


READ THIS BEFORE YOU
START

The SEGA CARD and the MEGA
CAATRIDGE are intanded axclusivaly for the
SEGA MASTER SYSTEM.

HOW-TO-USE SEGA CARD
MEGA CARTRIDGE

1 Make sure thal the POWER SWITCH is
“OEE"

2 Next, insan the SEGA CARD or MEGA
CAATRIDGE ino the SEGA MASTER
SYSTEM (see the illustration balow)

3 Turn the POWER SWITCH "ON".

If nothung appears on the screan, check 1o
see that the inserlion as descriped in *he
above point is properly made.

.6f, i8ing, firs! be sure to turn the
compusar's POWER SWITCH "OFF" and
then pull out the SEGA CARD or the
MEGA CARTRIDGE and put it in its case
for safe storage

* INTRODUCTION OF THE
“TEDDYBOY™ CHARACTERS +

! TEDDYBOY
4 courageous boy wha rushes out
> desiroy (he monstars in the mys.
t2rious mazes. His handling and Fir-
ing ol the MICROGUN is as skillfwl|
as a professional gurman's 5.

(7 YOKO

Scared of being in the maze, | dorn't
appear on 1he screen, bul will cheas:
you an by singing the “TEDDYBOY",

MICRDGUN

TEDDYBOY uses this to shoot the
creatuies who become small when
they am hit. Even the feaful moa-
sters tam into small and weak crea
tues when shot .

Theresfier, all you have to do is 1o
desiroy thern by making contact!




[BLUE MASKED MONSTER
This humanlike monster turns upon
TEDDYBOY by walking and
jump ing

(1) DENDEN
A snail type moaster thal vertically
moves in the air. It's a coward Lthat

pulls in its head when z bullet hits
its shell

I IMORIN
A gramn catarpillar type monster
that crawlis around the walls. 11 falls
on TEDDYBOY when ha comes ur-
dzineath.

) SLOW MDVER
A slowly moving type of moenster
that steadily charges at you De-
siroy i1 by shooting 8 bullets!

|,_L'|

Il

1 DHARMAMN
Ths i a tumbler type monster,
which as & group lining up one af-
ter another, skips around the walls
and fiies thiough the air.

D PYON

B Ylea type creature that skips
argund in a group. 11s movement is
the lzstest among all the monsters.

1 OSHISHI
A lion's mask like monster which
sleadily aftacks you while it is free

Iy and quickiy moving around the
mares.

* Whan playing by using CON-
TROL PAD*

ASTART bution
UMove TEDDYBOY (-+).

Player's falling speed
becomes slow

Lelt Right

Player's falling speed
becomes fast.

TUUM? putton
IMICROGUN SHOOTING buttan




* HOW-TO-PLAY *

TO THE SKILLFUL PLAYER OF
“TEDD¥BOY"

There is nothing special to say 1o
you. Try to score as many points as
you can, making full use of the skill
you gained while playing the game
at the arcades!

TO THE PLAYER WHO PLAYS
“TEDDYBOY" FOR THE FIRST
TIME!

* PURPOSE OF THE GAME =

Within the limited time, destroy all
of the monsterous creatures in the
maze by using the MICROGUN! The
BONUS GAME is a good opportuni-
iy 10 score many points.

* GAME OVER *

»

The number of TEDDYBOYS allotted
ai the beginning of play is 3. Losing
all of them will result in GAME
OVER being displayed on the
screen

The player loses a TEDDYBOY in
the following cases

1. When TEDDYBOY comes into con-
tact with the enemy.

2. When time is up (see page 22).

An additional TEDDYBOY is award-
ed when scoring the following
points-.-. 100,000 and 400,000 poinis

w STARTING *

For 1 player

Show just how quickly you can
draw and fire your gun to those im-
pudent monsters.

For 2 players

You and your fnend are friendly
rivals compeling to find oul who is
the “speediest” and has the “quick-
est draw”. Which one of you will
win?



For 2 players, push the 2P CON-
TROL PaD 37TART bution

' For | player, push thae 1P CONTROL
FAaD STAST bution

: Player 1 is the first to start the
game

TOP (nigh score)
tUP (scome of Player 1)
2UP (score o1 Player 2

ROUND (number of rounds that
the high score player to
date has clearad, and
number of rounds that
Player 1 or Playe 2 is
presently playing

REMAIN (the remaining aumber of
TEDDYBOYS for player 1
anc Player 2)

MNote 2UP is indicated only
when 2 players are
playing
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#* SCROLLING #

A mysterious maze that on the sur-
face looks like a never ending area
lies in front of you

Actually, it's a magical trick done
by the monsters to bewilder you
Move TEDDYBQY in the direction of
the arrow -+ and you will see that
the monsters that were on the up-
per walls of the screen now appear
in the same manner on the lower
part.

Keep your eyes open, and do things
carefully and in a composed
manner

1 DESTRUCTIBLE BLOCK
2 DICE

3 TIMER

3 DISAPPEARING WALL

+*DESTRUCTIBLE BLOCKS AND
DISAPPEARING WALLS *

® The destructible blocks prevent
the monsters from intruding
When obstructing your way, these
blocks can be destroyed by
shooting at them and as such,
the blocks are very convenient

®The disappearing wails are dan-
gercus decause they break ang
dsappear when the plaver con
tinues to stay 1t the same posi
tion. Howevar, this feature helps
you sometimes

* THE MONISTERS COME OUT OF
THE DICE AND THENM ... *

¢ The dice seen here and thers are
where the monsiars are IWI”‘lg
The dots on the dice indicates
the rumbe: 2t moasters insidez i
Whan all of the monsters fy out
and not hing remains, the dice dis-
appears
* The dice also disappears when it
15 shol by a number of bul lets.
If a monster which became a
miniature after being shot by the
MICROCUN i= ieft in that same
condition. hen it tures intc an
EYEBALL BUG which di sappears
after slightly biting off the timer
* Basically it is imponant that the
mvniat ure rmonst er shiould be des-
troyed by making contact wilh
sgon alter t tums into this con
figuratian




* TIMER #

& The remaining time indicated by
the timer gradually decreases
starting from the darc biue por-
tion o the =d portion.

®ilihen 1he level reaches D, time is
up, resulling in yowr iosing a
TEDDYBOY

®|n the following casas, the count
ing af the rerpaining time starts
fram the FULL condition:

1. When you lose a TEDDYBDY
and restant with thie nest one

2 When you start playing the
next rownd

®Afler cleanng the round, the mors
remaining time you have, the
higher the TIME BONUS poirts
tkat you score.

SiRed
IDrange
@Yellow
“White

S EBlue

& Darkblye

+SCORE *

Destroying a monsier by using the
MICROGUN ............... 10 poinsts

Destroying the miniature monster
oy making contact with it ... 200
Joinis

Destroying a large nwmber of minia-
Iure monsters in 3 short period of
time will 2arn you many points.

#* BONUS GAME »

®Th: BONUS GAME starts when
clearing ROUND 2.8, 10 14.

®Wihen the dice are shot, the fol-
lowing presents or obstacles will
come out of it When the same
kind of present appears two times
in a rew, the high points indicat-
ad Dalow in the parenthesis are
samad.
Baware of DENDEN and the EYE-
BALL BUG!




Cigarettes
400 points
(1,000 points)

Beer
800 points
(2,000 points)

Red sneakers (shoes)
1,000 points
({5,000 points)

Blue sneakers (shoes)
2,000 points
(10,000 points)

Stuffed toy bear
5,000 points
{20,000 paints)

I Stuffed toy monster

10,000 points
(50,000 points)

") DEMNDEN

The despicable creature
that bites off the timer.

EYEBALL BUG
Coming into contact
with this will destroy you!




* ADVICE FROM
PROFESSOR PLAYER »

® The MICROGUN is an invincible
weapon thal steadily destryoys
the monsters. Using it, all you
have to do it is to react ahead of
time in response io the monsters’
movements!

® Make sure that you do not jump
down on the monsters or let them
do the same 1o you. Note that
carelessness causes failure.

# Performing a certain operation be-
fare starting to play the game
enables you to make 3 advanta-
geous selections. Can you dis-
cover what the operation is?

* HOW TO SELECT YOUR
DESIRED “ROUND" *

During the TITLE display, push the
DIRECTION CONTROLLER in the
following order, upward downward,
left and right, to cause the COM-
MAMD mode to appear, on which
CONTINUE, NO FIRE, and 1/2 PLAY-
ERS can be selected.

To select the ROUND, push the
DIRECTION CONTROLLER once up-
ward and 9 times downward in the
above COMMAND mode.




HANDLING THE SEGA CARD
AND THE MEGA CARTRIDGE

The SEGA CARD and the MEGA
CAATRIDGE are inlended sxclusively B e

SEGA NASTER SYSTEM.
For Froper Usage
Do not gat wet!
Do rol bend| De nol subjectte any
viclery impact!
[0 no! xpose v Do nol damage or
diract surdight! disfigure!

Do ral place near Do ol axpose
any hign empeE- thiriner, banzina, ec !
ture sourcel

* Be espacially carsful not to stck anything
on the SEGA CARDY

+ Wher wet, compiaialy dry belore Lsng.
+ When | becomas dirty, carsfully wips it

with 4 soft cioth dipoad in Spapy wats:
» Afier use, putitin ks CASE.

EPILEPSY WARNING

WARNING READ BEFORE USING YOUR
SEGA VEIDEQ GAME SYSTEM

By srral percentage ol indvdials may

expe renca aplepic sezu s wihen exposedio
ceran lighl patlems of fashing ights. Exposureto
ceran ighl patiems or backgrunds on a isavinon
sersen oo il playing woed ¢aMes May mduce Sn
epieg: wizore in these indvdisls Certan
cordbon: may nouce Lnoeetec epiletc

S MpcTy. ewen in person's who hawve ne hisiany of
per sezies o epileps). IFyou, or anyone in pour
farmily, has an spileplic conditicn. corsull your
physcian pror o playing . [fyou experience ary
¢f the iabowng symploms while playing a video
came: dizziness, atered vision, eye or MusCle
twiiches loss of awareness, disorieniation, ey
involantary movernent or convulsions.
IMMEDIATELY disconlinge iSe and consull your
physicias before resuming play.
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