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.+« Tor buying this advanced Warnings
TurboChip Game Card, 1 This video game may cause a burn-in image
on your television picture tube. A burn-in

i % image is an image which is permanently
’®|is burned into the inside of the picture tube.

ey L ] Do mot leave static or still images (in pause
MG or play mode) on your television screen for
| i inds of time. i
A j exlended per of time. When playing

L /—'- this game, il is advisable to reduce the
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As Darkwing Duck, the “terror that flaps in the
night,” you hava been summoned to the office
of J. Gander Hooter, the Chief of SHUSH. He
reports that four of St. Canard's most
notorious villaing, Moliarty, Tuskerninni,
Megavolt and SteelBeak, have suddenly
united. A secret photo of one of their
meetings shows the group studying an oil
painting. Are they planning an art thedt, or is
it something far worse? The criminals have
cut the painting into 36 pieces, divided the
pieces among themselves, and fled back to
their temrilories. Your mission is to track
down these four crooks, recover the missing
pieces and reassemble the painting for
SHUSH. The Chief believes that this painting
will provide a clue to the frue intentions of
this motley crew. Will their plan be foiled?
Will the forces of F.O.W.L be defeated?
Better get "guacking” Darkwing, before it's too
late!

There's Big Trouble in §t. Canard

.lluﬂu the TurboChip Game Card
Remaove the TurboChip game card from s plastic
case

2 Hold the TurboChip game card with the fifle side up
and gently slide it inbo the Game Card port wntil you
fel & firm click. Do not bend the game card or
bouch its metal parts as this could arasa the
program

3 Stioe the Control deck Power Swilch to the "0ON"
position. If your game card is nl ingaried properly,
the Power Swilch will not move all the way 1o the
righl

4 The title screen of Darkwing Duck should appear on
wour ielevision

Dbject of the Game

Procead through the game collecting the 36
pieces of the painting, while defeating the evil
doers. Use the reassembled painting to
unraved the mysterious plans of F.OW.L.
SCOre 8 many points as you can along the
way.

Note: Darkwing Duck is a single-player game.



Darkwing Duck is a horizontal
(and sometimes vertical) scrolling action
game. You control the character “Darkwing
Duck® using your TurboPad Controller. Play
is based on the "damage” sysiem. Each time
you defeat an enemy, you score points

Number af Tries and Game Over

You begin the game with three or four tries,
depending on which mode you're playing.
When you run out of continues and lose all of
your tries (or defeat Steed Beak in the final
stage) the game is over,

Player Health

The health of Darkwing Duck is displayed by
a health meter. However, healih eggs appear
throughout the game and can be collected o
restore your health,

Scoring Points

Foints are scored by defeating enemies and
collecting bonus items. Bonus points are
awarded for completing particularty difficult
parts af the game.

Reconstruction of the Painting
Throughout the game, it is Darkwing Duck's
job to recover each piece of the painting. As
Darkwing recovers these pieces, he furns
them over lo his niece, Gosalyn and the
neighborhood genius, Honker Muddlefoot.
At the end of each stage, Gosalyn and Honker
(with your help) try to rearrange the pieces
until the entire painting is revealed. Once the
painting is completed, an infrared light above
the bulletin board begins to glow. This light
transforms the painting into a blueprint that
reveals the ultimate secret weapon F.O.W.L
has been working on.

Nate: In order to complete a level, you must
find all the pieces and bafle the end boss



Stages of the Game

Moliarty's Level

(T Underaceid of 5t Canard)

Construcied from Ihe fantasies of this willainous mole
the: Underaorid of St Canard has been transiormed into
¢ suparhighway for Moliarty's mutant Fill Bugs
ol your average ol bus, these Bugs rumible
58y, Your job is bo defeal an array of bad guys
we underground lurnel. I
you're lucky, you'll get a chance Io fight Moliarty in his
secrél underground mole cavem

Tuskerninni's Level

The Streets of St Canard)

This stage consists of steep, building-fined streets and a
ramshackle old theatre. Be alert, because skaleboarding
penguins will rall oul and altack your every move! 'Work
your way o the bop of the hill and enler a secet
calacomb beneath the streel. Bursting waler pipes, aerial

(The Rool Tops of 5t Canard)

Thiis, bewel Gakes place upon the brightly colored roof tops
of the glass and sieel skyscrapes, which dominabe the
city of 5t Canard. Jump from platiorm o platioe
elimanating Egg Men and avoiding the electrically

charped lingesrtips of Megavall. I you make it o the end
you get bo battle Megavolt and his electric charger one
an=gani!

SteelBeak's Level

(The F.OW.L. Casing)

Diarewing will chase the evil SteeiBaak into the Starduck
0. (nce inside, you discover the awlul tnth-this is

A secrel Bctory whene F.OW.L. i manutacturing the

LRlimale crime weapon. As you climb fhrowgh the

difierent loors al the tactary, you'll fight trash

ors, falling mannequin pisces, Tuskesninni

Modiarty and oher weapons of doom. Once you've made

It b the 1op ol Bhe buslding, fight the ultimale boss

F.0.W.L.'s secrel weapon

ehervni's | eved
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ARes the introduction screens, the Darkwing Duck
emblem will appear. You will have the choice o play
gither EASY or NDRMAL mode. Press the thumbpad up
of down 10 select the Blashing mode you wish 1o play
Press the RUN button 1o start the game with your choic

Easy or Normal Mode

Easy: Conltairs moee power-ups, alows you 1o use the
s Qun agains! end bosses, and i easier bo assemible
fhe painfing

Nale: You gl four bries and one continue 1o Star

Normal: Mo dilficult, with fewer power-ups, less use
of the gas gun and a trickier painting assembly. J
Gander Hooter will appear in his office bo explain your
misskon

Note: You gel only thees bries and no confinues at the
shar.

Selection Screen

The screen will then change b a close-up of the secrel
phata showing the fouwr villaing, Mobice that they are
examming some so of painting. A magnilying glass
will be cemered over one of the taces. Mave this
magnifying glass with the Direction Key o indicate which
of the four villains you would i b pursuse. When the
magritying glass flashes, peess the RUN butan bo enter
your sehection.

¢ Starting the Game

Transition Screen

Aher selecting the criminal you wish lo pursue, the scene
will swilch ko the Quacme 2000 Crime Campuler. This
compuiler will provide a mug shot of the villain you have
selecied and important information which will prepare
you for the game. Press (he RN button ance you've
fnished meading

Pausing the Game
During play, the game can be paused by pressing the
RAUM bution. Press fe RUN bution again bo resume play.

Resetting the Game

During play, the game can be resst fo e titke screen by
halding down the RUM bution and pressing the SELECT
bution 3 the same time

How to “Continue”

Easy: When fhe game is over, 3 “continue” display wil
appear on the screen. If you decide o “continue,” you
can procesd with the game from the beginning of the |ast
stage where you were playing. You anly have ona
“continue” 1o use (unless you pick up exira ones during
[he pame). Whenever you continue, you begin with four
Irieg

Mormal: You begin with anly three fries, and no
cordinues on this SeRing. You can pick up exir
"confinues” as you play



Controlling the Movements of Darkwing Duck

Your TurboPad controller is used to control
Darkwing Duck. Basic TurboPad controls
and operation are described below

Tarba Swilcher

Direction Ky SELECT Beman AUN Beman  Bellon |l Beian |

Direction Key Button Il
Mowes Darkwing lefl and right. Press down 1o crouct

Fires Darkwing Duck's Gas Gur

Button |

SELECT Button Maies Darleming Duck jump
Press the SELECT bution while halding the RUN buttor
AT el e gams

_l"urbn Switches
mﬂ‘mm e Tmended 5 3: Both switiche uid b in 1he

Jown pasii



= Screen Displays

Score
Shows the player's score

Health Meter
Shows the amount of
strengtn you nave
|eft before you lose
one (1) try

Remaining Ammunition
Shows the type and number
of Gas Bullets accumulated

Painting Pieces
Shows the number of
painting pieces you have
left to collect for the
current stage.




Weapons & Power-ups

Darkwing Duck i armed throvs m Uil the: game
with his frusty I“.,u Gun Ihiri al 3
gases he can use 1o shoo ILTI

Gases

Yellow Gas — Most powerful
Green Gas — Medium sirength
Red Gas — Least powerful

Darkwing Duck Power-ups

b Red Bombs Extra Darkwings
This power-ugp will desiroy all enemies This powr-up will give you one extra

Darkewing

© EmcunrJum lovincibility
nig p Up will give you one gxira Thiz power-up will make Darkwing

r are 36 of these throughout the Heaith Egg
q:‘%ﬂ game. Adter sach leve, you wil arrange Thiis powesr-up will replenish Darkwing's

I regssemible the paintng health meler



& Playing Tips

Piaying Tips

Hold down on the Thumbpad when you press
Button | to jump. This will give Darkwing
Duck a special "Attack Jump® that injures
enemies and lets him bounce high fo collect
POWES-UpS

Walch your Gas Gun supply carefully. it can
run out quickly with careless shoating.

Call the TurboTeam at 1-900-FUN-TG16 for
additional game tips!

Plesase note: The first 30 seconds of this call
are free, bul you will be charged 99 cents for
each minute after that (up to five minutes).
The charge for this call will appear on your
next phone bill,

Plgase be sure fo ask your parents’
permission before you call!
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