
BIOFORGE'" 
REFERENCE CARD 

I INTERFACE 

GENERAL 
Use ................. ............... ISpacebar) ..... ........ . .. ........ . Use item/ mon itor /instrument/ etc. 
Get/drop .............. ..... .... !Enter ) .... . ..... . ...... ... . . ........ Pick up/drop item 
Combot ...................... ... . @ .... ....... ........... ... ..... .... Enter/exit Combat Mode 
Inventory .. .... .. ..... ......... .. [D (left hand empty) .... ..... Go to Inventory Screen 
Into inventory .................. [D (item in left hand) ........ Place item in inventory 
PIM .............. ....... ...... .. ···® .... .. ..... ... ... ... ..... .... ... .. Enter personal information manager 

(inventory, options, load/save) 
Options .... ... ... .... .. ...... .... [Q) ...... ..... .. .... ............ .. ... Go to Option Screen 
Diagnostics .. .. ...... .... ... .... @ ... .... .. ... ............. ..... .... Go to Diognostics Screen 
Journal ........................... QJ ......... ......................... Go to Journal Screen 
Save .............................. (ID ............................. .... . Save game 
Load ........ ........ ... ... .. ...... (g ... ..... .. ...... .. .... ... ... ...... Load saved game 

MONITORS 
Choose .......................... IIEJ!:EJ / B ..... .. ........... Move cyborg hand over button 
Select ............. ....... ......... I Enter ) / ~ ............. . ....... . . Press button 
Exit ......... ..... .................. ~ / eJ ................ ... .... . Exit the monitor 

MOVEMENT 
(In Combat Mode, all movements are combat-ready.) 

NORMAL FASTER 
CD ........... ................ sidestep left l§Eili:0 or IShitt(B ...... spin left quickly * 
0 or [}] ... .. ..... ... .... .. walk backwards ISh1tt@) or @illi:l::!:J ...... spin right quickly * 
@:] .............. ............. sidestep right IShitt (IJ ......... ............ run ahead and left 
0 or El ... ... ... .... .... .. turn left l~I~I or IShittlIJ .... . run ahead 
m .......................... .fire weapon ISE!.!!:[~) ..... .... .. .. .... ... . run ahead and right 
@ or 8 ................... turn right * not available in Combat Mode. 
0 ........................... advance and turn left 
® or (!) ................... walk forward 
(ID ...... ..... ... .... ......... advance and turn right 

COMBAT 

HANDS FEET 
@ITD ......... ..... .... .... crouch left and block ~ ..................... left knee-cap kick 
~or~ .... .... . stand and block ~or @jilll) ..... ... back flip 
@!TI) ......... ....... ..... . crouch right and block ©iITI) .. ......... .... ... ... right knee-cap kick 
@IIT) or~ ......... left super body blow @!!!El or©rtE) ........ left body kick 
~ ... .............. .... .fire weapon ~ ..... ..... ........ .. .fire weapon 
~or@~ ... ...... right rabbit punch @filffi or @filEI ... ..... right body kick 
@I) ...................... left uppercut @illI) .. .... ......... ...... super-kick to the head 
~or@IT!J ......... two-fisted over-head blow ~ or @!![ill ........ head-butt 
@rrfil .................... .. right uper roundhouse ~ ......... .. ..... ..... roundhouse head kick 



Advance Wolk Advance 
and turn forward and turn 

left '\, I / right 

[]@]~ 
Tom loh -fB~- Tom •ighl 

/ ~ ' Sidestep Wolk Fire Sidestep 
left backwards weapon right 

Uppercut Two-fisted Super 
left overhead blow roundhouse 

'\, I / right 

[]@]~ 
blow left CJ L_J right 
t~~ -'41~'61- ~~~~~ 

(Q2@] 
/ ' Crouch Stand and Fire Crouch 

left and block weapon right and 
block block 

~ 

1008308 

Run ahead Run Run oheoo 
and turn forward and turn 

left '\, I / right 

Spio "' -~-Spio "9hl ,,,,,. CID ,,,,,, 

[sh ift ] 

Super-kick Head-butt Roundhouse 
to the I kick to the 
head '\, / head 

[]@]~ 
Body kick_ '41~'61- Body kick 

left CJ L_J right 

(Q2@] 
/ ' Knee<:op Bock Fire Knee<:op 

kick left Aip weapon kick right 
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