
Have you tried
these other Turbo0hip*
game cards?

World Class Baseball"

Dungeon Explorer*

The Legendary Axe*

Vigilante"

Victory Run*
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...for Buying this Advanced lurho0hip

Game Card, 'Alien Crushl'

Beiore using your new TurboChip game card,

please read this rnstruction manual carefully.

Famrlrarrze yourself with the proper use of your

TurboGrafx 16 Entertainment SuperSy$em,

precautions concerning rts use and the proper

use of this TurboChip game card. Always

operate your TurboGrafx-16 SuperSystem and

this TurboChip game card accordrng to

instructions. Please keep thrs manual rn a safe

place for future reference.

01989 HUDSON SOFT

TurboGrafxil 16 Entertarnment SuperSystem

TurboChrpil Game Card

WABIIIIiIG$

1 Be sure power is turned off when chang

ing game cards.

2 Ihis is a precrsron device and should not

be used or $ored under conditions of

excessive temperature or humrdrty.

3 Do not forcrbly bend your TurboChip game

cards.

4 Do not touch the inside of the terminal

area or expose the SuperSystem to water,

etc., as this might damage the unit.

5 Do not wipe your SuperSystem or Turbo-

Chip game cards with volatile liquids such

as parnt thrnner or benzene.

IurboChip game cards are made especially

for use wrth the TurboGrafx-16 Entertain

ment SuperSystem and will not operate on

other systems.

'Any duplicatron, copyrng or rental of thrs

software is $rictly prohibrted.

1 Bemove the TurboChrp game card from

rts plastic case

2 Hold the TurboChip game card wrth the

trtle side up and gently slide rt rnto the

Game Card Port until you feel a frrm

click (do not bend the game card or

touch rts metal parts as this could

erase the program)

3 Slide the Controi Deck Power Swrtch

to the 0N positron (rf your game card is

not rnserted properly, the Power Switch

will not move allthe way to the rtght)

4 The title screen of your particular

TurboChrp game card should appear on

your television.

Get Ready for Turbo-charged

Pinball Action!
'Alien Crush" rs a spellbrnding vrdeo ptn

ball game combtntng real, "turbo'charged"

pinball actron wtth far-out alren graphtcs

Rack up a winning score as you discover

all the twrsts, trrcks and hrdden bonuses

inside the caverns of some ol the most

outlandish alten worlds yott've ever seen.

You control the ball speed, fltppers, even

"trlt" the board. Nothing can prepare you

for thrs ultimate alien encounterl



ln Alien Crush, as in real prnball, you must

use two flippers to keep a ball in play. The

basrc game controls are Button I and the

Direction Key- these operate the flippers

(Button I is also used to actrvate the plunger

mechanrsm).

0irection l(ey
0perates left

flipper.

Button ll allows you to shake the board and

affect the roll of the ball. When you press

this button, you'll be able to nudge the

playfield just like a real pinball machine.

Ball speed and music are selected from the

title screen.

0hject of the Game

Defeat the alien organisms on both levels

of this living pinball machinel Compete

with your friends for the highest scorel

Blast the ball past the alien guards and

into four bonus rounds where even more

slimy creatures await you.

Staning the Game

Press the BUN button

This starts the game from the title screen.

Pausing the Game

During play, press the RUN button to

pause.

Resetting the Game

During play, the game can be reset to the

title screen by holding down the HUN

button and pressing the SELECT button

at the same time.

SEIECT Button
Select ball speed

and music prior

to play.
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RUlll Button
Press this

to pause

during play.

Button ll Button I
Used to "nudge" 0perates right
or shake the flipper
board.
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The main stage of Alien Crush consists of

the followrng 2 screens.

G) S|rme

G) Brain Buster

G) Dead Bones Lock 1

O EyeballFlrpper

Left and right flippers operated wilh direction key

and Button l

O Dead Bones Lock 2

O Upper Gate Lamp lights when ball passes through.
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@ BonusCounter

(upper level)

(!) Tentacloid Lock

0 DeaO Bones Lock 3

@ Bumper

G) Claw One Goalpost that prevents ball drain

when certain conditions are met.

,rl
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O Leilalienlargets

@ BonusCounter
(lower level)

0 l\4outhTrap

@ ClawThree

O Scorpion Bumper

G) Deflector eye

@ Rightalientargets

O ClawTwo

Plunger

Launches the ball rnto play when Button I

rs pressed The longer the button is held,

the more compressed the spring that launches

the ballwill become.

Appears Ball Drain

When the ball passes beyond the flrppers

rn the bottom plalreld, one ball is lost

and subtracted from your reserves.

The prrncipal characters and obstacles are as

follows. The letters at the left correspond to

the points and function 0n page srx.
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SIIME 500 pts or. When al the sl me are k lled the goa posi goes up

BRAIII EUSTER '1000 ptr When ball hits this 10 imes, alieo appears and you get a 500 000

pt. bonus.

DEAO EOtIES

roct( 2

2000 pts When a ball passes th.ough here. the bonus rn the upper screen

increases.

EYEBAtI, 3000 pt3 Chanqes positions ol bumpers and lncreases bon!s pornts by 1000

DEAD BOTIES

toct( 3

2000 pts Under certarn ctrcumslances lhrs becomes an entrance to the b0n!s

screen

UPPER GAIT 1000 pt3 Er. When all 4 lamps are ltt simultaneously, you can wln a bonus by

getting a ball In the Tenlaciord Lock

UPPER TEVET

80itus c0utITER
0 Lrghls up and records bonus when ball goes through area wrlh green

lamp rt.

TCIITACTOIO 1000 ptr Sometimes open; sometimes closed

DEAD BONES

toct( 1

1000 pts Opens when a ba I passes through the lelt post oi the !pper gale

Normally prevenls balls Irom pass ng tlnder certa n clrc!mstances

thls becomes an cntrance to the bonus screen

BUMPER 200 pt3 es. Flashes when hit by a ball. I posiiions aitogether

CTAW ONE 2000 prs opens when bonus lamp 15 I I ed

LEFT IARGETS 1000-2000 pts lncreases rate ol bonus when all 3 are knocked ovel

TOWER TEVET

BOIIUS COUltlTER

0 One rghts up each trme an egg rs hrt bY a bal I lamps

altogether.

MOUTH TRAP 0 Opens when all the left and right targets have been knocked over

You receNe a bonus rf you get a ball in.

CIAW THREE 1000 pts Opens when all 3 r ght targets are knocked over

SCORPIOil BUMPER 500 pts Ahen appears when ball hrts this 10 times.

OEFLECTOR 500 pts ncreases the ower screen bonus by 1000 pts

RIGHT TARGCTS t000-2000 pts lncreases rate oi bonus when all 3 are knocked over

ct Aw rwo 2000 pts Opens wher all 3 lell ta-gels a'e klocled ove-
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In addition to the main stages, there are 4

bonus screens. Bonus points are added when

the ball drains, and a special bonus is award-

ed for completing each round. The condi'

trons for entering each of the various bonus

stages as well as the goals for completing

each bonus rack are as follows:

Entry Get a ball in Dead Bones Lock 1 when the

bonus multiplier lactor is an even number.

Goal Repeatedly hit the eyeballs near the bumpers

to open them up.

Entry Get a ball in the Dead Bones Locks when

the bonus multiplier is an even number.

Goal Hit the aliens and the skulls repeatedly

to drop them in the holes.

Entry Get a ball in Dead Bones Lock 2 when the

bonus multiplier factor is an odd number.

Goal De$roy the centipede heads and body parts.

Entry Get a ball into Dead Bones Lock 3 when

the bonus multiplier is an even number.

Goal Destroy all the aliens. Aim for the small

aliens that circle the big aliens before destroying

the bosses.



Winning extra balls and accumulating bonus

pornts are decrsive factors in achieving high

scores!

One of the keys to high scoring are the

bonus accumulators rn the upper and lower

screens. When the multipliers and the stan-

dard pornts have been increased, you can

easily score big Points.

For the upper screen bonus, its a good idea

to concentrate on accumulating balls in the

upper gate. For the lower screen, knocking

out the left and right targets is a good

technique.

Also, you win an extra ball when the bonus

lamp is lit, and you complete a bonus round'

1 Don't miss the last chancel A{ter the last

ball is gone, there ts a number-match

game that awards an extra ball-tf it

matches the last three digrts of the score,

you win an extra ball

2 Scorrng and Name Registratron lf your

score is one of the top {ive, the screen

appears and you are allowed to enter your

name. Use the direction key to select the

desrred leiters and enter them with Button

I (use Button ll to cancel out entries).

Ending the Game

The game is over when no more balls

are left.

Call the TurboTeam at (312) 860 3648 for

addrtional game PlaYrng trPsl

',1 a H0[rE ELECTH0NICS IUSA) NC ("NECHE") warants thrs

ir rduct to be llee ilom deiecls n matena and workmansh p under

lln,lollowrng termS:

HOW LOIIG IS THE WARRATITY
Th s produci rs waranted ior 90 days lrom lhe date oi lhe I rst

(:0nsumer purchase.

WHO IS PNOTECTED

Thrs watranty may be enlorced onlY by the lrrst consumer p!Ichase.

\b! shou d save your prool ol purchase n case ol a warraniy clalm

WHAT IS COVEREO

Except as specrl ed below thts warranly covers a I deiects n matenal

Dr workmanshrp rn thrs product The lol owtng are not covered by

the warranly:

I Any product that s not drstnbuled n the U S A by NECHE

0rwhrch rs not purchased rn lhe ll.S.A kom an a!thofrzed

NECHE dealer

2 Damage, deteflora|on or malluncllon resultlng Irom:

a) accrdent, m suse. abuse, neglecl, mpact, irre. [quld damage,

ghtnrng or other acts oi nature, commeTcra or nduslral use

unauthonzed product modifcatlof, or la lure to follow nstruc

trons supp ed wrth the Producl;

b) repa r or attempted repa r by anyone noi authonzed by NECNE;

c) any sh pmenl 0l the product lcla ms must be subm lted to

the catrrer),

d) removal 0r rnslallalrof ol lhe product.

el anv other cause lhal dorli nol ftrale lo a producl delect

HOW TO OBTAIN WARRAITTY SERVICE

For watranty nlormalron 0r game support call (312) 860 3648

Monday Fr day B:30 a m. lo 5:30 p m Cenlra Trme

TIMITATIOTII OI IMPI.IED WARBAIIITIES

ALL IN,4PLIED WABRANTIES, INCLUDING \AARBANTIES OF I/1ER.

CHANTABILITY AND F]TNESS FOR A PABT CULAB PURPOSE, ARE

L M TED N DI,]RA] ON TO THE TENGTH OFTHISWABRANTY

EXCTUSION Of DAMAGES

NECHE'S LIABILITY FOB ANY DEFECTIVE PRODUCT IS LIN,'IITED

TO lHE FEPA R OF BEPLACEMENT OF THE PBODUCT AT OUB

OPT ON NECHE SHATL NOT BE L ABLE FOB:

L Damage to other properly caused by any deiects rn thrs product,

damages based upon rnconvenrence. loss oi use oi lhe product,

loss oi trme commercal losst or

2. Any other damages, whether ncrdental, consequental or otherwse

SOME STATES DO NOT ALLOW IIIV TATIONS ON HOW IONG AN

N/PLIED WARRANTY LASIS AND/OB DO NOT ALLOW THE EX

CLUSIONS OF L]MITATION OF INCIDENTAL OB CONSEOUENT AL

DAMAGES, SO THE ABOVE L N/]TATIONS AND EXCTUSIONS l\,IAY

NOT APPLY TO YOU,

HOW STATE I.AW RETATES TO THE WARRANTY

Th s warranty gves you specrfic legal nghts, and yo! may a so have

other aghts whrch vary lrom state to slate
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