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GALACTIC CRUSADER CONTROL SUMMARY

Controls

Control Pad Arrows: Mova the Star Ship in the ndicased dwactions,

Button A:
Button B:
Select Button;
Sturl Butlon:

Devica Carrler:
Gama Device:
Photon Device:
Pulsar Capsule:
Plasma Capsule:

Causes ta Star Ship to fra,

Releases or raattachos fring devices 1o the Star Ship.
Moves the cursor 1o selact cptions on the screan,
Stans e game. Also reezos the game,

Special Objects

Atiach Star Shp 1o activale liring davicas,
Givas you an extra line ol hinng.

Givas you two axtra lnes of finng

Fires pulsar waves,

Fires plasma blasls.

Corkscrew Capsule: Fires in cofscrea pattom,

Slar Gale:

Gives you one acdinonal Star Ship




GALACTIC CRUSADER
. INTRODUCTION

Your siar ship is alive - a metamorphic
craature that can transform fram a huge
llying insect Inlo a metalic dasiioyer.

Panelrata squadron aller squadran ol
bizarre aien lortiicabens! March onward
1o a final confrantalion against ar all
pawearlul anamy.
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A PRSI EE RE S . SR e e

Sioro at room temperature. Do not subjoci to environmental extremes.

Always ensure that power is off beforo inserting or removing the cariridge
from the Nintendo®system,

Keep contacts clean (do not louch them and store the cartiidge in s box when
not m use).

Do not try to open or disassemble the cartridge.
Do not sit too close o your television,
Do not dean Ihe cariridge with chemical agents,

Ninteado, Nintendo Entertainment Syslem and NES arv tradvmarks of Nistenilo of Amerxa, loc
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Contrel Pad
Arrows:

Butlton A:

Button B:

Select Bullon:

Start Bunon:

Il. GAME CONTROL

Move tha Star Ship in the indcatad
dirachons, |
8,8 == ol

Causns bath the Siar Ship and tha fring
gavico o fire.

Ader tho Star Ship comas into cantact with he Device Carmer, Bulion
B zan be vsad to atach or datach fring devices to and from thae Star
Ship's Iroat ef rear. (To attach: Push Buton B to enable
magnotizaton of firng cevico towards tha Siar Ship and movo the
Star Ship Bahind or in front af tha finng device bafora contact. To
datach: Simely push Bution B o launch hnang devica,)

Mavos the curser 10 selects ophions on 1o screen.

Starts tha game  The Start Bultan is alsd ysed to freeze the gamo
during play.




LIFE FORCE
GENERATOR

-

STAH GATE

. GAME MECHANICS

You @o tho captain of a metamorghic Star Ship. Loaded with power
anc calarmination, you shee through anemy lormations. Every timo
tha Star Ship sustains any camago, it will transform into & dferem
ship. Be caralul though, for your Siar Ship wil explode when its
metamerphic capabiliies run cut

Al the and of each world, you will tace a sizable enemy. Your bast
bat is to reserve your metamarphic abillies and to ablan proper
wiapons belore Maso confrontalions.

Llfe Force Generator: Brngs you lull metamarphic power.

Star Gate: You wil varn an addtienal ship by going mrough this
ginli

IV. FIRING DEVICES

s

G
A

DEVICE CARRAIEH GAMA DEVICE PHOTON
DEVICE

Tnare are many helpful devices which you can use along the way. The mosi potent
of tham are the liring devices. To cblain thase devices, you must search and connect
wilh 1he davice carrior, Firing devices give you a lot of added power and here are
savaral ways 1o use them. As a detached liring station, i1 can breax up enamy
larmatians balore they reach yeur ship. As an atlached linng dewce It gves you
cancantrated fring power. It you learn how to altach the same davice behing your

ship, tha device fires at enemy ships approaching from the rear.

Device Carrier:  Amtach Star Ship 1o activale liring devices.
Gama Device:  Gwves you an exira ine of firing.
Photon Device: Gves you 1we extra lines of fiing.
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V. WEAPON CAPSULES CARRIER GUARDS

Thess anamias ara ctian lound near Devico Carraars,
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PULSAR CAPSULE PLASMA CAPSULE CORKSCREW | W o,
CAPSULE j
MEGA POD JELLY BELL CRYSTAL VETEOR FUNGUSTONE

Waapon Capsules can be a powerful additon 10 your Star Ship if you can identify the
prolarred capsules. VIl ENEMIES

Pulsar Capsule: Fires pulsser waves. 7 ™\ / ‘\l
22

Plasma Capsule: Fires plasma blasts,

Corkscrow Capaule: Fires in corkscrew pattem. \ ) \ / \P
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VIl.L ENEMIES (Cortaued)
N e i
ey X,

FOISONOUS TICK DRAGON WASP NEFFPHTHON

C b ()

PINCH WALKER MEUROTCUS

n )

) (2) (¥

CUBICUS GOROUS SPIROUS DRAGON KING

Cubicus: Watch ot for its hydraulic extensions!

Gorous: Homea 10 a band of blood sucking bats.

Spirous: Its long arme can easily locate and dastroy your ship.

Dragon King: Ono burning brea®h will bun your ship 1o a crispl

o
MEGA FLY SHELLED CREEPFER HEAMIT BELL
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COMPLIANCE WITH FCC REGULATIONS

This equiprart ponorams ard uses raca Bisauercy arergy anc # nol ratalod and Lsec properly, that &, »
ocaoedanca witk the manulacturer's ratrctions, My causa linferonco to radio and wkevision recaplion,
1 Fas been typa 1asted and lcura 19 comply wih tha limis for a Class B computing cavicn » acrelance with
lha.lpn-nﬂnﬂuni M Subpartd ol Par 15 of FCC Rubes, which are dasned o prov k3o reascean s prckection
AGEMA such rterdorercs i a roskdontial inesiotion. Hma HIUITETE SO Cause inleroreron 1a rack or
tetovsion reception, which cam te decormingd Jy lrnirg e ecuipment att and an, 2w user & UL TTETHEY
16 Iry o carndt iFs miorferant By ore or mam of Tw fokaming mansures:

*  FRoanam the reosivirg artérra

*  FRolocate the NES*aEh rassect 50 =90 moniver,

= Mcvn tha NES®iway lrom the mecsiver.

* Phgthe NES*%imo a diferom okt so that NES®ind recebver am e arlerert ciiculs,

It recossary, the user shoukl corsuk e dasiirn o an OED Wi radainkaser lnchmzian 1ar ana A
BUROSTErs,

Tre user may lind the leliewing Saaklel propame vy e Fodeml Corrurications
) 'S Comesnon Felplul: HOW
TOIDENTIFY AND RESOLVE RADID-TY NTERFERAENCE FROBLEMS. Ths backwt is availase “om thi

U5 Goverrrert Prirting Clico. Washingon, D.C. 20402, Steck Mo M4-000-00045. 4

Nale: NEE®Ia the abbreviation lor Mintenda Entertalnment Syslem®
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90 DAY LIMITED WARRANTY

fwinch Games, Inc. IMANUFACTURLEL war-
s 10 the ongna! purchaser thaol this Bunch
Gores Garme Cartricgs (CARTRIDGE) ahall bo
o from defects in matenal sne soekimarahip
tar aperodof D) doys from ke date al purchase.
N oa defect cosarnd by his wamanly oCcurs
willr e warrsaly panod, Buoon Gamas will at
3 ophon repalr o replace the detective CAR-
TRIDGE fren of charge |escept los the cost of
whering the CARTRIDGE).

70 HECEIVE THIS WARRANRTY SENVICE

1 Simply pack your CART RIDGE lcgethm
will thie ceiginal datled peool of purchase
1Sales Sla) and cicle the fem,

inowde o rote swating she nature ol the
peobam o daelecl.

3 Hetum your packags heighl prapaic. as
your aoar rizk of shipoing cdamage, silkan
e 90-day wamanly penod 1n: BUNCH
GAMES INC. CLUSTOMER SERVICE
DEPARTMENT 442 IRVINE DLVD..
SUITE 1534, TUSTIN, G4 52650

Tz warrandy shid act apgly il the CARTRIDGE
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Fas beern dameged by mgigance accidant
rmadihcolion. tampenry), unrassceabs e, ar
by alner causea unmciated o defact e ratsnals

of workirarahip

LIMITATIONS

IF APPLICABLE, ALL IMPLIED Wi RRANTIES

INCLLUDING WARRANTIES CGF MEACHANTA.
SILITY AND FITNESS FOR A PARTICULAR
PURPOSE AHE HEREBY LIMITED TO B0 DAYS
FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO THE CONDITIONS SET FORTH
HEREN. Innogsent shal/l Bunch Gomes be kelc
hatida for nsdaatal andior corsnguertia dam-
agus loe the raach ol any exprass of implied
Wworartes The provisions ol this warranty are
walid in the Uhileg States only Some slates do
nol Hlow limitatans oo how Brg an impoad
warrarty losts or pxs asons ol conssquent &l or
modanlal damages. 50 the ahcye limitatons
Arvl asciusions may not apply 12 you, This ear-
rarty gives you specilic ksgel ngnis, and you
may have alker righs whick vary ‘rom =iale lo
alalw



NOTES
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GALACTIC CRUSADER EVALUATION SHEET

HNAME. AGE; SEX:

ALDAEES.

DATE. I I PICNE & (Oclora): ( } -

GRADING SCALE IWORST 2:1aD JAVERAGE 40000 SEXCELLENT

1) GAME S OYERALL ENTEATAINNENT VALLE 3
& COMPARED WITH GAMES THAT YO FLAY REGULARALY
w Wﬂlﬂﬂ'ﬂl!‘ﬂ ALL EXISTING SAMES

4 WARIETY |ENENIES, WORLDS, TRICKS, WEAIMOINE)

S GRAPHCS [CCULOR, DESIGH, AMNATION)

By SCUND EFFECTS [BACKEACLMD NMUSIC, ANMATICHN)
TIDFEFICULTY LEVEL (% TOOEASY ., & TRODOIRFICULT]
B FLAWS DR FROBLEMS {!: NCNE . . I TCO MANY)
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BUNCH GAMES, INC.
1442 IRVINE BLVD., SUITE 134
TUSTIN, CA 92680




