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The Army of Darkness hos returned - Armogedden hos arrived!
The Federation's meogre nucleor defence systems were no
match for the Mochine phasers lounched from deep space.

The golary now remains o smouldering westelond, fallen
under the wrath of Evil,

Shipwrecked somewhere in this devostated reclm, the last
remaining survivor of the United Freedom Forces (UFF), it is
your duty to thwart - by whotever means possible - the
Machine's ploa to tronsform the devestoted goloxy into their
new defence stronghold.

Unfortunately, the Machine hes alrecdy begun positioning their
forces deep within the choos. Not onfy must you prevent
odditionol forces from invading, you must also drive out these
vicious cyborg mercenaries.

Good luck, salute and be well.

1. Turn off your Super Nintendo Entertainment System by
sliding the POWER bor awoy from the Game Pok slot,
Plug a gome controller info your system,

2. Insert the Super Turricon 2™ Gome Pak, lobs! fecing front,
in the system shot.

3. Turn on the system by sliding the POWER bor toword the
Game Pok slot.

4. When the Title Screen oppeors, prass the START Button 1o
skip Introduction sequence ond begin play.

SELECT  START YBussn BButisn ABumon
Batton Bution



This manwal refers to the following directions:

T0 MOYE CHARACTER: Press the Control Pod LEFT or RIGHT.
T0 JUMP: Press the B Button.

T0 DUCK: Press the Control Pad DOWN.

TO FIRE WEAPON: Press the Y Butfon,

TO ACTIVATE CYBERFIST: Press the R Buttoa.

T0 ACTIVATE NITROGEN FREEZE LASER: Press the L Button.
T0 ACTIVATE SMART-BOMB: Press the X Button,

TO ACTIVATE ENERGY WHEEL: Press the Control Pod DOWN
ond the B Button simultanecusly,

T0 PAUSE GAME: Press the START Button.

In the WATERBIKE 2D sequence, the controls chenge. To turn
the bike press either the JUMP button or buttons Lond R.

I the WATERBIKE 3D sequence, you con do o full barrel-roll by
pushing to one side and pressing either the JUMP button or
buttons L and R.

Press the START Button fo access the Options Menu,
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To make o selection in the Options Menu, highlight your
selection ond press the Control Pod Left or Right to change the
options. Press START to exit the Options Menu.

The following is o list of the variowus ovoilable options.
DIFFICULYY:

Seledt from Easy, Normal or Hard,

Al difficulty levels give you 3 lives. In EASY mode there are 3
continves, in NORMAL mode you have 2 ond in HARD mode
there are no continues.

In EASY mode, the final boss is missing, insteod there is o short
statement to fell you that you havea't totally succeeded - the
credit sequence and music are missing.

In NORMAL mode, the Jost boss and credits ore added.

In HARD mode, you ore given two extra sequences.
SOUND MODE:

Here you con somple the vorious soundtrocks in the game.
Select from Mono, Stereo or Surround.

SONG TEST:

Use to sample music from the different stoges.

PAD CONFIGURATION:

Allows you fo change your Control Pod set-up,



"l MAIN GAME SCREEN

“— SCORE - Displays your current score.

TIME - Disploys how much fime you have remoining fo

g complete the level,
i LIVES. Disploys how many lives you have remaining.

HEALTH METER - Displays how much energy you

have remaining.

SUPER BOMBSS - Disploys how many Super Bombs you
wwrrently have.

ENERGY WHEEL METER - Disploys how much time remoins
in Energy Wheel mode.

To collect o weapon, simply jump into it. You con collect four
different types of weopons, designoted by coloured icons.

Eoch weopon con be upgroded three times. If you lose o life,
however, your weopons will be downgroded one level.

Spread Rifle: Fires o powerful spread shot, very effedtive in
the open field.

Laser: Perded for extremely fough enemies,

Floma Thrower: Use fo fry pesky Yorok roiders ond onything
else that moves!

Rebound Luser: Fires shots that rebound off walkways and
walls - not Yuroks. Yery useful for enemies obove or under you.
Homing Missile: Fires outomatically when you fire o normal
shot with ony other weapon. Homes in on the lorget and
KABLAAAMI

Smort-Bomb: Fires o gioat blast that eliminates all enemies
im on-screen. You can hove o maximum of 3 smart-bombs.

If you die, you loss one bomb, but you olwoys keep one os o
minimum wpon reanimation.

The Energy Wheel (invincibility): To activote, duck and
press the B Button simultoneously, To de-odtivate, simply jump
{press the B Button), With the Energy Wheel activoted, you con
only loy mines ond throw bombs - you cannot fire your special
WEQpons.,

The Energy Wheel con be odtivated for o limited time,

os indicated by the green bor underneath your Health Meter,
Your meter is re-energised before beginning each new level.



- DUNE WORLD

The Machine's insidious presence hos fokea root on o desolote

= | sond world. Armed with yoor Turricon Assoult suit ond a turbo-
47 chorged hyperspace hog, you'll begin your quest agoinst sond

leeches ond exterminator droid wnits, toxic sludge, Machine
tyborg hevercraft ond 40 i, dune snokes.
Remember: Powes-ups! Power-ups! Power-ups!

SAND PLANET
Severol Mochine bottalions have penetrated the once-thriving
sond metropolis. You'll need to moke use of your sharp

f' shooting and scaling obilities 1o survive! Whirlwind ground

droids and hovercraft ottackers will provide you with the mest
trouble, but keep oa eye oot for anything ond everything.

. THE SEWERS

Machine sludge have slithered their woy into the sewer system.
" Watch your step os these pipes are very frogile. One wrong
i move and you could be swept out to sea with the rest of the
waste, Your biggest foe down here is the stench, visible os
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foggy green gos thot when inhaled, will dog your cylinders and
shut down your mainfrome. In other words, beeothe ond you're

$4rop.

PIRATE ATTACK _
We hove received reports thot o stray pirote vessel has been :
surveying over the desent, Hitch o ride on this thing, but be
coreful. Word is it’s monned by an army of oerial cttodk droids. |
Then get ready o parfoke in some robotic aerobics os your only
roule to sofety is a ride on o slippery sand snoke. Time eoth
jump perfectly or els2 you'll end up with your head in the sand.

JAWS

The only way off this heinous planet is through evil’s mascot - |
the mother desert eed, Use your cyberorm to latch onto his giant

molors as Machine raiders try and feed you 1o this overgrown

worm. Also beware of its tongwe/droid onnihilator.
Be olert! One slip ond you're dinner.

SPACE ESCAPE

You've been coptured by the servants of the Mohine and must -

escope and boldly veature into deep spoce, where even more
Nathine forces undeosh their wrath on this once-peaceful
goloxy. Here you'll wage war on the Machine destroyer ship




and battle cyborg scouts and yellow jocket sayers - oll the while
stoying dear of the dircuit-searing repulsion beam.

i HELL’S CORRIDOR
Here's where Mode 7 reolly kidks in. Boord your golodic

£ . thopper and go throttle-to-throttle with Yurok mercenaries of

- worp speed - in Hell's corridor. Dodge their possessed eyeball
fire, ond watch out for the cuter spoce Horley dudes with the
giont drill bits. These guys reolly know how to shred...literally!

CYBERNETIC INSTALLATION
4 Deep inside the Machine’s battle cruiser awoits your toughest
. nemesis yet, But before you tangle with her, you must deal with

« groend droids, massive cothede-roy spitting brain motter,

electron fields and repulsion beom borriers. Your spreod shot
will come in hondy here.

o RETURN TO HELL’S CORRIDOR

gi  You know the scenario. Less laser beam wolls.
' More wild cyborg bikers.

THE GREAT ESCAPE
The web of terror awoits. But first, you must survive the ride.  #
Hang on tight as you leap from live missile to live missile on o '.

journey through space of blinding speeds. Timing is everything 8

- one slip ond you're o human sabellite.

THE WEB OF TERROR

With a thorax full of ermour-piercing venem, ond an ormy of

cyberspiders of her disposal, the Mochine's pet tarontulo O

weaves o virtuolly inescopable web of terror. It's going to toke
oll the firepower you've got to exterminate this mechonised
spider, so moke every shot count and prepare fo give your
cyberfist an extreme workout.

WATERY GRAVE ;
You've boen rescued by o pirate voyoger and tokea to the
infomous Woter Planet. But this ain't no doy of the beoch os g
underwater saipers, piranhas ond deep seo droids owait fo i
bury you in o wotery grove. Colled oll the weopon power-ups
you con for this one - ond sty dear of the jogged caverns.

PIRATE BASE
From woter fo lond, you oftempt to disarm the pircte’s
generotor wave. Dowse pirate grunts, blast the wave, then dive
back into the water before, KABLAAMI!!




DEEP SEA NIGHTMARE
I’s time to dive in ogoin. Prepare for more underwater saipers,
pironhas and deep sea droids thot awoit 1o bury you - once ond

i forall.

DEEP SPACE WHIRLPOOL

Prepore for o dizzying descent to the Machine's black hole
T stronghold. It's downhill from here os you venture heod-first
= through o deep space whirlpool filled with unrelenting spece
bikers, lethal energy orbs and stomoach-turning ether waves,

MANTA WAR

Get ready to meet the mest vicious Jevel boss i the history of
the golaxy - the manta! With  tail thot con cut o geloctic cruiser
i In holf with one swipe, this guy is somecae you definitely don't

= wont to mess with. Unfortunately you have no choice - he

guords the secret to the lotation of the overlord's palace,

THE FINAL CONQUEST
Located on the corona of the sun rests the overlord’s palace.
Get ready to melt your woy through o scorching moze of steel

Wl ond fie, before recching th king of Dorkness himself, I's ust

you and him now, Winner tokes all. Defeat him and the golary
will be free ogain. Get burned...and evil rules the universe.

EVIL'S PALACE :
It's simple. Blow wp the poloce, get the heck outto there, .
become o hero. Job well done, Turrican!

Turrican Copsules: Shoot copsules Yo free weopoas and
power-ups.

Goms: Collect gems for bonus poiats.

Man lcon: Colledt this icon and receive an extra life,
Diamonds: Colled 30 diomonds to get one extra life of the

end of @ stoge.
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To complete a level, search around for the ‘exit’ sign. But
bewore, where there's an exit sign, monsters are sure to follow.
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