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OB IEaF

Create and control the most powerful POX Infectors. Send them
to battle other Infectors and collect the most Victory Points,

INTRODUCTION

In the game, you create POYX
Infectors by choosing from your
available body parts. In the
solo game, use your

Infector to work through

levels, battle enemy Infectors
and win different body parts.
In the multi-player game,

send your Infectors to battle
other players who own POX
units. Defeat their Infectors

and steal their body parts.



THE CONTROLS OF YOUR POX
CONTAINMENT UNIT (PCU)

Eutton D=
4-direction
movament

BuHon A-
Main Manu

Button B-

Confirm/Choose/
Go Forward
Butten C-

Cancel/Go Back

On/Off power- Send-
Sleep or Wake Start Batile Cycle
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THE POX SPECIES

The color of your unit shows which one of the.three Species it is

Each species has its own set'of special-abilifies.

SPINOY

CYCRO™

PLASMO™

The Red 5pine have '

strength, power and

force,

The Green Cycro have

speed, agility and
stealth.

-'I,'hi_ai.g-l.ua Plasmo have
deception, defense

' and camouflage,




Your POX unit has a slide switch on the battery door. This
switch controls the back up power. To Insert Batteries:
Loosen the screw, then slide the switch fo open and remove the
battery door. Insert 3 AAA size batteries (we recommend
alkaline), making sure to align the + and - with the markings in
the plastic. Replace the door, slide the switch 1o close and
tighten the screw.

slide switch Screw

Open/Close

Insert %-_M,M i
Batteries
here BACK OF UNIT U

Low Batteries Warning and Replacement:

When your batteries run low, g battery icon

appears on the screen. The PCU may not

respond fo button presses. This is done fo protect

your library. You must replace the batteries.
IMPORTANT: \When replacing batteries, have

the new batteries ready. Loosen the screw and slide the
switch to Open, This activates the stored power, Remove
the old batteries and replace with new batteries within
30 seconds. As soon as the batteries are replaced, slide
the switch back to Close and tighten the screw,
WARNING: If the unit runs foo long on stored power,
you risk resetfing the unit, If this happens, you lose all of
your progress in the game, including everything :
collected in your Library. g,
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BATTERY CAUTION:

1] As with all small batteries, the batteries used with ihis game
should be kept away from small children, who still put things
in their mouths. If they are swallowed, promptly see a docfor

2)

3)

and have the doctor telephone 202-625.

Make sure the batteries are
inserted correctly and follow
the game and battery
manufacturers’
instructions.

Do not mix old and new
batteries, or alkaline,
standard (carbon-zing), or
rechargeable [nickel-
cadmium) batteries.

3333 collect,

‘GETTING STARTED
Press the On/Off button. The POX logo and the Species logo
of your PCU appears on YOUr screen.

Naming: Any time you input a name or ID, you must fill in &
spaces. Press left/right to select letters, numbers or o blank
space. Press Confirm to choose. Press Cancel to erase or back
up. Once you have filled ¢ spaces, you cannot back up or
change a name or ID. It has been locked in.

1. INPUT NAME: Input your name.

2. INPUT ID: Think of o unique or special ID name for
your PCU.
Note: Don’t use the same ID name as a friend. If
fwo units have the same ID name, they cannot
fight each other.

If this is your first time using the unit, FORGE
dPpears, so you can create a POX Infector.

9



BEMENUT Button A

TGS, < [oFBHS

Confirm

specific infectors
Confirm

Confirm

Turn "ON" or “OFF"

NAMESELECT,
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Whenever you are lost, press
Buttan A te gat back to Main Meny

Confirm

Choose “OM or OFF” to start fight

Battle othar
players
Confirm

Rermember to turn
to RF "ON7

Confirm= Prass Button B

DISSECT POX'

Build POX
infactors

Confirm
'GREATE POX

Select head, body and
tail to build an infectar

Select WAD,
combat sequence

Mame vour infector
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Lab with defeated

Available
body parts

Confirm

Scroll the 3
POX species

Canfirm
View parts

BATTLE
- BLOCK
Tima laft
1o battle

Confirm

Clock shows
0:15:00



create your Infector, you select its body parts. Use left/right to
scroll through the list of available body parts. The image of the
body part, its part number, screen name and the farget POX
icons (that show which species the body part is effective

against) appear.

1. HEAD SELECT - Press left/right to view TR
heqdﬁ. PFESS CG‘HHFH’I o SE|E'I:T one, US'E-‘ :%’; ! ZELEGT

Cancel fo back up or change your selection, | bsL-aent

2. BODY SELECT - Press left/right 1o view g | B0 ||
bodies. Press Confirm to select one, Use o S,
Cancel fo back up or change your selection, SHADARMP

3. TAIL SELECT - press left/right to view tails. | IHIL
Press Confirm to select one. Use Cancel to % L.-—ELE..'I f
t&ﬁi DSL-RiEL
| i,

back up or change your selection. | SHAOME MR
 GHLUTURR
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4. WLA.D. SELECT - You musi program how your Infector fights.
This combat sequence is called W.A.D. (WITHs ATeDEFEND),
Scroll through Head, Body, and Tail fo select parts for
W.A.D. Press Confirm to select. Use Cancel to back up or
change your selection.

* Attack WITH: Choose the body part you want your
Infector to attack with (either its head H, body B or tail T).

* Aftack AT: Choose where you want your Infector to strike its
opponent (either the opponent's head H, body B or tail T).

* DEFEND with: Choose the body part you want your
Infector to use to defend itself (either its head H, body
B or tail T).

Each battle phase contains three attack/defend rounds,

Repeat the three steps two more times fo complete the W.A.D.
(WITH® ATe DEFEND) Combat Sequence. Note: you can assign
the same body part over and over again,

13



; 4 EDDY > this sequence.
& "’; T HE | inthe ARENA, you must
e BT T reprogram the W.A.D. to
I_J____:l:____l_ HH[A defeat enemy Infectors,

5. INPUT NAME - Name the Infector you just created. Use &
spaces as explained in Naming on page 9. This Infector is
now stored in your lineup. An icon for this Infector appears
at the top of your screen.

% & = 7

If this is your first time playing, the game takes
you back to the Main Menu,

NOTE: You can create more Infectors, but only four can he
stored in the game.
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The Reference Guide: All the POX body parts are listed on
the Reference Guide sheet. If lists the special abilities each
body part owns. Each body part has three different numbers.
Each number has o different target POX species color code.
This tells which species the part number is effective against.

Scroll left/right from CREATE POX 1o PURGE POX to delete
an Infector you created.

1. Scroll through your POX
Infectors and choose one
to purge., Iy ot

2. Choose Yes and that POX’ BEGL a
Infector is cleared from b AR ey
your PCU,

NOTE: You cannot purge the
Infector with brackets.

15
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ARENA SotniGAlS e
Obiject: Collect new body parts and add them to your library,
Use these parts to create sironger more powerful Infectors.

I. NAME SELECT - Choose an Infector to play, Use left/right

to scroll through your lineup and press Confirm. Choose
Yes to play that Infector.

2. SELECT LEVEL - Use left/right to choose the level you wish
to play. If this is the first fime you have entered the ARENA,
only one level is availgble. Choose Yes to start. Choose Ne

to back up. Note: There are 17 levels in the Solo game.

3. Use Button D to move through ARENA. Each level includes
various tasks and battling opportunities, Doors may be locked.
leleporters may take You fo another area of the level and most
have secret areas that hold surprises.

NOTE: Press Cancel to see the STATUS of your Infector while it is
in the ARENA. Press up/down fo see Hit Points, body part names
and earned currency. Press Cancel again fo return fo the ARENA.

16
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Battling in ARENA
When you bump into an ENEMY POX

R STATUS |
Ei”: SPIKE

Infector, its data is shown. Press Confirm | @ Sak 30 HP
to see the ENEMY POX Hit Points. Press r""-"ﬁ: 30 HF
Confirm again to do battle. You must Fegr 30 HP

program your combat sequence (W.A.D,)
for this battle. NOTE: This doesn’t change the way you
programmed your Infector in FORGE, it changes only for this
fight. After you program W.A.D_, the batfle begins.

* Hit Points are reduced when your Infector incurs damage to
its body parts.

* If the Hit Points of any body part reach zero, your Infector is
immediately teleported out of the ARENA, healed and placed
back in the LINEUP,

* During any battle you can press Confirm to skip the battle
and show the outcome,

17



* Press the Confirm button

the battle.

* Earn currency b

cryopods.
Other things you find in ARENA

2

2
=i

L_'_-'__

Portal: The

door you enter éﬁ

fo play the level,

Cyropods: Byrst
them to collect good
and bad things,

Doors: Some are
hidden, closed or
locked and you

must find the way in.

18

to see the end and outcome of

y defeating Infector enemies and bursting

Pylons: Markers that
help you identify your
location within the
level.

Currency: Used in
the Body Shop to
purchase healing.

The Body Regeneration Shop
Each level has a Body Shop
where you can use currency to
obtain healing proteins and Hit
Points for your Infector.

In the shop, your CURR (currency)

amount and three items and their
costs are displayed. You can only
purchase items if you have the
currency to spend. To leave the

7| EODYSHOF]

. CURR.E
14570 A EODYPRET
7 E2HEAI 1 BODYPART
aet I HEAD AL EODYPART

Body Shop press Cancel.

You can spend as much
CURR as you have available.

The POX Overspore

You cannot battle the Overspore if you have not completed

all your tasks in each level. Battle it as you baitle the other
enemies in ARENA. Once you defeat the Overspore, go on o
burst the cyropod holding a new body part and collect it.

19



You must then SELECT which species you want the part to
target. Pick one of the three choices and add it to your Library.
Learn more about body parts in the

Reference Guide sheet, @
".I'_:..I'-

The additional body part builds up
your Library and allows you to build

stronger more powerful Infectors. [t P
All the body parts in your ARENA

belong to your Species. Collect &5!
other Species’ body parts by fighting
other players.

The Overspore guards
the cyroped that
contains a body part.
Defeat the Overspore
and burst the cyropod
to collect the part, Add
it to your Library.

After you collect the body part,
your Infector is healed and sent to
the next level.

Press Main Menu to leave the ARENA at any time.

20

FIGHT ~ MULTI"-PLAYER GAME 8%
You need two POX Units to play this section of
the game.

Object: Defeat other players’ Infectors, dissect them and
collect their body parts. Try to win the most viciory points,

Create four Infectors (a full lineup) before you go to FIGHT. The
Infector in brackets fights in the RF. The remaining Infectors
defend your PCU from Intruders.

The RF (Resonance Field)

The RF is the wireless technology that transmits Infectors out of
the PCU. You can fight other players up to 30" away. The RF
works through coats and backpacks. It may also work through
some obstacles and some walls. Set up your PCU to begin
iransmitting before you enter an area where others are

playing. The battle takes place automatically.

21



SWITCH POX - To put a
different Infector in the gate,
choose SWITCH POX, Scroll
left/right to move the bracket

) * & <
This Infector is in the gate,
ready to enter the RF,

to the Infector you want to send to the RF. and press Confirm. If
you have only one Infector, it automatically goes into the gate.

If the Infector you wish to send to the RF is in the gate (with

brackets around it}, you are ready to Fight. To begin the battle,
you must first turn on the RF.

Press Button A (Main Menu). Use left/right to scroll
to OPTIONS, press Confirm. Scroll to RF, press
Confirm. Scroll to ON and press Confirm. Press the
SEND button and the battle cycle begins.

22

The Battle Cycle: When the batile cycle is =2
active, the transmit icon appears. Your Infector can =
battle other Infectors it encounters for approximately 5

minutes. When the icon disappears, you must press the SEND
button again to reactivate the battle cycle. During this time, you
may not access some of the areas in your PCU. See BATTLE
CLOCK for more defails about time in the RF.

WIN OR LOSE _ i
When your Infector meets another player's Infector in the RF,
your PCU makes a beeping sound. This means a battle has
occurred. Check your unit and STASIS periodically fo see
your progress.

If your Infector is victorious: You collect the defeated
Infector. It is now stored in your STASIS area for dissection.
See STASIS for more details. You collect 1 victory point for
your Infector and 1 for your PCU. Your screen continues to

show your Infector.
23




If your Infector is defeated: An Intruder Infector appears
on your screen replacing your Infector. This Intruder Jocks up
your UNIT until you defeat it. Go to Main Menu, GAME, then
FIGHT. Choose ATTACK GATE and choose another Infector
from your lineup fo try and defeat the Intruder. Choose
confirm, then YES and the hattle continues inside your PCU.

You can continue doing this until you have exhausted your
lineup, or defeated the Intruder.

The Intruder is
blacked out on
Your screen. Send
} Infecters from
your Lineup to
battle it,

Beware. An Intruder that remains in your PCU after the battle

clock runs down disappears, but it deactivates one of the body

parts in your library. You must play the ARENA level where the
part was collected fo reactivate it. If Infectors battle to a
tie, each Infector is thrown back to its PCU.

24

REPLAY - After a baifle, you can view an animation
sequence that shows the last battle fought. Press Confirm to

show the victor.

The Stasis Lab stores defeated Infectors until you dissect and

purge them. Up to 8 may be stored at one time. Choose
between DISSECT POX and PURGE.

DISSECT POX - Use left/right to scroll through the In{Fectors
that are in Stasis. Press Confirm to view body parts, If a dot
appears next to the body part, you c:!re:::d'?# have it If the part
has a greater hit point value than the one in your lemry, you
see an up arrow above the dot. You may choose this part to
increase the Hit Points of the part you already own. ht. you see
a down arrow below the dot, the part has less Hit Point valve

and should be purged.

25



You may only dissect one of the three
body parts from each Infector. Move
up/down to highlight o body part.
Press Confirm to select and add it fo
your library. The remaining parts are
purged and that Infector is destroyed.

PURGE - If the Infector has
nothing of value to you, PURGE
it from STASIS. It is destroyed.

26
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Y.

greater
Hit Paints

If dot
— appears, you
have this part.

lesser
Hit Points

LIBRARY (BODY PARTS)
The LIBRARY lists all the body parts you own or have earned
that are stored in your PCU. They are divided by species. Use
left/right to scroll through the three species. Press Confirm to
see the species list of parts.

Use up/down to scroll through the parts within a species.

The body part, its number, name, the 2 target POX species it is
effective against, and hit points are shown.

All of the Body Parts are shown on the Reference Guide sheet.

W| Ll]BRHuF:'I‘ |

127 OCCULARI ER
128 OCCULARI R&
129 OCCULARI &E
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isplays all the information about the Infectors }rou.
created and your PCU. Choose between LINEUP or PCU.

LINEUP - Use left/right 1o display an Infector. The Infector icon
above POX INFO blinks fo show which Infector is displayed. Its
name and victory points are shown. Press down and qll
statistics scroll by (number, name of head, body and tail parts,
the species each part is effective against and its Hit Points).
Press down again to view the Infector's W.A.D.

PCU This displays your name, the ID name of the PCU and the
total number of victories,

28

BATTLE CLOCK )

Once you have started Battle you have 15 minutes fo combat
other POX. If an intruder infects your PCU you must cleqr

it before the Battle Clock runs out, While the Battle Clock is
running, you may not replace the POX in your gate.

As the clock runs down, the sections

disappear one at a time.

29



* RESET BUTTON: To resef the game at any time, préss this
button. Warning: This resets the game fo the beginning.
You lose all your Victory Points and the Library parts

you collected.

* SLEEP MODE: If the image on the screen disappears, the
unit has gone to sleep. Press the ON button to wake if u
Handle the game carefully. "
Use the clip to wear it on q belt,
Store the game away from dusty or dirty areas,
Keep the game away from moisture or temperature
extremes,
* Do not disassemble the game. If

and replace the baﬁerieg T e
* Avoid dropping the game as much as possible.

. & @ @9

FAA Regulations
Caution: Since your POX unit uses RF fechnology similar to that found

in cellular phones, DO NOT yse POX on board aircraft. Please furn off

your POX when travelling by air.
30

FCC Statement

This device complies with Part 15 of the FCC Rules. Operation is
subject to the following two conditions: (1) This device may not cause
harmful interference, and (2) This device must accept any interference
received, including any interference that may cause undesired
operation. This equipment has been tested and found to comply with
the limits for a Class B digital device, pursuant to part 15 of the FCC
Rules.These limits are designed to provide reasonable protection
against harmful interference in o residential installation. This equipment
generates, uses, and can radiate radio frequency energy and, if not
installed and used in accordance with the instructions, may cause
harmful interference to radio communications, However, there is no
guarantee that interference will not occur in a particular installation. If
this equipment does cause harmful interference to radio or television
reception, which can be determined by turning the equipment off and
on, the user is encouraged to fry to correct the interference by one or
more of the following measures:

1. Reorient or relocate the receiving antenna.

2. Increase the separation between the equipment and receiver,
3. Consult the dealer or an experienced radio/TV technician for help.

Changes or modifications to this unit not expressly approved by the
party responsible for compliance could micﬂhe user's authority to
operate the equipment.
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REFERENCE GUIDE

How to usa thic Refarenca Guida:
This guide is a list of all known body parts and documented
abilities. 3% o be used as a quide 1o help the Agent track
progress in collecting body parts, to plan what combinations
of bady parts work best for their selecled species and 1o educate
a new playsr about the wse of the parts in the W.AD. combat

™ sequence. s divided by species and each part listed has a
X description of how it functions il activaled in combat.

=]

ABILITIES: All body pans of a POX Infector are bic-mechanical weapons systems thal ars
effective agamst all species of POX Infectors. Each body part has 2 unique ghility that effects the
combal sequence or does additional damage when it's used 1o attack or defend.

TARGET SPECIES: These abbrevialed letlers represent the.colorizpecies targsts that an
ability will activate against in combat,

RG -Activaled whan unit ights a Red or Green Unit
GE -Activaled when unit fights a Green or Blue Unit
BR -Activated when unit fights a Bluee or Red Unit

LayouT: Thisis an ovendew of the layout of each body part as it appears in the Beference Guide
(Target Species Code)
I

U00RG SHORT NAME (Full Name) Body Part  Type  Frequency Trigger
(Part Code) 000 GB  Flavor text part descripfion in detail

0oo BR

Effect: {the basic effect of the part in combat)

W.A.D.WITH*"AT*DEFENDICOMBAT SEQUEMGE?

9 variables that you program into your POX Infector: With, At and Defend.  Example: T B H
BE T H

FREQUEMEY & TRIGGERS: These ars definions of how the abilties T B B

activale in combal. Some definilions indicate when (he activation takes placs in combat.

1 Activation - This ability is zctivated only once in combat,

Always - This ability is abways active.

Belore - Ability that is activated belore the first combat phase

Automatic - Ability that is actvated avtematically.

Hit Trigger - Ability that is activated when it hils vs. 2 bady color.

Blocked Trigger - Ability that is activated when it makes a block vs. & body color,

Damage Trigger - Ability that is activaled when it fakes damage va. a bady calor,

Bump Trigger - Abifity thal is aclivaled when it is blocked vs. & bady color,

MORMAL DamMaceE: Abody parlused to atlack does damage when i hits an opponsnt,
This damage i 10% of the attacking body parts hit points.
Exampie: A body part with 30 HP will do 3 points of normal damags when it hits an opponent,

SPECIAL DAMAGE TasLE: Thistabla should be used when assigning *SPECIAL” or
exfra damage. The damags is determined by the number of Hit Points of the attacking bedy par.

If body part HP= 30-100 then Special Damage= 3 |f body part HP= 110-200 then Special Damage= 7
If bedy part HP= 210-300 then Special Damage=11 If body part HP= 310-400 then Special Damages= 15
If body part HP= 410-500 then Specizl Damage= 20
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SPINO™RED)

(Spinablast Vidlidae) Abiiies: Powet/Strength/Force
Scientists first cataloged this species because the virulen and aggressive

- tendencies were 5o pronounced that they immediatety siruck out at every iype
of active or passive probe directed al tham. The neuromuscular response wWas

measured as a total output of all avaiiable enargy.

HEADS

@y 001 RG  PRIME-HO (Primary Acronodes) Head 1 Activation Before
002 GE Heuroscanning organ thal examines &n opponent before batls begins.
03 BR The scan does minimal damage to all parts of an opponent.
Eftect: Al opponents body parts arg damagsad before combal baging for 10% altacker's HE
004 RG DUALNODE (Dual Phase fcronodes)  Head 1 Activation  Belore
:g: 005 GB Cranial powsr storage gland that doubles the attack strength of the frst
D06 BR attacking body part. Drained undl cormibat is over.
Effect: This Infoctor’s first strike is doubled, if blocked then no effect,

007 ARG CRIMSOM [Crimsan Plague Acranodes)  Head  Always  Belore

i 008 GB  Acidic neuroscanner that does medium damage to an opponent but has a
009 BR feedback feature that damages the atiacker a3 wall,
Efact: Does 5 damage to each body part on bath Infsclors at Ihe beginning of each leop.

> 010 RG TRINODE+ (Triphage Adrenal Acronodas) Head Always Before
011 GB  Adrenal gland thal greatly enhances the damage dealt by the body cafied
012 BR Trispore {Trighage Spores).
Efiact: This abifty doutdes 2l damage deait by the Tispore ability for ramainder of combl
%ﬁ 013 RG ADRENODE (Adrenal Acronodes)  Head Always Before

014 GB Owersized adrenal glands thal double the damage of all atlacking by parts.
015 BR  Efiect Al damage this Infector deals i5 doublad for remainder of combal.

BOoDIES



016 ARG TRISPORE (Triphage Spores})  Body  Always  Hit Trigger
M7 GB Bady that divides ds damage info a loxic packat with 3 chambars. 1T it hits the
018 BR packe! expides and delivers damags i all 5 of e Cppanenrs Dedy pans
Effect: Special damage is spread oul evenly among opponent’s three secfions.
M9 RG TRAMPLES (Tramplifier Spores)  Body  Always  Hit Trigger
020 GB  This body part sjecls spores that absork energy from the target part they hit.
021 BR This energy is fransfered back to the attacker and addad to the next attack,
Ellect: Phase 1 damage = 1% HR phase 2 damage = 207%, repeal.
022 AG ADAPTIVE (Adaptive Blastocyles) Body 1 Aclivalion  Bump Trigger

% 023 GB These “smart” Bastocytes are capabls of reprogramming themselves o go
024 BR arourdd a defendars blocking body part on the firsd phase of combal.
Eftect if tocked on first stike, this abillty changes he "A"in WAD fHW0 B fBle THTlo H.

g W 025 RG H-PHASER (Cranial Amphasers) Body Always  Hit Trigger

o2 ¥ 026 GB  In addition o normal damage, this part introduces specialized corrosive
27 BR compounds that barget the structures comman in all head body parts.
Effect: This section also damages the head for addifional damage. 109% HP
(28 RG B-PHASER (Abdomic Amphasers) Body  Abways  Hil Trigger

s 029GEB In addition 1o normal damage, if this part makes a successhul hit, i sends
T 7 D30BR elechrical Enpulses thal targets struchures comman in all body parts.
Efiect: This section a%0 damages the body for addiional damage. 10% HE
e .. 031 ARG T-PHASER (Thorax Amphasers) Body  Always  Hil Trigger

‘zﬁ‘ 032 GB If it makes a successiul hi, this part releases a resin-like subslance that
033 BR renders lail body parts brittie and causes additional microfracture damage
Effect: This section alse damages the Jal b addiional damage. 10% HP

= 034 RGE EXPAMNDER (Expanding Blastocytes) Body Always  Hit Tigger
%{H& 035GB This part uses the kinstic energy of an atlack and replicates axplosive

036 BR Blastocyles wilhin itsell and adds them each fime it hits.
Effect Damage Is cumtiatve for each oon
- 037 ARG TITAM-NI (Titanetic Merse Inductors)  Body  Always  Bump Trigger
;“ﬁ 038 GB These are sell-destruclive kzech-like structures thal attach themselves [ the
039 BR target and explode when the target blocking reflex relaxes.
Etflect: If blocked, thiz abilty will 2l deal 3 HP damage,
TalLs

m 040 RG  ONESHOT (Single Packel Ferratoxing - Tail 1 Activation  Hil Trigger

041 GB  This part carries a singls blister packet of corrupt toxin thal il delivers to a targe
042 BR ils first strike. H spends this packet all at cnce and does regular damags therealt
Effect: On the first sirike, this abily deals 50% HP for the first b, normal damage every hif aft
043 ARG B-LATHE (Brutalzthe) Tail  Always  Hil Trigger
044 GB This zpinning bladed behamoth weapon adds extra damage when it is retracted
045 BR afler a successiul hit.
Effct: This abilty assigns dzmage af 15" HP
“ o 046 RG HED-ACHE (Cranial Discosder  Tail  Abways  Hil Trigges
047 GB This weapon conlaing special enzymes that are designad to beeak down the
D4E BR subcranial membrare that is common to 2l body secbions. As a resull it doubles
the amount of damage if it hits an epponents head,
Effect: This section doubles the damage i would deal ¥ successfil on & head shot
049 RG BOD-BCHE (Abdomic Discoider)  Tail  Always  Hit Trigger
m 050 GB This weapon cantaing special enzymes thal are designed 10 break down the
051 BR fixator muscles common to all bedy sections. As a result it doubles the amound
of damage if it hils an opponent's body.
Effact: This section doubles the damage f woukd deal if successiul on a bady shot.
. B ... 052 RG TAL-ACHE (Thorax Discoider) Tail Ahways  HilTrigger
i-_éi 052 GB This weapon contains special enzymes that are designed 1o break down the
054 BR  skeletal underpinnings that are commaon to all Bedy sections, As a result it
doubles the amaunt of damage if / hits an oppanent’s 1ail.
Effect: This section doubies the damage T would deal f suecessil on a a0 shol
055 RG FISSFUSS (FissionFusion Duct)  Tail 1 Activation  Bump Trigger
056 GB This body weapon is iriggered by the first blocking reflex it encountars on an
057 BR opponent 1 excretes a sticky burning resin to the blocking part bor extra damage
Etiect: This sextion deals 3 HP damage to the firs! body part that blocks i
v120fgvece 058 RG REOPPRSR (Relay Coll Oppressors)  Tell  Always  Hit Trigger
ﬁﬁ 059 GB The Relay Coll takes all the available elactrical energy from all other body parts
060 BR inlo itself and shoots this cu in one tremendous exphsive discharge, As a resul
it shuts dewn all the other attached body parts to atlack
Effact: This abiliy gives up all othr attacks o dy one big il on oppanent
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051 BR

CYCRO™(GrREEN)
{Cycrocyte Violidae) Abiliies: Speed/Agitty/ Stealth
This species was harder 1o classify because their movement is 50 fast and agile
they only appear as a visual smear on e stanners. A pheromona lrace
program and frame rate adjustment of the scanner allowed scienlisls lo finally
sea them in detail.
HEADS
064 G ADVANCER (Advanced Faflex Acronodes) Head 1 Activation Belore
¥ 085BR  The enhanced electical connections between this head and ofher attached
066 RG  body parts allows bor a first sirike capability.
Efioct: Fiayer goes first in combal.
067 GB AGRESS-R [Cyclic Aggression Reguiator) Head 1 Activation  Before
068 BR The analytic quality of this head is used to read the defensive sequence programms:
069 RG into an opponant. If no hit is possible, it ratates the aftack order of ils own parls to
compensala. Examplz: Il A is HBT, no hit is possible. Mext phase A is THE.
Effect: If tha A in WAD does nof almw a possible hil, fhen rofate attack order.

syaodis: 070 GB D-SCRAME (Cyclic Defense Regulalor)  Head 1 Activation  Belore
SH 071 BR This is the defensive adaptation of the Aggression Regulator. It analyzes an
072 ARG opponent's atiack sequenca and achually reprograms it o attack the head,
body and tail. {Hint when using this part, ahways deferd HE,T)

Effect: If opponent [argets 1 bady parl with all 3 afiacks, opponant aftack reassigned fo HET
ﬁf"":ﬁ 073 GB AC-RELAY (Adreno Cortex Relay) Head  Always  Befors
HEEEL” 074 BR This head recycles unused energy from other body parts and 25 8 resull adds

075 AG an additional strike 1o itsell each phase.

Effect: This ability adds 1 do the number of shikas by the Ac-relay

-eﬁ—q?;_ 076 GB HASTEMER (Hastrionic Gland Sirike) Head  Always  Before

BrH0T 077 BR  This gland stores extra ensrgy that allews another body part an addiicnal attack
078 RG per phase.
Efierd- This Infector gels one exira aftack per roundl I0s first
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079 GB FIRSTHIT iHyperkinetic Blastopiage) Gody 1 ACtvation  Hit Trigoer

0a0 BR  On their firgt hit, these phages latch on 1o an opponent and feed energy back to
081 RG the source and use it to replicate, recharge and re-attack a totsl of 3 mes.
Effect: Altaces 3 fimes o the frst hit

052 GB DISPLACR (Displacer Glands)  Body  Always  Damage Trigger

083 BR These expansive blister-like siructures take damage and diminish its effect by
QB4 RG  spreading it throughoul the rest of the Infector parts.

Effect: Takes the damage then spreads it around fo 2l 3 sections.

085 GB REFLEXIV (Reflexive Carapace) Body Always  Damage Trigger

046 BR This shield-fike shell has an automatic defense mechanism that blocks a

087 RG sacond altack even if it Is nod programmed 1o do so.

Effect: if hit, Reflexiv blocks the next il at would damage it

083 GB ABT-DUCT (Abdo Thorax Inductor)  Body  Always  Hit Trigger

089 BR Destructive probing barbed fibers damage the body and tail sections on an

020 RG  opponent first, then target one of those 2 parts, and repeals this sequence.
Effect: Does damage fo all three sections, then just one, then repeat fo Hreg,

091 GB  5-CANNON (Toroidal Spore Cannon) — Body 1 Activation Hit Trigger

092 BR A rapid-fire Spare Canon with rotating barrel shaped structures fires a burst of €
093 RG  spores almost ingtantly when it attacks,

Effect: Atfacks 6 fimes on the first hit

034 GB JD-RESIN (Jade Resin Carapace}  Body 1 Activation Damage Trigger

005 BR  This break-away Carapace deflects the energy of the first attack againzt it back

096 RG o the altacker.

Effect: Defects the first hif agalnst it

097 GB CHADS-AC (Chaosite Accumulator)  Body 1 Activation  Hit Trigger

0S8 BR This part creates a new energetic motecule when it attacks cafled Chansite.,

O RG Chaosile uses a type of organic fusion to replicate itself while generaling more
energy. This allows the actual weapon appendages 1o strike faster every lime it's
used to altack.

Effect: Gives itself cummative stikes svery round,

: W00 GB GRAFTERSIAdrenal Grzfl) Body Alway  Damage Trigger
: 101 BR This weapon defivers normal damage but has an effective automatic defansive

102 RG  mechanism, [ this weapan i hit, il takes part of the damage and feeds it back
ko all 3 of the opponent’s parts,
Effect: Deftects the damage back fo each of agponent’s body parts,

v 103GB ACIC-C (Acidic Capaciter)  Tall  Always  Hit Trigger

s

Y

104 BR This weapon adds unstable acidic compaunds that if it hits, spreads its effect to

105 RG all of the opponent parts, then 1o just the head and tail, and fastly the body before
it bwilds up sirenoth and can damage all 3 parts again.

Effect: Does damage to 2l free seclions, then two sections, then one, then repeat back i Hres

106 GB  VSPITTER (Stun Venom Spitter)  Tail 1 Activation  Hit Trigger

107 BR This weapon adds a gooey venom that stuns and temporarity paralyzes

108 RG the part it hits for 5 rounds of combat.

Eftect:This alsily stuns an opponents ability for 5 rounds on ifs st strike.

109 GB  EX-TOXIF (Ecternal Toxifilter)  Tail Aways  Damage Trigger

10 BR This series of membranous outer coverings automatically absorbs all damage

111RG for 4 rounds before they break and let the damage come through. They quickly
regenerale te absorb mare damage again.

Effect: Accurmuiates the damage, then spplies it alf every 4 rounds,

112 GB B-WHIPS (Berserker Wire Whips)  Tail  Always  Hit Tringer

113 BR Thiz extremely fasl weapon system fires semi-metallic bladed whips

114RG 3 times in 1 round of combat. The price it pays to defiver such a tremendous
assault is that it must recharge for 3 rounds befare it can be used again.

Effect:Attacks for sccumwalion of 3 times on 7 phase and then is stunned foar 3 rounds,

115 GBE WEBSHELD (Diffusion Web Shield} Tail 1 Activation Damage Trigger

116 BR The web-like structure of this body part is linked to the other 2 parts in such a

1T RG way that when it is damaged, it actually borrows energy and material to
reconstruct itself.

Effect: If danmaged, Mis body part takes 1/2 HP from offer body part and adis fo ftself

118 GB CHADS-X2 (Chaosite Doublier) Tail Always  Hit Trigger

119BR This iz another weapen system based on the Chaosite organic fusion system. it

120 RG iz advanced however in that it doubles the number of cumulative attacks i can des
every round.

Effect: Gives fself cumuwlalive sikas (2X strkes) evary roumd,

121 GB BD-MIMIC (Abdo Mimic)  Tail 1 Activation  Hit Trigger

122 BR This weapon has no integrated attack system of it's own,  is a chemical factory

123 RG made of palymimetic matter that can copy the structure and abilities of the first boc
it makes confact with in combat.

Effect: This section becomes a capy of the first body body part it hits,
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PLASMO™gLug)

(Plasmecid Violidae) Abilities: Deception/Defense/Camouflage

The last species was the hardest to classify. Originally there ware thought to be onl
2 but background disturbances caused by a local battle brought them to our awarer
Natural camoufizge adaptations have created a wonderfully complex defensive
architecture that includes enargy screens and active energy-refracting camouflage.

HEADS

Py v, 127 BR OCCULARI (Qccular Interference)  Head 1 Activation  Before

% 128 RG This spinning resonator creates a disruptive psychospheric probe that cancels an
129 GB  opponent’s first attack including its ability.

Effect: First opponent sttack i cancelied,

T30 BR AZURHALO (AzurHalo) Head 1 Activation Bafore

131 RG This part-energy distorfion field argund the entire Infector that reduces the first
132 GB incoming attack damage by 1/2.

Effect: Frst damage applied i s reduced by 172

133BR D-COMBIN (Dorsal Accelerator)  Head  Always  Before

134 RG This cranial enhancement allaws the body part Dorsal Recombinator o dauble
135 GB the amount of attack damage it can deal back to an attacker,

Effect: Doutias the damaged Re-comb+ takes in,

136 BR HELMET-P (Plated Helmatte) Hsad 1 Activation  Before
137 RG This head has a series of camoufiaged overtapping silicate plates that protect it
138 GB from afl normal damage for 5 rounds before the plates are worn down.
Effect Protects head from damage for 5 munds,
139BR CARAPACE (Honeycomb Carapace) Head Always  Before
140RG Despite its airy honeycomb structure, this light and amazingly strong covering
141 GB protects the entire Infactor (s attached to and can reduce the damage done
T any part by 1/2.
Effact: Al damage dealt fo an infector wilh this part is reduced by 142

£ 94 3@
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142 BR RE-COME+ (Dorsal Recombinator)  Body  Always  Blocked Trigger

143 RG This weapon's strength comes from its use as a blocking device, A series of internal
144 GB helical energy loops absorb all the damage and add that ensrgy to its next attack,
Eftect: If it Wocks, it absorbs damage that would be deall, and adds the damage fo its next hit
145 BR MICROGFT {Receptor Micrograft)  Body  Always  Damage Trigger

146 RG The fibrows outer covering of this part aulomalically regenerates itsell and ina
147 GB  combat situation, heals 10% of any damags inflicted on it each round,

Effect: Takes the damage, then hasls el far 10%.

%%

148 BE W-MATRIX (Wilynatic Screen Malrix)  Body 1 Activation  Damage Trigger

149 RG  This part generates an adaplive enargy shield that can change the defensive

150 GB programming of the Infector its attached to.

Effect: If hit, W-matrix changes the "0" in the WAD K H o B WB o T K T o M.

151 BR L-SHIELD {Elastin Shield) Body 1 Activation  Damage Trigger

152RG The special elastinin the outer fleshy casing of this part is capable of converting

153 GB the damage of the first attzck directed against it into healing proteins.

Eifect On first hig, instead of taking the damage, it gaing the damage in HP

154 BR NEGADAPT (Adaptive Megator)  Body  Always  Damage Trigger

155 RG When damaged, this "intelligent” part reads the nerve impulses that control the

156 GB  special ability of any part directed against it and sends a feedback signal that shut:
dovin the attacking ability,

Effect Whan hit with special, cancels any special abifity against it

157 BR EC-BLAST ( Endothoracic Ectoblast)  Body 1 Activation  Damage Trigger

158 RG This part secretes a gelatinous ectoplasmic material that converts the first

159 GE damage done ta it and is absorbed through the outer covering creating and
replicating regenarative proteins, fo double the damage into temporary hit points.

Effect: (n first hit, instead of &aking e damags, i galns the damage in HP (2X incoming damag

. 160 BR HYPGRAFT {Receplor Hypergraft  Body  Always  Damage Trigoer

%%:g 161 RG This is a more complex and superior version of the fibrous Microgit body part.

162 GB Here the fibers are woven into a malrix znd saturated with a resin that converts
even more damage to healing profeins.

Elfect: Takes the damage, then heals itself for 14,

163 BR SHADOW-A (Shadophasic Armor)  Body  Always  Damage Trigger

164 RG This armar plating defies total examination as it appears 1o shift its entire

165 GE  molacular structure when scanned. It appears to only exist partially. As a result,
half of an allacker’s damage passes ight trough it.

Effect AN gamage fargating Shadaw-a i reduced o 1/2.

2 ¢ 2%
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Mz« 166 BR V-RECOIL (Ventral Reco) Tall Always  Demage Trigger
167 RG The differentiated layers of shifling cytoplasm that makes up this past explodes
168 GB outward when it is damaged and delivers one half of the damage dealt to il back
tor the attacker.

Effect: Takes the damage but also damages the attacking body part by 1.2 of diamage faken.

169 BR RECOCOOM (Reflexive Cocoon)  Tall  Always  Damage Trigger
170 RG  This tail has a set of spinnerettes intearated into it's defensive system that when
171 GB damaged, spaws forth thousands of micrefilaments to surround the entire
Infector in & temporary defensive cocoon that prevents all damage in the
next phase of combat.
Effact: Takes the damage bl sets up 2 shisld on all three sections for next phase,
172BR GALVANIC (Galvanic Suppressar)  Tall  Always  Damage Trigger
’m 173RG  Constructed of a super slippery material that resembies a composite of plastic
174 GB  and metal. Limits the ameunt of damage that can be done 10 this tail.
Efect: Can anly be hit for the amoun! of 10 damage each phase,

175BR IS0GRAFT (Isograft Limiter)  Tail 1 Activation  Damage Trigger

176 RG This deceptively weak attacking part invisibly grafts a mecha-bacterial feedback

177 6B loop onto an opponent when it makes a hit, This bacteria camies the damage it
does back to the host part where it i consumed and converted to heal the host
back 1o full strength.

Effect: Does requiar damage, but then heals all of its nwn body parfs back t ariginal HP

178 BR DIFFUSOR (Symbiotic Diffusor)  Tail  Abways  Damage Trigger

% 179RG A matrix of homogeneous material in a matrix of cartilage that effectively reduces
180 GB  all damage directed against it by 1/2.
Effect: All damage fargating Difusor &5 reduced fo 172,

181 BR UNDER-PL Homeostatic Underplating)  Tail  Always  Damage Trigger
% 182RG A franslucent undershell composed of fayers of cakiile interspersed with separating

183 6B membranes. Stores damage done to it and releases it slowly over time.

Effect Accumiiates e damage, then applies only 147 of the accumulsted demage each Hme

it's reaciivated.
ﬁéﬁ 1B4BR EMP-SHOK {EMP Shock Core)  Tail 1 Activalion  Damage Trigoer
185 RG  The biomechanical core of this tail containg electromannetic radiation that can be
166 GB  fed back to an attacker when it is damaged disrupting all neural and mechanical
function of the altacking part for the rest of combat.
Effect: Takes the damage but then shuts down the afiscihing body part fov rest of the batlis.
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