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READ THIS BEFORE YOU
START

The SEGA CARD and the MEGA

CARTRIDGE are intanded exclusively for the
SEGA MASTER SYSTEM.

HOW-TO-USE SEGA CARD
MEGA CARTRIDGE

1 Make sure that tha POWER SWITCH iz
“OFF".

2 Next. insan the SEGA CARD or MEGA
CARTRIDGE inlo the SEGA MASTER
SYSTEM (see the illustration below)

3 Turn the POWER SWITCH “ON".

If nothing appears on lhe screen, check 1o
see that the insertion as descriped in tha
above point is properly made.

-ei 15ing, first be sure 1o turn the
compisar's POWER SWITCH “OFF™ and
then pull out the SEGA CARD or the
MEGA CARTRIDGE and pul it in s case
for safe storage

= INTRODUCTION OF THE
“TEDDYBOY™ CHARACTERS +

TEDOYBOY

4 courageous boy whao rushes ot
to des'roy the monstars in the mys.
terious mazes His handiing and Fir-
ing ol the MICROGUN is as skillfwli
as a professional gurman's 1s.

7 YOKOD

Scared of being in the maze, | don't
appear on Ihe screen, but will cheas
you on by singing the “TEDDYBOY™

MICRDGUN

TEDDYBOY uses this to shoot the
creatuies who becoms small whan
they a2 hil. Even the fearful mon-
sters tarm into small and weak crea
tues when shaot .

Thereaffar, all you bave to do is o
desiroy thern by making <ontact !




[DBLUE MASKED MONSTER
This humanl ike monstar turns upon
TEDDYBOY by walking and
jurmp ing

1) DENDEN
A snail lype moaster that vertically
moves in the air. It's a coward that
pulls in its head when z bullet hits
its. shell

DIMORIN
A graen caterpillar type monster
that erawls around the walls. It falls
on TEDDYBOY when ha comes ur-
dameath.

(%) SLOW WOVER
A slowly moving type of monster
that steadily charges at you De-
siroy i1 by shooting 8 bullets!
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T DHARMAMN
This is a lumbiler type monster,
which as a group lining up one af-
ter ancther, skips around the walls
and fies thiough the air.

(T PYON

B {lea type creature that skips
around in a group. l1s movement is
the lzsiest among all the monsters.

1 OSHISHI
A lon's mask lke monster which
sieadily attacks you while it is free

ly and quickly mowing around the
mares.

* When playing by using CON-
TROL PAD*

AESTART bution

UMove TEDDYBOY (--).
Flayer's falling speed
becomes slow

Left - ' — = Right

Player's falling speed
becomes fast.

TUUMP? putton
IMICROGUN SHOOTING button
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* 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
BOMNUS GAME is a good opportuni-
ly 1D 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. Wnen 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
poinls.... 100,000 and 400,000 points

* 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 competing to find out 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 5TART bution

I For | player, push the 1P CONTROL
PAD START button

; Player 1 is the first to start the
game

TOP (high score)
1UP [=zore of Player 1)
2UP (score of Player 2

ROUMD (number of rounds that
the high score player to
date has cleared. and
number of rounds that
Plajer 1 or Flaye: 2 i3
presently playing)

REMAIN (the remaining number of
TEDDYBOYS for playe! 1
anc Player 2

Mote 2UP is indicatad 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, il's a magical trick done
by the monsters to bewilder you
Move TEDDYBOY 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

7 DESTRUGTIBLE BLOCK
2 DIGE

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 walls are dan-
gerous decause they break ana
dsappear when (he plaver con
linues to stay it 1he same posi
tian. Howevar, Lhis leat ure helps
you sometirmes

* THE MONSTERS COME OUT OF
THE DICE AND THEM ... *

¢ The dice seen here and there are
where the monsias are H'A'I""I.D
The dots on the dice ingicates
the number of monsters inside2 it
Whan all of the monsters fly out
and not hing remains, the dice dis-
appears
¢ The dice also disappears when it
= shol by 2 mamber of bullels.
¢ If a monster which became a
miniature after being shot by the
MICROCUN is ieft in that same
condition. e it furns intg an
EYEBALL BUG which disappears
after slightly biting off the timer
¢ Basically it is impornant that the
merigt ure monst er should be des-
troyed by making contact with ¢
so0n after t tums into this con
figuration




* TIMER =

& The remaining {ime indicated by
the timer gradually decreases
starting from the darx biue por-
tion to the red portion.

®ilihen (he level reaches 0, time s
up, resulling in your iosing a
TEDOYBOY

®|n the following cases, the count.
ing 3! the rermaining time slarts
from the FULL condition:

1. When you lose a TEDDYBDY
and restart with the nexst one

2 When you start playing the
next round

®After cleanng the round, the more
remaining time you have, the
higher the TIME BONUS poirts
that you score.

SiRed
IDm@mnge
EYellow
aWhte
EBlus
EDarkblue

+SCORE *

Destroying a monsiter by using the
MICROGUN ................. 10 points

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

Destroying a large number of minia-
ire miensters in 2 short period of
time will 2arn you many points.

* BONUS GAME =

®Th:z BOMNUS GAME starts when
Clearing ROUND 2.8, 10, 14.

eihen the dice are shot, the fol-
lowing presents or abstacles will
come out of it When the same
kind of present appears two times
ina row, the high paints indicat-
ed bzlow in the parenthesis are
samad._
Bawara of DENDEN and the EYE-
BALL BUG!




| Lad

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 points)

| Stuffed toy monster

10,000 points
(20,000 points)

) DEMDEN

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 that steadily destryoys
the monsters. Using it, all you
have to do it is to react ahead of
time in response lo the monsters’
movements!

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

® Performing a certain operation be-
fore 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-
MAMND mode to appear, on which
CONTINUE, NO FIRE, and 1/2 PLAY-
ERS can be selected.

To select the ROUMD, 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
CAAT RIDGE are inlended axciuswvely b the

SEGA MASTER SY3TEM.
For Proper Usage
Do not gal wet!
Do rol bend | Do nol subectto any
viglert impact!
Do not sxposa Do nol damage o
cirsct surlight! disfigural
Do rot place near Do nol axpose I
&y nign lempes fhirner, banzina ec!
ture sourcel

* Be especially camful not o stick arything
or the SEGA CARDM

« When wel, compaisly dry Delong Lsmg.
» When | becomas diry cansfully wipe it
with a soft ciath dippad in soapy wabar

» Afier use, putitin is CASE.

EPILEPSY WARNING

WARNING READ BEFORE LSING YOUR
SEGA VIDEC GAME SYSTEM

By srral perceniage ol indvduats may
experenca aplepic seizu s when exposedto
ceran ighl patiems of fashing ighk. Exposureto
cerian lighl patiems or backgrunds on a ieavinon
sersen g playing woed CaMes May mduce Sn
et wzwre in these indvdusls Certan
cordivon: may ntuce unceestec epiledtc

Sy IENCTS ewEn in persens who hawe ne hisiany of
per seEuEs o epileps). IF you, or anyone in your
farnily, mas an epileptic condiScn. coasult your
physcian pror to playing. you experience any
of e fakowng symotoms wihile playing a video
came: dizzine ss, atered vision, eye or MusCie
twilches. loss of awareness, disonentation, ny
involuntary mavernent or convulsins.
IMMEDCIATELY discontinue use and congull your
physician before resuming play.
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