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THE ADVENTURE BEGINS

You are Conrad Hart graduate student, agent of the
G.B.L (Galaxial Bureaw of Investigation} and vverall
cool dude, You must fighl vour way through 7 hae-
ard-packed levels to relrieve vour memory and
probe hostile alien worlds to unlock the secrets of
the invasion plal.

STARTING UP YOUR SYSTEM

1. Set up vour Genesis Svstem, [ollowing the
imstructions in your Uenesis System Inslruction
Manual. Plug in Control Pad 1.

Pt

. Make sure the console’s power switch is himed
CHE.

3. Insert the Flashback cartridize into the console
with its label facing towards vou. Press the
cartridge firmly into the slot.

4. Turn the power switch On. The Sega screen
appears. Note: Il nothing appears on screen, tum
the switch O Check your cartridge to make
sure it is inserted correctly, and check all cables to
make sure they are properly connecled, Then try
again.

IMPORTANT: Always make sure vour Cenesis

System is turned OFf before inserting or removing

the game cartridige.

3. Press the Start button on Contred Pad 1. The
Tashback adventure begins.
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GETTING STARTED

MAdter the Title screem appears, an animation
sequence starts plaving. Press the Start button to
jump to the Main Menu.

Main Menu

Use the D-button lo highlight an
eption, then press the Start but:
ton to selecl the option.

Start: Pross to start a new garme.

Password Menu: Enter a pass-
word to start the game from the
beginning of the level that the
Password corresponds Lo, Use
the [2-button highlight a letter
and select using the A button.
The B button will backspace one
space and erasc one letter. The C button will clear all
letters selected, When vou have entered all the let-
ters, press the Start button, If the password is incor
rect, you will return to the Main Menu. At the start
of each level, a new password will appear at the top
of the screen, Write it down for easy reference.

Options Menu:'ress the D-butlon
up/dowen to select an option,
Press the D-button left/right to
change the setting,

Leve! of Difficulty: Choose easy,
nermal, or experl,

Language: Choose trom English or French zame text,
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Jay Stick Setup: Choose from 3 different button
configurations,

Music Test: Allows vou to hear the game music and
spund effects. Press the A button to listen to the
silected track.

Exit: Returns you to the Main Menu

Demo: Runs a demao of the game. Pressing any button
will return vou to the Main Menu.

SUMMARY OF GENERAL COMMANDS

D-button Muoves the character during the game.

Start Button
Directicnal Dulion f
(13- buutton!

Bution ©

Furfton H

Button A&

Start button Opens and closes the inventory
during the game. Shortens the
animated scenes.

Defanll control setfings:

A button “Action” bullon (running, jumping,
firing, picking up an object, talking,
hanging on a ledge)

B button “Use” button {use an object sclected
from the inventory ). Also Places an
object down when pressed with the
down button,

C button Draws the gun or puts it away.
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CONTROL PAD

The instructions below are for the default control
setlings:

Interacting with Your Surroundings.

As vou move through each level, vou will come
across many penple and objects. Each time von
CONTIE ACTOSs One, its name and an icon will be dis-
plaved at the top left of the screen. The icon will
explain which way you can interact with the object,
Pressing the “Action” button performs the action
indicaled by the icon. The various icons are as fol-
lows:

Take-Pick up an Recharge-

object (stone, key, Recharges vour | ;
etel. and place in shield or car !
yvour inventory, lridge.

Talk-Talk to a Use-Insert an
peTsOn. object into a E
device meant for
that purpose {ex. insert a
@ key card into a card lock,
a cartridge inlo a
recharger). It will also
m give an object f some-

Look-Examine an
object or a nolice,

Activate-I"ress a but-
ton to open a dioor,
call an elevator, etc,

INVENTORY MENU

To OpentClose the
Inventory, press the
Start button, At the
start of the game, there
are already several
ehjects listed. As vou Take' items while progressing
through each lev el, they will be added to your
inventory, At the end of each level, AT UNNCCCSsary

id
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nbjects will be discarded and vou may be given
pxtra objects to help you complete the next level.

After opening up the inventory, use the D-button to
highlight an object. Select the object and exit the
inventory by pushing the Start button, The last
selected object will now be moved to the beginning
of the inventory, If vou give away the object, the
previously selected object becomes current again.

The current object is displayved al the top right hand
corner of the play screen.

Pressing the A, B, or O buttons while in the invenlo-
ry men will display the cumrent score and difficulty
[l

OBJECT LIST

Here are some of the objects which vou may lind in
Lhe course of Lhe advenlure.

Holocube Credits
Contains impor- Money.
<8 |ant information.

Force Field ltechanical mouse
Creates an energy

Advances along
; : the ground settin

barrier which 5 5

:«'tuph‘ enemy shots.

off pressure pads and
AT,

Stnne
Can be thrown or Exploding mouse
placed. Like the mechani-

_ ] cal mouse, but
e Magnetic cartridge  cxplodes at the slightest
e Creates an energy  |louch. May be picked up

o ;
source whenre-  when not moving,
charged and placed in

the generator,



=g |D Card Teleport Remote
Identity card. E Control
= Shme may be used Only works with
as keys. the Teleport Receiver by
teleporting vou to the
receiver’s posilion. You

Teleport Receiver
E Only works with  can get the receiver back
the Teleport automatically by placing

Remote, It teleports you  the Teleport Remote
toy where the receiver s Control on the ground.
thrown or placed.

MISCELLANEOUS DEVICES

Used with cerlain objects Lo activate them.

Teleport-Teleports vou towards a mission or to a
place which is inaccessible on fool.

Energy Generator-Kecharges the shield
or magnetic cartridge.

Switch-Cpens a door or calls an elevalor,

Camera-Opens or closes a door, calls an elevator, ete.
It also triggers the laser cannon’s fre.

Pressure pad-Crpens or closes a door, calls an elevator
and mav also sel off an alarm.

Card lock-Used with a card, opens doors,
Key lock-Used with a key, opens a door or trap-door.

Save-Saves the game where the sta-

tiom is.

Shield-The shield is an item in yvour inventory. You
start with 4 shields, and each time vou are hit, you
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will lose 1 shield. If you have no shields left and you
take a hil, you lose your life. You can recharge vour
shield using the energy generator. However, look
ot fur the following death harards.

Disintegrator - Lass of life if you cross this.

Electrified floor - Run or jump over it.

CALLING TRANSPORTATION

To call a taxi-Stand facing the taxi station and press
button A,

To take the subway-Stand in the entry zone, wait for
the train ko arrive and press the A button. To get off
at a station, press the A button.

HAZARDS

There are various enemy and killer objects in the
game, Destrov enemies with you gun. However,
some killer n:rb|+:-cL5 can not be destroyed. These
objects are as follows:

Land mine-Explodes when you pass over or near ko it.
An explosion deslroys one shield. Avoid them by
jumping over them.

Falling mine-Explodes on contact with the ground, an
obijecl, or a character, etc. and destroys one shield. [f
anv object passes beneath one of these mines it will
canise it to fall.

Laser Cannon-Try to aveid its deadly rays. [t is acti-
vated by a camera or pressure pad.

If Conrad falls more than two floors, he loses his life.
Howewver, it is possible to stop him from [alling if he
is lucky enough to catch a side wall,
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HINTS AND TIPS

General Information

Before starting vour guest, pick up the holocube and
read the information. Get information from people
vou talk to.

Search the screen for objects which mav not be obvi-
ous at first glance,

Keep an cve on your shields, yvou mav be closer tn
death than wou think.

Save the game regularly.

Level 1 - Planet Titan

Conrad awakens on the artificial jungle of the planet
Titan. Tle has no memory of past events nor the cir-
cumstances which brought him to this place.
However, he finds a holocube which contains infor-
mation to help him piece together his memory.
Conrad must fight hostile mutants, watchdog
robots, and avoid deadly traps to find his way out of
the jungle.

Hint: Pressure pads are activated by running or
walking across them, or by the weight of an object.

Level 2-New Washington

Comrad manages to find his friend Ian and recover
his memory. e knows he must return to carth to
stop the Alien conspiracy. Unfortunately the vovage
ter earth is expensive. Conrad must earn credits by
completing some jobs,

HINT: Don't leave out any of vour options during a
last minute decision.
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Level 3-Death Tower

Conrad is a contestant on The Death Tower televi-
sion game show Lo Lry to win a free ticket back to
earth. The Death Tower is a dangerous labyrinth
guarded by formidable replicants having the power
o move al breathtaking speed.

HINT: The path that is most obwvious is not always
the quickest.

Level 4-Earth

Once on Earth, the aliens discover his true identity
and try te liquidate him. After escaping he finds his
way to the aliens” headquarters. Conrad must face
watchdogs, replicants, laser cameras and rockets.

HINT: There are lots of secret passages in this club.

Level 5-The Secret Base of “Paradise”

In the Paradise Club Conrad uncovers the aliens’
plan to dominate the human race. L,'ﬂF|;u't1.m,=1tu:*lj_.-r he
is discovered by Lhe aliens and captured.

HINT: Practice using the teleporter.

Levels 6 & 7-The Planet of Morphs

Conrad finds himself on the planet Morph, the
home of the aliens. He sets out to find crucial infor-
mation which will destroy the planel.

HINT: 1. Sometimes the best thing to do is the most
obvious.
2. Trv to allack the aliens from all sides.

RESETTING THE GAME

When playing the game, vou may reset it by press-
ing the A, B, C and Start button simultaneously. This
will take you to the Continue screen.
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END OF GAME

If Comrad loses his life, the game is over, and the
Continue screen will be displaved. If vou decide to
continue, press the Start button to start the game
from the last saved point or the beginning of the last
level Tf vou do not wish to continue, press the A B
or C button to speed up the counter.

CHARACTER MOVES

Timing is essential to good play control. Keep in
mind that tap means to quickly press down then
release a bullon. Hold down means to conlinue
pressing down a button, even when pressing other
buttons.

To make elevator go up/down:
[Mold dewn the A button and up/ down on the
D-Pad.

To run:
Hold down the A button, then 1L‘tt;-’1'ig|1t on the
D-Tad.

To Somersault while running:
Hold down the A buttom then tap left or right
omn the D-Pad; then tap down on the D-Pad to
somersault,

Small jump:
Huold devwn the A button and tap up on the
D-Tad.

Going down one floor:
Stand al the edge. Hold down the A butlon
then diovan om the [2-Pad.
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Going up one floor:
Method 1-5tand under the ledge. Hold up on
the D-T"ad.
Method 2-Tap up on the D-Fad then hold
down the A button. Tap up on the
D-Pad to pull vourself up,

Running long jump:
Hold down the A button then tap left or right
o the D-FPad, then tap up on the D-Pad Lo
ump.

Run and hang onto a higher
floor automatically:

Hold divan the A bution
then tap Ielt or right on
the [3-Pad,

Hang to the left or right towards a lower floor:
Hold down the A button then tap down on the
D-Tad, then tap the D-Pad in the opposite
direction to turn around.

Walk with the gun:
Fap the C butlon te pull out the gun. Press lett
or right om the 13-Pad to move wilh the B
oul, Press the A button to take aim.

Somersault with gun:
Tap the O Bulton to pull out the gun. Tap
down on the [»-Fad to kneel, then Lap left or
right twice to roll.
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Drop down a floar with the gun drawn on landing:
Tap the C button to pull out the gun. Advance
lo the edge by pressing left or right on the D-
Pad. When at the edge, tap lefl or righl once
more on the D-Pad to drop down.

Climb up a fioor with the gun drawn:
Hold up on the D-Pad. When pulling yourself
up, tap the C button,

Somersault:
Hold down on the D-Pad. While crouching,
press and hold lefl or right on the D-T'ad.

Tor a list of more hints, send your name and address
o

L5 Cold, Inc

Attn: Tints

631 Howard Street

Suile 310

San Francisco, ChA 94105
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