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Care of Your Game

WARNING: PLEASE READ THE
ENCLOSED CONSUMER INFORMATION

& PRECAUTIONS BOOKLET CAREFULLY
BEFORE USING YOUR NINTENDO®
HARDWARE SYSTEM OR GAME PAK.

LICENSED BY

(Nintendo)

NINTENDD. SUPER NINTENDO
ENTERTAINMENT SYSTEM AND THE
OFFICAL SEALS ARE REGISTERED
TRADEMARKS OF NINTENDO OF
AMERICA INC ©1991 NINTENDO OF
AMERICA INC © 1991 HAL LABORATORY
INGC. TM AND & HAL AMERICA INC

ALL RIGHTS RESERVED

B Seal of Quality

Ofhicial

Nintendo

THIS OFFICIAL SEAL IS YOUR
ASSURANCE THAT NMINTENDO HAS
APPROVED THE QUALITY OF THIS
PRODUCT ALWAYS LOOK FOR THIS
SEAL WHEN BUYING GAMES AND
ACCESSORIES TO ENSURE COMPLETE
COMPATIBILITY WITH YOUR SUPER
MINTENDO ENTERTAINMENT SYSTEM
ALL NINTEMNDO PRODUCTS ARE
LICENSED BY SALE FOR USE ONLY
WITH OTHER AUTHORIZED PRODUCTS
BEARING THE QFFICIAL MINTENDO
SEAL OF QUALITY



The Story of
HyperZone

. The human race has never

learned the obvious
lessons. Ignoring warn-
ings about population
growth, conservation of
natural resources, and the
dangers of chemical and
nuclear waste, the inhabi-
tants of Earth have
reached the point where
the human and animal life
are unable to survive on
the surface of the planet.
Pitched battles over in-
hahitable land and border
~ skirmishes over control of
vital food-producing ar-
eas have broken out over
most of the surface of the
Earth. Chaos reigns.

The Earth Council has de-

cided that there is only
one solution - coloniza-
tion of as-yet untouched
and uncharted areas. The
asteroid belts between
Mars and Jupiter, hostile
to most humanoid life
forms, come under close
scrutiny. Damaged by ra-
diation from past wars,
and treated as a dumping
ground by most of the in-
habitants of the Solar Sys-
tem, the combination of
chemical, biological, and
nuclear leftovers has bred
a civilization of half-
organic, half-mechanical
beings that must now be
conquered if mankind is
to save itself. It's
mankind’s last hope .....
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Layout of the Screen

Speed
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Power Charge
Double -~ Our Ship
Track

Explanation of the Screen
Stock The number of ships remaining (not including
the current ship). You start the game with three ships.
Certain point levels will earn you extra ships.

Score Shows your current score. Keep a close eye on
your score - reaching certain point levels will earn
more powerful weapons. (See page 10 for point levels).

Power Displays the amount of power remaining in
your ship. If it starts getting low, start looking for a
Power Zone.

Speed Displays your current speed. You can reduce
your speed by braking, but continuous braking will eat

up energy.

Charge Shows the current level of your Hyper Blast
weapon. Recharge time varies from ship to ship.



Use of the Controller

L/R Buttons X/Y Buttons

Control Pad Select Button Start Button A/B Buttons

4 Control Pad Used to move your ship left and right,
or up and down. Control depends on whether you
selected Normal or Reverse as a control mode at the
title screen.

& Select Button Used to move the cursor to make
selections on the opening screen.

4 Start Button Used to start the game. During game
play, pushing the Start Button will pause the game.

4 B, X or L Button Used to slow your ship (If you use
your brakes too much your ship will suffer damage
quickly). You can use the L and A Buttons together to
brake and shoot at the same time.

4 A, Y or R Button Used to fire normal shots and, in
later stages, used to fire Hyper Blasts.



Getting Started
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Normal and Reverse Controls

Normal Mode

Pushing the upper arm of the Control
Pad raises your ship, and pushing the
lower arm causes your ship to lose altitude.

Reverse Mode

Makes the controls of your fighter operate like airplane
controls - push up on the Control Pad to go down, and push
down to climb.

Layout of the Control Panels

Each new ship you get has a slightly different control panel,
but the functions remain consistent. The sections are:

Power Gauge The Power Display will show your energy
level. When your ship’s energy drops to four units a warning
buzzer will sound. As your level drops, different warning
displays will appear.

Stock The number of ships you have left. As you reach
certain point levels you will receive extra ships.

Speed Speeds of up to 448 parsects are possible in
HyperZone. Ultra-high speeds will not improve your score,
but going too slow will cut your energy level fast.

Score Displays your current score. The number of points
you get depends on your energy level - keep your level up.



o i 5 - Power Zone

\ I/ _~#z@ Scattered along the road are blue-
green areas containing panels that
will restore your energy level to full
power and repair any damage done
to your ship. Keep a close eye on your energy level -
sometimes you can sacrifice some energy and crash into
a powerful enemy if you know a Power Zone is nearby.

Bosses T
Each area is protected by a final Boss in #
control of the area. Defeating each Boss
will clear an area and let you go on to the
next level. Each Boss has different
characteristics, patterns of movement and defenses suited to
the area he controls. So watch your Energy level, charge up
your weapons, and keep your guard up!

s Off Track

| "‘*-.,_.*

Four-wheelin’ in this game won’t get you
very far! Going off the track into areas of
radiation will light up your ship with a
layer of sparks. You’ll lose lots of
energy, and it will put your ship out of commission in no
time. Sometimes it’s worth going off the track to get around a
tough enemy, but get back on as fast as you can. Keep an eye
on the horizon, and watch for dead-end track sections.




_The Areas in HyperZone

In the quest to make the asteroid belt safe for human
habitation, you will be travelling through some unusual
areas. Each asteroid in the HyperZone belt has dangers
and characters not found in other parts of the Galaxy.
Below we'll give you a brief overview of each area, its
history and role in the function of the asteroid bellt.

The Material Factory is the current
Zz4 capital. Materials to be recycled are

i brought here, bundled into cubical
& containers, and readied for the Hyper-
= Zone recycling plants.

The Blast Furnace - a searing man-
made Sun built on the surface to smelt
out materials from waste. A heat-
hardened surface on your ship will
help to get you through.

The Old Capital was once a thriving

s nerve center of the planet, but as pol-

lution and toxins began destroying

B8 populated areas, the mass exodus to
= the Material Factory began.




The Ripple Field was once covered
with clear blue-green water and sandy
beaches. But, after the beach areas were
destroyed by toxic chemicals, it
became the desolate area you see here.

The Grass Land was once an area of
unspoiled beauty, but chemicals and
radiation have mutated the foliage iNtO [mar——"—
giant biological nightmares capable of :
destroying any ship, including yours!

The Neo Megalopolis, lit up with

f neon and criss-crossed with tunnels.
Above ground, tourists from other as-
teroids come to watch battles taking

2 place in other sections of the Galaxy.

The Bio Plant - where secret research | ?___

in microbe and genetic technology is | 0.
conducted under other-worldly glow- ¢
ing pink skies. Unpredictable energy s
patterns are everywhere here.

7 ' The HyperZone - Final Area When
° ? ' you've defeated all these areas, you
. B ' will be dropped into the center of the
e | HyperZone. You'll need all your tricks
'and techniques. Good Luck!



Ship Upgrades!

When you accumulate enough points to get an upgraded
ship, you take possession of it at the beginning of the next lev-
el. Your old ship will land at the beginning of the next level,
and you transfer to a new ship.

BM 4
You start the game with this ship. It only has the basic
gun, no special weapons, so speed is
the real weapon here!

H Wing

A small ship, but a little better
equipped, with a little more punch.
With this ship you get your Hyper
Blast weapon. You need 30,000 points to get this ship.

P-7
Another step up. When you get this ship you get a
stronger Hyper Blast weapon. 60,000 points .

RW 91

Sleeker and more nimble, the I’ 7’s Hyper Blast weapon
will spread out in a wide corkscrew
iy e e S 2pe- 80,000 Pts. to land this one.

X 003

Using this ship, you can leave the
course without losing any speed, but
you'll lose energy. 140,000 pts.

BM 4 Reform

With a BM 4 shape and X 003 characteristics, the BM 4
10 Reform ship charges up its Hyper Blast weapon quickly.



Blast Weapon

Once you have your second ship you
will be able to start using the Hyper
Blast weapon. Hold down your A
Button to charge up, wait until your Charge display
lights up all the way, then release your A Button to let it
fly. As you build up your class of ships you’ll get Blast
weapons of different strengths and patterns.

The Track -

The HyperZone course is made up of
two tracks in mirror-image. You have
to keep your ship between the two
tracks if you want to keep your energy level up. Keep
your eyes open all the time - sometimes the track will
split into two or three lanes, or gaps will appear, or the
track can dead-end without warning.

T || R ||
N Dead Ends

Scattered along the road are blue-
green areas containing panels that
will restore your energy level to full
power and repair any damage done to your ship. Keep
a close eye on your energy level - sometimes you can
sacrifice some energy and crash into a powerful enemy
if you know a Power Zone is nearby.
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Game Play Counselors’ Tips

There are a few tips that our Game Play Counselors
have come up with that might help to play HyperZone.

¢ If your energy is low and you find a Power Zone, don’t
fly through it at top speed. The more time you spend
over the Power Zone the more energy you'll be able to
collect. If you keep your brakes on continuously your en-
ergy drops fast, but if you time it right you can put on
your brakes, hold them long enough to refuel, then get up
to speed before you start losing energy.

4 There will be times when you want to put on your brakes
to get around an obstacle, but there are enemies ap-
proaching that you want to take out. When this happens,
put on the brakes with your right hand and shoot with
your left hand on the L Button.

¢ There are times when it’s to your advantage to run off the
track and lose energy rather that going up against an ene-
my you can’t defeat and lose a ship.

Watch for Other Exciting
Hal America Games!

Hal America games - —
always exciting, always

) : For more information,
challenging. If you liked ;
HyperZone, we're sure Game Counsehng, orto
you’ll like the other fine order Hal America games,

Watch for them wherever
12 video games are sold!

games from Hal America. call us at (503) 644-4117.




Watch for These Fine Games from
Hal America!

Super NES ~

Hal’s Hole in One Golf
There’s a golf course in
your SNES, and your tee
time is now! Multiple
players and lots of play
options!

Watch for NCAA®
Basketball - coming Spring
1992!

Nintendo

Entertainment System®

Adventures of Lolo

The original non-violent,

all-ages game. Fifty
uzzles, fun for the whole
amily.

Adventures of Lolo 2
The adventure continues.
More puzzles, more
challenge for the best and
the brightest.

Adventures of Lolo 3
One hundred rooms,
seventeen levels, new
characters, new techniques!

Kabuki - Quantum Fighter

Action-adventure with the

ﬁ'eatest play control ever.
ighest ratings!

Vegas Dream

Casino simulation with
Blackjack, Roulette, Keno
and Slots. Recommended
for adults.

Rollerball

Four-screen multi-player
pinball action. You've got
to play it to believe it!

Watch for DayDreamin’
Davey - coming soon!

Game B0y®

Revenge of the "Gator -
Super Pinball

Incredible ball control and
flipper action - multi-player,
lots of options.

Shanghai

Well-known puzzle game
comes to the small screen. A
lifetime of game play in a tiny
package.

Hal Wrestling

International group of
wrestlers, multi-player action
Hal Wrestling is coming to
get YOU!

New titles all the time! Write
for details on up-coming Hal
America releases!

Nintendo, Super NES, Nintendo Entertainment System, Game Boy and the
Official Seals are trademarks ot Nintendo of America Inc. 13
® 1991 Nintendo of America Inc.
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COMPLIANCE WITH
FCC REGULATIONS

This equipment generates and uses radio frequency energy and, if
not installed and used in accordance with the manufacturer’s instruc-
tions, may cause interference to radio and television reception. It has
been type tested and found to comply with the limits for a Class B
computing device in accordance with the specifications in Subpart J
of Part 15 of FCC rules, which are designed to provide reasonable
protection against such interference in a residential installation.
There is, however, no guarantee that interference will not occur in a
particular installation. If this equipment does cause interference to
radio or television reception, which can be determined by turning
the equipment off and on, the user is encouraged to try to correct the
interference by one or more of the following measures:

1) Reorient the receiving antenna
2) Relocate the NES with respect to the receiver
3) Move the NES away from the receiver

4) Plug the NES into a different outlet so that computer and receiver
are on different circuits

If necessary, the user should consult the dealer or an experienced ra-
dio/television technician for additional suggestions. The user may
find the following booklet prepared by the Federal Communication
Commission helpful:

How to Identify and Resolve Radio-TV Interference Problems.

This booklet is available from the U.S. Government Printing Office,
Washington, D.C. 20402, Stock No. 004-000-00345-4.



HAL AMERICA
LIMITED WARRANTY

Hal America, Inc. (HAI) warrants to
the original purchaser of this HAI soft-
ware product that the medium on
which this computer product is record-
ed is free from defects in materials and
workmanship for a period of ninety
(90) days from the daté of purchase.

Hal America has made arrangements
with most retailers 10 enable customers
to return defective cartridges to place
of purchase within ninety (90) days of
date of purchase.If f you are unable to
obtain satisfaction, your cartridge may
be returned to Hal America under most
circumstances.

In order to receive this service, you
must first call Customer Service at Hal
America (503) 644-4117. If the Cus-
tomer Service Representative is unable
to solve your problem by phone, and
your cartridge is judged to be defec-
tive, you will be issued a Return Au-
thorization Number (R.A.). Record
this number on the outside packaging
of your Game Pak and send, freight
prepaid and insured for loss and dam-
age, along with your sales slip or simi-
lar proof of purchase, to: Hal America,
7873 S.W. Cirrus Dr. 25-F, Beaverton,
Oregon 97005. If your cartridge is
Judged to be defective, you will be
sent a new cartridge. Cartridges tested
and judged to be in good working or-
der will be returned to the customer.
Hal America will not be responsible
for cartridges not received at the above
address, nor will any cartridge be ac-
cepted without a prior assigned R A,
Number.

This warranty is not applicable to nor-
mal wear and tear. This warranty shall
not be applicable and shall be void if
the defect in the HAI software product
has arisen through abuse,
unreasonable abuse, mistreatment or
neglect.

THIS WARRANTY IS IN LIEU OF
ALL OTHER WARRANTIES AND
NO OTHER REPRESENTATIONS
OR CLAIMS OF ANY NATURE
SHALL BE BINDING OR OBLI-
GATE HAIL ANY IMPLIED WAR-
RANTIES APPLICABLE TO THIS
SOFTWARE PRODUCT, INCLUD-
ING WARRANTIES OF MER-
CHANTABILITY AND FITNESS
FOR A PARTICULAR PURPOSE,
ARE LIMITED TO THE NINETY
(90) DAY PERIOD DESCRIBED
ABOVE. IN NO EVENT WILL HAI
BE LIABLE FOR ANY SPECIAL,
INCIDENTAL, OR CONSEQUEN-
TIAL DAMAGES RESULTING
FROM POSSESSION, USE, OR
MALFUNCTION OF THIS HAI
SOFTWARE PRODUCT.

Some states do not allow limita-
tions on duration of an implied
warranty or exclusions or limita-
tions of incidental or consequen-
tial damages, so the above limita-
tions and/or exclusions of liability
may not apply to you. This war-
ranty gives you specific rights,
and you may have other rights
which vary from state to state.
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