PLAY INSTRﬁCTIONS

Shatter the wall sectlons with your energy ball bv moving your VAUS craft Ieft &
right. :

There are 3 types of walls-

(1) NORMAL WALL SbCTIONS
You can break a normal weall section by hitting it with the energy ball once.
50 to 120 points are ewarded dependmg on the color.

(2) HARD WALL SECTIONS:
You need 10 h:t these with the energy bal} several times in order to break

them.
The number of hits required are: ig %:ﬂ: v é?; tg lgtg :gﬂggz
' |4 times — [17th to 24th rounds
! : . |5 times —= {25th to 32nd rounds
Bonus points awarded for breakmg the barrier wall section — 100 points

times the number of the round.

{3) INDESTRUCT&BLE-WALL SECTIONS:
You cannot bireak these wall sections.

i ¥

- Some wall sections contain power-up capsules. Catch the capsules to:

(S) S3LOW DOWN | Slows down the energy ball.
(C) \CATCH & FIRE . Catch the energy beall and shoot it back.
I{E) EXPAND Expands the length of the VAUS eraft.
(D, DIVIDE. ° - .2 | Splits the energy ball into three particles.
(1) LASER BEAM = | Eaables the VAUS to fire laser beams.
1(R) BREAK: | Allows the plaver to warp into the next play- flelo
: (P -.PLAYER ADDITION - An addltlonal VAUS awarded. 2 Bl

Power—up capsules are effect:ve until the player lS shot down, the round cleared or:

‘until another capsule is picked up.
. .-;;1030 pomts awarded for each napwle p!cked up

HARMFULS appear from the top of the screen ‘and creep throutrh the brokpn wal]q

g '-Hlt them w:th the ener:r*y ball (100 pomts)

, ="':The round is cieared when all wall see uons are broken

: 'I‘here are 33 rounds in th:s game In the fmal round a hug’e enemy fortress appears
'-Whlle avmdmg t-ul!ets, hit him many times w:th your energy ball ;

il A 1’.,:.

Game ends when all VAUS are lost or you c}cat- all 33 rounds

Add:tlonal VAUS awarded for h;gher SCOres. i,
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' PLEASE CONNECT COXN METER TO COIN METER TERMINAL OF G CONNECTOR
ON THIS MAIN PC BOARD.

* COIN SYSTEM (2 WAY) EACH TERMINAL ¥NO.

COIN SYSTEM " COIN SW COIN METER MEMO
A (1 WAY) G CONNECTOR _G CONNECTOR PARTS SIDE
NO. 6 | NO. 9 ,NORMAL USE
B G CONNECTOR G CONNECTOR SOLDER SIDE
| XO. J NO. K

% YN CASE OF DON'T: USE COIN METER TERMINAL OF MAIN PC BOARD :

(1) COIN SYSTEM A  ‘'u.: JP4 ——»JUMPER {oN THE MAIR
; . iy *C BOARD)

(z) COIN SYSTEM B ... = JP3 —% JUMPER (OX THE MAIN
HE o ¥ 2 SRR T el : PC BO&RD)
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1. WIRING

{ CONTROL PANEL )

’ @@%J

SENSOR CONTROL [2 WAY) ' SERVE!FIRE BUTTON

( P FREE HARNESS ASSY )

* T0 -PUSH BUTTON ASSY il DON'T INCLUDE P FREE HARNESS
ASSY
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