T D

—

s

)

i
4
.

ety

i )

e SR
e, L]

ield

e
>

e

am

o Time Remaining In the Half




Controlling Your Players

On the playfield, you’ll see a blue arc above the head of the player
who is closest to the ball—this is your Active Player. When your Active
Player has possession of the Speedball, a letter will appear above his head
to indicate his position: G for Goalie, D for Defender, M for Midfie der, W
for Wing and F for Forward. Control Active Player movements by moving
the Joystick in any of eight directions. |

dcoring Points

There are any number of ways to score in Speedball 2. The most
obvious is scoring a goal. Each goal you score is worth 10 points.

In addition, there are numerous other ways to rack up points:

Stars

You can light the Stars by hitting them with the
\"Z Speedball. You get two points for each Star you
light. Light them all and you’ll get 10 bonus points
on top of the 10 you get for lighting them individu-
ally. Your opponent can hit Stars you've turned on,
and turn them back off. When your opponent turns
them off, points you were given for them will be
faken away from your score.

Bounce Dome

There are two Bounce Domes on the field. You'll
get twa paints each time you hit one with the
Speedball.




The Score Multiplier Ramp

By rolling the Speedball up the Score Multiplier
Ramp—in either direction—you’ll activate the Score
Multiplier, which will give you a bonus point every

time you score.

The first time you roll the ball up the Ramp, one
blue light will show on top of the Ramp. With one

light on, all of your scoring will be increased by 30

noints rather than 10.

vercent. In other words, a goal will be worth 15

f you roll the ball up the ramp a second time, a

second blue light will come on and all of your
scores will be worth double t

Goals are worth 20, a

Nd SO 0

neir normal points:
.

However, when your opponents roll the ball up the
3amp, they can reap the same rewards. Their rolls

turn on the red lights on top of the ramp. Each time
the Speedball goes up the Ramp, the lights will
move one at a time in favor of the team that threw
the Speedball. For example, if you get up the Ramp
twice—and light both blue lights—your opponent
will need to roll the Speedball up the Ramp twice o

multiplier to their adv

antage.

turn off both lights. If they then roll it up again,
they’ll light one red light and transfer the Scoring

Staying on top of this back-and-forth play is vital 1o

success in Speedball

2.

Other Playfield Features

Electrobounce

There are four Electrobounce Units—two on each
side of the field. Throw the Speedball against one of
these Units to “electrify” it. The Speedball turns a
shiny gold color when it’s electrified.




Warp Gates

An electrified Speedball will knock down the first
player it touches from the opposing team.

The Score Multiplier impacts Electrobounce Units as
follows: With one light on, an electrified Speedball
will knock down two opposing players: with two
lights on, it will knock down three.

I'he Speedball will remain electrified until it rolls to 3
Stop. As long as the team that electrified it has
possession, it stays electrified. However, an
electrified Speedball can be taken away from the
opposition by successfully stealing it out of their
hands. When this happens, all the power of the
electrified Speedball is transferred to the team
currently in possession.

There are four warp gates, two on each half of the
field. They instantly transport the Speedball across
the field and shoot it out of the Warp Gate on the
opposite side. The general idea of doing this is to
generate confusion on the opposing team.

On-Field Pick-Ups

Tokens

1ere are any number of Tokens you can pick up on
the Playfield. They all have a direct effect on the
game and will operate for a period of six seconds.
Experience will teach you which tokens do what.
Specific Tokens can:

Freeze your opponents’ team




Reverse your opponents’ controls (in a two-player
game only)

Reduces all your opponents’ attributes to minimum

Increase all your players’ attributes to maximum

Increase both teams’ attributes 10 maximum

Reduce all your opponents’ speed ratings to minimum

Give you instant possession of the ball

Transport the ball instantly to your center forward




Prevent the ball entering your goal

\Vliake your team immune to tackles

Boost an individual player’s energy

Tackle all on-screen opponents at once, reducing
their attributes

Equipment

Players can scoop up equipment they find on the field. Equipment
improves a player’s abilities—at least until that player is tackled and
drops the equipment. At that point, any player can pick Up ang use
the equipment. Each piece of equipment can only be picked up
twice. These are the items you'll find on the field, and the attributes

they enhance:

f Ei’ Boots enhance speed

o

—
- e T

g




The Helmet enhances intelligence

The Chestplate enhances defensive ability

he Shoulder enhances attacking ability

The Glove enhances power

The Bottle contains a glucose-solution stamina
DOOSt

The Armplate enhances throwing ability

The Bitmap Shades enhance aggression

Coins

Grab the coins you find on the Playfield to increase
your Credits in the Bank and give you greater buying
power in the Manager and Gym Screens. Each coin
is worth 100 Credits. In a Cup Match, Coins are
worth 200 Credits.




feams Of The World Speedball
League

n League Play, you begin at the bottom of Division 2. Your task is
to climb into Division 1 and work your way to the Division 1 Title.

It you can win the Division 2 Title, you'll automatically be promoted
to Division 1 and the last-place team in Division 1 will be demoted to
Division 2.

It you capture second place in Division 2, you can still make it up ta
Division 1 through a one-game playoff against the Division 1 team that
came In second-to-last. The winner of this playoff will be placed in
Division 1 and the loser goes to Division 2.

These are the teams you'll encounter on your way to the top:

Division 1
Powerhouse

Many followers of the league think that Powerhouse’s league
standing is overrated. Due to several violent clashes with Lethal
Formula, their defense is badly weakened and now their attack

can't match the strength that nearly brought them to the top of
the Division.

Rage 2100

Despite a reputation for extreme violence, the other qualities of
the team have kept them from ever scraping themselves off the
lower ranks of Division 1. Their power and attack are good, but
they are no longer an effective first division team.

Mean Machine

Due to a series of defeats, their defenders and midfield have
become a liability to the team. They have suffered fewer Injuries
than most teams because of their defensive abilities and Staming.




Explosive Lords

Although on paper this team is average, some have doubted the
affectiveness of their attack. The light build of this squad has
resulted in a slightly faster team that generally avoids contact.

Lethal Formula

Taking after their name, this is the most destructive team in
Division 1. Their attack squad has players who combine extreme
aggression, power, intelligence and attacking abilities. Many
players have fallen under the attack of Lethal Formula.

Turbo Hammers

The best defensive squad in the entire history of Speedball, few
balls get past the grabbing hands of the Turbo Hammers. Once
they have the ball, few other teams are able to recover it and long
throws down the field have set up many goals. The midfield
complements the strong defense. The attack IS competent,
though nothing special.

Fatal Justice

An attack that is second to none has, at times, placed Fatal
Justice at the top of the league. Speed, intelligence and power
have given them a string of victories, though their defense has
not been quite as effective.

Super Nashwan

The superstars of the league—spending every day in training anad
tactics sessions has resulted in a team that relies on sheer skill
rather than brutality. To have played Super Nashwan is to have
played the best. Their position in the league has, on occasion,
been challenged by Fatal Justice and the Turbo Hammers. They
have no apparent weaknesses.




Division 2
Revolver
The worst team in the Speedball league. Midfield and attack are

appalling. Their only redeeming feature is a defense that has
shown some signs of intelligence.

Raw Messiahs

Another hopeless team, their extreme aggression can’t overcome
their low power. Their defense is the worst in the Division and
the rest of the team isn't much better. A team that will provide
little resistance to a serious attack.

Violent Desire

Despite their name, this team is not aggressive and is actually
weak on the attack. Their defense has been their strength in past
seasons, but they’ve never risen to the upper ranks of the
Division, despite the Defense’s above-average speed and
throwing range.

Baroque

A team that has specialized in lightning attacks for a couple of
seasons—they are intelligent, but defense is their weakness.
I'ney have threatened Steel Fury for the top position in the
Division.

The Renegades

With one of the best attacking formations in the Division, the
Renegades rate high among Speedball experts. Their attacking
strength is compromised by an average defense. Fast. Intelligent
and aggressive—few can stop the Renegades.

Damocles

The defensive squad of this team is legendary. Few shots get
past their excellent goalie. The defenders have some of the best
throwing arms in the Division, and can down most attackers.
Intelligence—combined with speed—make Damocles a serious
threat.




Steel Fury

Steel Fury has sat at the top of Division 2 for three seasons
running. After a frantic spending spree, they now have a first-rate
team. The fast, super-intelligent attackers have broken nearly
every team in the league. They’re supported by an experienced
and unshakeable midfield.

The History of Speedball

If you’re not a fan of the sport, you’ll want to know how it all started.
Other sports start with people fooling around, trying to find a new way to
have fun. Maybe that accounts for the fact that other sports have rules of
conduct and prohibitions against unsportsmanlike behavior. Speedball—
now evolved into Speedball 2—started with a freak accident one century
ago, in the year 2000.

A teenager, walking too close to a building, was struck by a large
industrial ball bearing that rolled out of an open window. A crowd
gathered around the wounded youth who—hurt and confused—Ilashed out
by throwing that ball with all his might, striking and wounding one of the
gawkers.

In a flash, people were scrambling to grab the ball and pitch it into
each other’s faces! It was like the old-fashioned food fight with a little
something extra—a 20-pound hunk of stainless steel, cold and unyielding.

Before the police broke it up two hours later, the mob numbered
nearly 100—the injuries, many more than that. Strange fact—in police
depositions, everyone declared that they’d had a “good time.” None could
have guessed that they had given birth to a legend.

Anyway, that’s how the story goes—nobody knows faor sure. For the
10 years following that street battle, word of Streetball—as it was called
then—spread, bringing with it the idea of a new game. People everywhere
ritually re-enacted the fight, with increasing sophistication. Early fields
were just narrow streets with manhole covers serving as goals. Ten-
person teams, with the heaviest member of each team playing goalie,
played until one side sustained crippling injuries. Home videos of these
early games can still be viewed in selected media archives dating back as
far as 2008.
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