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Belore using your new TurboChip game card,
please read this instruction manual carefully
Famiharize yoursell with the proper use of your
TurboGrafx-16 Entertainment SuperSystem
precautions conceming its use and the proper
use of this TurboChip game card. Always
operate your TurboGrafx-16 SuperSystem and
this TurboChip game card according to
instructions. Please keep this manual in a safe
place for future reference

© 1992 NCS
All nghts reserved

Turlx}l'.'}r;ah:t__'_“- 16 Entertainment SuperSystem
TurboChip® Game Card

TurboExpress™ Handheld Entertainment System

WARNINGS

1 This video game may cause a burn-in
image on your television picture tube. A
burn-in image is an image which is
permanently burned into the inside of the
picture tube. Do not leave static or still
images (in pause or play mode) on your
television screen for extended periods of
time. When playing this game, it is advisable
to reduce the screen brightness to help
avoid image burn-in on the picture tube.

2 Be sure that the power is tumed off when
changing game cards

3 This is a precision device and should nol be
used or stored under condibons of excessive
temperature or humidity

4 Do not forcibly bend your TurboChip game
cards

5 Do not touch the inside of the terminal area or
expose the SuperSystem to water, as this
might damage the unit

& Do not wipe your SupersSystem or TurboChip
game cards with volatile liquids such as paint
thinner or benzense

TurboChip game cards are made aspecially for
use with the Turbolarafx-16 Entertainment
supearsystem and the Turbokxpress Handheld
Enteftainment System and will not operate on
other systems

Any duplication of this software 15 strictly
proMmbited
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You play the part of either of
Inese two characters
Varous enemies and
obstacles will appear betore
you. You must destroy
these enemies and
obslacles to clear all the
action stages and shooting
stages. In the end you musl
save the scientist

varnous items will appear as
the game progresses
These can help you. Red
Batteries will add some life
to your Life Gauge. Black
Batteriaes will fill your Life
Gauge. Picking up bits
allows you to shoot more
powerful weapons. Baware!
S0me enemies cannot be
gesiroyed uniess you have
these weapons

Even as you destroy
enamies, more will appear
If your Life Gauge reaches
zero betore the enemy's
does, the game is over, Pick
up the vanous items and try
1o clear all the stages!

Inserting the TurboChip
Game Card

1. Be sure that the power Is turned off
2. Hemove the TurboChip game card from its plastic case
Note: DON'T bend the game card or touch its melal parts. Doing so may damage the
program '
3. Insert the card with the title side up into the Game Card Port
4. Push the card in firmly until you feel a firm click

Turning on the SuperSystem

1. Be sure thal your game card is inserted properly
Note: If your game card 1s nol inserfed properly, the Power Switch will not move all the
way fo the night

2. Slide the Control Deck Power Switch to the "ON" position. The title screen appears
Note: If you want to turn off the SuperSystem during play, reset the game by holding
RUN Button down while pressing SELECT Button at the same lime, and then slide the
swilch to the "OFF" position




* Game Play Area

= Life gauge

When you get hit by enemies or damaged
from other obstacles, a little bit of life
disappears. When all life has run out, the
game is over

* Life gauge of enemy
YWhen you hit an enemy, a little
bit of his life disappears. When
his life runs out, the enemy dies

a

* Direction Key

On the action stages
press left and nght to
move your body left and
rnight, up 1o enter doors,
and down to duck. On
theé shooting stages,
press to move your body
left, right, up and down

* Button Il

Press to fire weapons. Press and hold
down to store weapon energy. Release
when your body begins to glow in order to

fire a *Shockbeam”

* Select Button

Press while holding
Hun Button down to
reset the game

* Run Button
Press to start and
to pause the
game. Press
again to release
pause

* TurboSwitches
Use at player's discretion

* Button |

Press to jump. The
longer you press, the
higher you jump




Mode Selection

Game Over

1. After turning on your SuperSystem,

the title screen appears. Press RUN The game is over when your Life Gauge reaches zero
Button. 'he player selection scregn appears

2. Press Direction Key up or down to place = -
the cursor next to "1 I—‘lLﬁ.“r’[-_F—T_ : cﬂ“tlﬂulng Eameplay
3. Press Button | to make a selection :
1. After the Game QOver screen, the title screen appears. Press RUN
- Button at this time to continue your game. The game begins from
Flﬂf‘-‘f Selection A the last stage you were playing
1. The corresponding TurboPad number appears Note: You can continue any game from the last stage you were
above the players once the playing mode has playing as long as the unit is not turned off or reset. After the unit is
been selected. Press Direction Key left or turned off or resel, the game can only be started from the first stage
O
O
O

nght to place "I" above the player you want to
play

2. Press Button | to make a selection and lo get
the opening game started

Opening Game

1. When the enemy in the opening game is
destroyed, the title screen appears. Push
RUN Button at this time. The game beqgins
from Stage 1
Note: For details on playing a Two-Player

Game, see "Two-Player Games” (page 8)




Getting Started

Two-player games are possible if you have a TurboTap

and two TurboPads

1. Press Direction Key up or down to place the cursor
next to "2 PLAYERS" in the player selection screen

2. Press Button | to make a selection. TurboFad number
I* and "lI" are shown above the players

3. Press Direction Key left or nght to get the number
of the TurboPad you are using shown above the players
you want o play

4. Press Button | to make a selection and to get the opening game starteg

Firing a Team Shockbeam with Two-Players

During a two-player game, the players may combine their energy to produce a more
powerful "Shockbeam”

Ll

Hold down Button |l on both TurboPads until both players glow

2. Have one player shoot the other player with a Shockbeam

3. As soon as he/she is hit, the player receiving the first Shockbeam will fire in the direction
ha/she is facing. The team Shockbeam produced by this method is much more powerful
than a Shockbeam produced by a single player

Note: The characternistics of the team Shockbeam differ depending on which character,
Arnold or Sonya, fires it. Choose which character should fire the team Shockbeam
based on the enemy you are fighting. But be very careful. If you make a mistake aunng
this team play, the player hit by the first Shockbeam will turn info a ball of fire and fly
away!

* Red Batteries -
Hed battenes
sometimes appear
when you destroy an
enamy. Pick thase
up to slightly
increase your Life
Gauge

* Black Batteries
Black batteries also
appear someatimes
when you destroy an
enemy. Pick these
up to nll your Lite
Gauge

* Bits

Ficking up bits
allows you to shoot
more powerful
weapons. Some
enemies cannot be
destroyed unless
you have these
WEapDons







TurboChip® 90-Day Limited Warranty

Turbo Technologies, Inc.("TTI") warrants to the
onginal consumer purchaser thal this product shall
be free from defects in material and workmanship
under the following lerms:

HOW LONG IS THE WARRANTY
This product is warranted for 90 days from the dale
of the first consumer purchase.

WHO IS PROTECTED

This warranty may be enforced only by the first
consumér purchaser. You should save your proof of
purchase, and be prepared 1o present it in case of a
warranty claim.

WHAT IS COVERED

Excepl as specified below, this warranty covers all

defects in material or workmanship in this product.
The following are not covered by the warranty:
1. Any product thal is not distributed in the U.S.A.
by TTI, or that is not purchased in the U.S.A.
from an authorized TT1 dealer, or that is sent for
warranty service from outside the U.S.A.
2. Damage, detenoration or malfunction resulting from:
a) Accident, negligence, misuse, abuse, neglect,
impact, fire, liquid, lightning or other acts of
nature, commercial or industrial use, product
maodification or tampering, failure to follow
instructions supplied with the product;

b) Repair or attempted repair by anyone not
authorized by TTI;

c) Any shipment of the producl (claims must be
submitted to the carrier);

d) Removal or installation of the product; and

@) Any other cause thatl does not relate lo a
defect in material or workmanship.

3. Any product as 1o which the TTI serial number
has been allered, delecied, or removed.

HOW TO OBTAIN WARRANTY SERVICE
For warranty information, call 1-800-366-0136
Monday-Friday 8:00 A.M. to 7:00 P.M. Central Time.

LIMITATION OF IMPLIED WARRANTIES

Any applicable implied warranties, including
warranbes ol merchantability and fitness for a
particular purpose, are limited in duration to the

length of this warranty. and are subject to all

EXCLUSION OF DAMAGES

TTI's liability for any product is limited 1o the repair

or replacement of the product at our option. TTI

shall not be liable for:

1. Damage to other property caused by this product,
damages based upon inconvenience, loss of use
ol the product, loss of time, commercial loss; or

2. Any other damages,. whether incidental,
consequential or otherwise.

SOME STATES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR
DO NOT ALLOW THE EXCLUSION OR LIMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO
THE ABOVE LIMITATIONS AND EXCLUSIONS MAY
NOT APPLY TO YOU

HOW STATE LAW RELATES TO THE
WARRANTY

This warranty gives you specific legal rights, and
you may also have other rights which vary from
slale 1o slale.

Turbo Technologies, Inc.
6701 Center Drive West, Suite 500
Los Angeles, CA 90045
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