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ZANAC STORY

First il was probably & ting dol. A lew thousand yaars later, it grew gigantic
ancugh to cover the whole universe. The system creataed by an organic
intelligence body a long time agp was still actve éeven afler Ihe organic
intelligence body perished. The syslem had a pupcse: giving wisdom to those who
opened the icon progedy, and giving punishment of ruin to those who opened it
improperly

Dna day, scrmeone openad the icon improperly. The system started oparation and
starttec attacking them. Then, they openad it properdy, The icon ordered the
sysiem to suspond the atack, The systom hovwover ignared this order and
bocame a slaughter device. The human baings who opaned the con lell inlo
crigig, The allack from the aystem overavhelmad the ollensive power ol Lhe
human 52ings. When they weare about to perish, there was ona hoge-the system
I5 basically a strategic maching and 15 equpped for fighting against a multitude, |
i single object confrants the system by dself, tho systerm might not Be able fo
cape with il ellectively.

1 was a risky gambla, yat it was camad out in hope of success. Thay produced
the fightor madel AFX-6502-ZANAC which tock off to bogin fighting alone against
thir syslom



Name of Controller Parts and Operating Instructions

Use Controller 1 to operate your fighter.

0 operates ZANAC

@ push 2 and 3 at e same time to bagin playing a new game from where the
evious game ended. Only offactive thraugh avaa 10,

€ starts and pauses the game.

O launches conventional weapons,

O lzunches spacial wonpons.

ZANAC's AIM
The aim of the game 5 10 oparmte ZANAC and destroy ALC's-tho central base of
ther eppenant’'s machine froop,

HOW TO PLAY

Operate ZANAC and destroy the engmy. At some fortressas, where the scrol
stops, you should destroy tham within the tima limit exhiblted cn the screen, Theo
scroll starts &gain when yeu succeed in destroying these forlresses or the time
irmil I8 Gver.

I¥ you dastroy objects eithor on tho ground or in the air, variows difforent objects
emerge. |f you catch them, unexpecied things will happen,

ZANALC 5 irvincibio when its boedy flashas immediately after it emergaes on the
screen O il destrays poaer-up ilems,

The goma consists of twalve areas. VWhen you clear the 12th area, the screen
shows the ending,



POWER PLAY FEATURE

ZANAC uses ALCAutomativ Level of Difficulty Control functionwhich is
pregrammec by Al{Artificial intelligence ), The strength and quantity of the
anemy changes according to the pattern of attack and player's skill level., The

Place whara the anamy anpaars also varies game by game. This feature s
unigue 1o ZANAC, So playing ZANAC the lastest, most advanced space game, s
like playing a new garme oach time,

Exclusive Power Play feature Includes:

High rapid-fire rate increases the level of difficulty relative 1o the player's and
enamy's skill level,

Each appearance of an cbject in the air increases the enamy's slrangth,

A destrection of o fortress decreasss the enemy’s strength. Failure to destroy the
fortress resulls in an increase of the enemy s strength,

These are a fow of the ways in which the strength and quantity of the enemy s
adjusled according to both the enemy’s and playes's level,

Special Weapons

ZANALC uses eght special weaapons, Al the beginning of the game, It uses
FIRE Q. You can change the type of weapons avery time vou catch one of the
seven power chipslindicated by numbers flashing on the screen)

You can only use one type of weapon at a time,

| FIRE 0, . ALL RANGE WEAPON
Firaes into conrolled directions, Fires forward if not controlled,

2 FIRE 1, , . STRAIGHT CRUSHER
Shoots off slowdy, Crushes enemy 5 weapons.

d FIRE 2, . .FIELD SHUTTER
Shields ZANAC from the enemy's weapons. Powerlaess against the objects on 1he
ground,

4 FIRE 3, , ,CIRCULAR
Circulates around your fighter and destroys enemy's weapons, Powerless againt
thr chjocis on the ground.

5 FIRE 4, , VIBRATOR
Vibrates left and nght shortly after take-cff. Survives sixly ememy's atlacks per
weapon ahot,  Effective against the objecis on the ground.



6 FIRE 5., AEWINDER

Climbs up slowly, and deceleratas as it falls

Effective against the objacts an the ground

! FIRE 6., _PLASNMA FLASH

Destrove ansmy 8 weapons.

Eliminates all the enaemy’'s waapons in the air, including power chips

8 FIRE 7. . .HIGH SPEED

Hils and penetrates every ensmy 8 weapon and cbjest on the ground. Only can
02 aclivated for 200 seconds. The time is consumed only when you continue %o

press the bultan,

*ENEMY ERASER
Appaars whan you hil six icons on the grou
vou can destroy all [he aobjects in the air

L
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zalch Enemy Erasor,

CHARACTERS

DUSTER

Hock thatl is launched ol o long range.

UMBER

Type 11blue) ------Scatters chips e seven directions
Iype 2(pursie) ---Releases 2 chips

Type 3yaliows’ ---Scatters chips.

TERZA
Blasts cff aleng 4 designad courses
|Courses difarentinted by color blua ang rad.)

VEYBAR

Type 1bBlue) +-o--- Zooms dowm, rovorsns, Zooms, than hits
chips

Tvpe 2ivallow! ---Slanls down, reverses. zooms, then hits
chips
L7
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LOGA

Ivoe 1({blue) ----

Type 21(yellaw) -

GIZA

~-Curves dovnward, then releases chips,

Desconds slowly, then releases chips, al
regular intervals,

Descends swinging sideo to sicde. than
releases chips consacutively.

Emerges froen the bottom of the screen
Crossas the upper side of the screen

Descands from tha lop of the screen

scattenng Chips.
Flaces a revoiving delense around Effine

Descands slowly, then releases chips, al
regular inlervals,

Descends slowly, then releazes a light bar,

when it approaches ZANAC.

Descends slowly. Will not bo destroved unless you nit it 1€

thimes;.

GOLGOS

Red GOLGOS «-Launches 3 chips at Zanac,
Blue GOLGOS «.Scatters chips,

Yellow GOLGOS Launches 6 chips at Zanac

DEGID
Descends slowly and attacks Zanac. from both sides

SART (RECONNAISSANCE PLANE)
Appaars suddaenly, descends, slands slill, then Zooms. I
destioyed, Iha enamy s level 18 lowerad,

Box
Destroyed if hit 5 times. Chanpas color at 4th attack and
reveals its charactar, FPower chips may emearge from it



Objects On The Ground

There are various kinds of attacking objects on the ground. Many of them are
composad of several different patterns.  Thei high resistance makaes it difficult 1or
¥Ou to destroy them with a single blow. After the destruction, ancther abject might
amearge fram it. The Power Play funclion makes sure that the pattem Is

canstantly changing. Fortresses launch attacks from several coras. When a
lorlress amerges, the scroll stops. When You destroy all the cores the fortress
explodes, and the scroll starts again.

Large-Scale Objects in The Air

Large-scale objects might emerge in the air 1oo. They have much higher
resstance compared to objects in the air. They drive Back most of the weapons
launched by ZANAC, Yet, an effective attack is still possible,

Techniques For a ZANAC Victory
USE SPECIAL WEAPONS

Thore are 8 Kinds of special weapens, Use them ellectively, Spacial weapons
inCrease the power by hitting chips with identcal numbars

INCREASE THE POWER OF CONVENTIONAL WEAPONS

Increase the power of conventional weapons by using power chips that chips that
0

amarga from opening BOXES,
AVOID WASTING WEAPONS

The more weapons your ZANAC launches, the higher the enamy's level increases,
Avoid wasling weapons anag hit the enemy wilh a single Hlow

REMEMBER THE ATTACKING PATTERN BY THE ENEMY

ZANAC meets enemies that emorge under diferent situations, Yot the attacking
pattern of each emearging enemy remaing the same. Remember the enemy and its
Can altacking pattern, Some enemes emenge from certan places. FRemeamber
these places.

Secrels

Find out other mathods of one-up other than scoring points,

Find secret passages which will lead ZANAC to a more advanced ares.

Find a way to increase the special weapon's powar to a maximum level all at once.
Try your luck helping ZANAC ascape from the ewil systom,



o, COMPLIANCE WITH FCC REGULATIONS Howe 10 identify and Rasolve Radio-TV interlerence problems

This aquipment gencrates and uses radio frequancy energy and il not installed This booklet is available from the LS. Government Frinting Ofhoe, Washington, D,
and used properly, that is, in strict accordance with the manufacturer's instructions. C. 20402, stock No OD4-000-00G45-4,

may Cause inerferenca to radio and television recaption. It has been tvpe testad
and founa to comply with the limits 1or a Class B computing device in accordance
with the specifications in Subpart J of Part 15 of FCC Rules, which are designed
to provide reascnable protection against such interlerence in a residential
installation. However, there is no guarantee that interference will not ocour In &
particular installation, If this equipment dese cause intederence o radio o
television recaption, which can be determined by furning the equipment off and
on, the user is encouraged 1o bry 10 correct the Interlerenco by one or more of
Ihe following measuas:

Reonent reconing antenna

Rclocate the NES with resgect 1o the recoiver,

Move tha NES away from the recaiver

FPlug the NES into a dilferent outlet so that computer and recelver are on differant
cCircuils,

If necessary, the user should consult the dealer or an expenenced radio/television
technician for additional suggestions, The user may lind the following booklet
prapared by the Foderal Communications Commisgion helpful:

®




¥y 90-Day Limited Warranty F.C.|.Game Paks <t

90-Day Limited Warranty

Fujisankel Communications Intermational, Inc. (F.C.11warants 1o Lhe original
consumer purchasor that this FCI Game Pak ["PAK” ) (not including Game Pak
Accessones or Robol Accessonies)shall be Iree fram defects in materal and
workmanship for a pericd ol 90 days from date of purchese. I defect covered by
this warranty occurs during this €0-day varranty paricd, FCI will repair or replace
the PAK. al ite oplion. free of change.

To receive this warranty service

1. DO NOT retum yowr defective Game Pak to the relailor.

2, Notify the FCI Consumer Service Department of the pecblem requiring warranty
sarvice by callingQOutside New York Stale (8001255-1431 or inside New York
State(212)763-1811, Our Consumer service Department is in opsration from
9:30 AM. to 5: 30 PM. Eastern Time, Mcnday through Fricay,

J. 1T the FCI service technician is unoble tp solve the problem by phane, he will
provide you with a Return  Authorization number.  Simply 1ecord this number on
the cutsicde packing of you defective PAK, and retumn your PAK freight prepald,
at your nsk of damage, topather vath youwr sales slip or simiar proof-ol -
purchase within S0-day warranty perlod 1o

Fujisankel Communications Intemnational, inc
645 Filth Ave. 18th Flocr, New York NY. 10022

This waranty shall not apply if the PAK has been camagad by nagligence,
accident, unresscnable use, modification, tampering. of by the other causes
unrelated 1o defective materials or workmanship,




Warranty Limitalions:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY
LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBFECT
TO THE CONDITIONS SET FORTH HEREIN, IN NO EVENT SHALL FCI BE LIABLE
FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE
BREACH OF ANY EXPRESS OF IMPLIEC WARRANTIES.

Tha Provielons of this waranty are valid in the United States only. Some atates
do not allow limitations on how leng an implied wamanty lasts o exclusion of
consequential or incidental damagas, so the above limlaicns and exclusion may

not apply to you. This warranty gives you specific legal rights, and you may aiso
have other nghts which very fom slale 1o stale.




