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This official seal is your assurance that this product meets the highest quality
standards of SEGA™. Buy games and accessories with this seal to be sure
that they are compatible with the SEGA™ GENESIS™ SYSTEM.

HANDLING YOUR CARTRIDGE
This Cartridge is intended exclusively for the Sega™ Genesis™ System.
Do not bend it, crush it, or submerge it in liquids.
Do not leave it in direct sunlight or near a radiator or other source of heat.

Be sure to take an occasional recess during extended play, to rest yourself
and the Sega cartridge.

WARNING:
To owners of projection televisions: Still pictures or images may cause
permanent picture tube damage or mark the phosphor of the CRT.
Avoid repeated or extended use of video games on large-screen
projection televisions.

WARNING:
READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM.

A very small percentage of individuals may experience epileptic seizures
when exposed to certain light patterns or flashing lights. Exposure to
certain patterns or backgrounds on a television screen or while playing
video games may induce an epileptic seizure in these individuals. Certain
conditions may induce previously undetected epileptic symptoms even in
persons who have no history of prior seizures or epilepsy. If you, or any-
one in your family, has an epileptic condition, consult your physician prior
to playing. If you experience any of the following symptoms while playing
a video game - dizziness, altered vision, eye or muscle twitches, loss
of awareness, disorientation, any involuntary movement, or convulsions -
IMMEDIATELY discontinue use and consult your physician before
resuming play.
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DUMMY DISASTER!

The Incredible Crash Dummies'™ head man, Dr. Zub™ has
been kidnapped by Junkman"—the deranged dummy
who doesn’t just have a screw loose, he’s also @ mechani-
cal mishap sworn to end safety as we know it!

Naturally, this calamity has made the Crash Dummies™ go
fo pieces! But, in times of trouble, one dummy is always
ready to stick his neck out and lend a hand, Slick“—the
one dummy with the smarts to get ahead! Without
a shoulder to cry on or, occasionally, a leg to stand
on...Slick™ must rescue Dr. Zub”, or Junkman™ will
drain the Doc’s memory bank to get the top secret
TORS0-9000 plans stored within! These plans show the
design for a dummy body so durable it will make
Junkman™ unstoppable!

So, stop spinning your wheels, Slick”, and shake a leg!
Navigate the dummy damaging obstacles, defeat
Junkman's” brainless sidekicks Jackhammer”, Sideswipe”
and Piston Head", and trash the fin-pot troublemaker in
the depths of his lug-nut lair

The future of safety is in your hands!

GLETTING READY
TO HIT THE ROAD!
LOADING

1. Make sure the power switch is OFF.

2. Insert THE INCREDIBLE CRASH
DUMMIEE"’ game cartridge A
as described in your 7 N~
SEGA™ GENESIS™ (/ 2N
MANUAL. »

3. Turn the power
switch ON.

You will then see THE
INCREDIBLE CRASH DUMMIES™ fitle screen.
To get crackin’, press the START BUTTON.
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SLAMMIN’ AND
JAMMIN’!

Slick™ is looking everywhere for Dr. Zub”, from the Crash
Test Center to the artillery ranges. He's searching hard,
hoping to find a clue, or at least the GIANT SPRING
LAUNCHERS which will propel him to the next stage of his
search. But, although he may appear to be running in cir-
cles, Slick™ is one dummy who's always in control. And
you're in control of him. Slick’s™ controls are as follows:

TO ROLL, press the CONTROL PAD DIAGONALLY DOWN-

WARD while running.
" FALSE/ TO FLOAT UP, press the UP CONTROL PAD ARROW
i when you've collected the air bag pick up. When the
LEFT/RIGHT airbag is obtained, it automatically inflates.

TO DESCEND, press the DOWN CONTROL PAD ARROW.
To deflate the air bag instantly, press the A BUTTON.

TO FLOAT UP LEFT or RIGHT, press the CONTROL
PAD DIAGONALLY UPWARD when inflated.

TO DESCEND LEFT or RIGHT, press DIAGONALLY
DUCK (BY GOINGTO  DEFLATE AIR BAG WRENCH DOWNWARD on the control pad when inflated.
PIECES!),/DESCEND NOTE: You cannot throw a wrench or inflate Slick™ until
| you get the appropriate pick-ups. (SEE PICK-UPS... HEAD-
BANGIN' HELPS on pages 11 &12)
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Crash test vehicles such as Crash Cars and Tanks can be
found on each of the 3 vehicle bonus stages. The controls
are as follows:

PAUSE/RESUME

CAUSES VEHICLE TO JUMP

Avoid hitting objects by jumping your vehicle over them.
Hitting obstacles slows your car down, resulfing in a weak
crash and fewer bonus points! Ram the wall at top speed
for a smashing bonus!

HAZARDS AHEAD...

Rescuing Dr. Zub™ is hardly going to be a crash in the
park, but Slick™ isn’t going fo pieces yet. That, however,
could change very quickly, because if Slick™ gets hit, one
of his limbs gets knocked off— first a leg, then the other
leg, an arm, then the other. Slick™ will confinue on as long
as he can, but when his head gets knocked off, he must
pull himself together and start again, using up one of his
lives. To crash, bash, smash, ding and dent dummy dam-
agers of every kind, jump on them, or— if Slick ™ has the
Wrench Pick-Up—shoot them with a rain of wrenches.
Some of the dangers Slick™* will encounter are:

TEST DUMMIES: These guys mean well... but, frankly,
they've eaten just one too many windshields! Although
they're paid fo test safety, their bumbling mishaps make
rescuing Dr. Zub™ unsafe at any speed!




ENEMIES:
Junkman’s™ Junior
Junkbots™ are do-it-
yourself tiny-robots
that, attached to
motor-mono-cycles,
flying mini-tanks,
sawblades and what-have-you, pack a big wallop!
If Slick™ should get by them, he'll find himself face to
face with Junkman's™ henchmen Sideswipe™, Piston
Head" and Juck Hammer", and eventually, with the big
guy himself!

OBSTACLES:

Steer clear of obsta-
cles like barbed wire,
rogo-purking-melers,
and mines, circular
saws and toxic goop
' by jumping over
0r| roll!ing under them! Hitting them causes Slick™ fo lose
a limb.

4

SPRING
LAUNCHERS:

{ These don't cause
{ Slick™ to lose a limb
directly. Instead,
they fire the hapless
dummy at break-

neck speeds to who-knows-where! They could send him
into the arms of a waiting
Junkbot™, onto remote
platforms, into secret
rooms, or head-
first into a brick §
wall!! The giant
spring launchers,
however, will
launch Slick™ into the
next stage of his
search!




PICK-UPS...
HEADBANGIN’HELPS!

Although the road to Junkman's™ lair may be paved with
bad intentions, Slick™ has some tricks that will enable him
to get a leg up on Junkman™ and his cohorts. To use
them, however, he needs certain pick-ups. Grab the pick-
ups scattered around each level by touching them.

WRENCHES: Wrenches are Slick’s™
main ammo in combating enemies of
every kind. Each wrench pick-up adds
more wrenches o your stock as shown
in the top right of the screen.

AIR BAG: This pick-up lets Slick™
inflate like a balloon so that he can
float over obstacles and reach unreach-
able platforms.

OVERDRIVE: Automatically
accelerates Slick™ to lightning speed!

SCREWDRIVERS: Reattaches the
last limb lost.

DUMMY HEAD: Gives Slick™ a

bonus life.

YELLOW CRASH TARGETS:
Add 300 points to your score.

RED CRASH TARGETS: Add 10
seconds o your fime remaining.

NOTE: The AIR BAG and OVERDRIVE pick-ups
only last for a limited amount of time. (When
their allotted time is about to run out, the appro-
priate pick-up icons in the bottom left of the
screen will flash and then finally disappear.)




ON THE SCREEN...

The following game play information appears on
the screen:

TIME
REMAINING SCORE

WRENCHES COLLECTED

LIVES  PICK-UP

|
|

PICK-UP: Shows when you have an Overdrive and/or
an Air Bag Pick-Up.

TIME REMAINING: The amount of time remaining
to complete the level. If you run out of fime, you lose
a life. Red crash targets add 10 seconds to your
fime remaining.

SCORE: Slick's™ score is determined by which enemies
you wreck, how fast you get through each level and how
many Yellow Crash Targets you pick-up.

WRENCHES COLLECTED: Displays how many
wrenches Slick™ has remaining in his arsenal.

LIVES: You begin the game with 5 lives.

NOTE: Wrench, Overdrive, and Air Bag Pick-Ups
will only register in the status panel once
you obtain them. (For more information on pick-
ups, see PICK-UPS... HEADBANGIN’ HELPS on
pages 11 &12)
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CRASH TOWN, USA!

From the Crash Test Center to Junkman's™ Junk Kastle,
Crash Town is crammed with hazards, head-ons,
Junkbots”, and junkers... but Dr. Zub™ is depending on
you! So pull yourself fogether! It's time to split!

ZONE 1: CRASH TEST CENTER
Stage 1: The Parking Lot |

You gotta get a break in this business... and for that,
nowhere’s better than the Crash Test Center! Crash cycles,
careening cars and tire spitting Junkbots threaten fo do
you serious damage... and that's before you even get in
the building!

Stage 2: The Parking Lot Il

These Crash Dummies™ are carrying out underside impact
tests... so keep an eye out for cars dropping in out of the
blue! Junkman's™ also left a few of his motor-mono-cycle
Junior Junkbots™ around. Don't let their mowing you
down get you all out of joint!

Stage 3: Crash Central

Between dummies fesfing light bulb-dropping toy planes,
high voltage live wires and exploding light %JU"JS, this is
no place to hang around! Use the Spring Launchers to
make a hasty exit!

Stage 4: Mixer Madness!

Sideswipe's” decided to mix things up a bit with his
Whiskmobile! Show him that just because you're a
dummy, it doesn’t mean you're stupid!

SIDESWIPE™
If brains were money,
Sideswipe” couldn't
make change ona  °
dime! He's dumb as
a post! Sadly for his
boss Junkman”,
Sideswipe compen-
sates for being intellec-
tually challenged by always
taking the initiative...with consistently
disastrous resulfs!

Stage 5: Crash Car Crisis
A badly-needed bonus break for our distraught Dummy.
Avoid obstacles for a smashing conclusion!
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ZONE 2: CONSTRUCTION SITE

Stage 1: Ground Floor

For a JUNKBOT", a day without demolition is like a day
without sunshine. They're swinging torches, hiding in
cement and swinging wrecking balls at whoever's in their
way! If that's not enough to convince you you're rubbing
shoulders with the wrong crowd, look out for the circular
saws and the Junkbot™ robo-hounds!

Stage 2: High-Rise Hijinks!

High above the city, disaster-doting hard hat dummies are
out to crease your crash-suit! Junkman's™ propeller
heads will burst your air bag. Ol slicks will send you reel-
ing, and mortar-firing cement mixers will use you for tar-
?et practice! But, for a Crash Dummy”, this is the kind of
un worth giving your right arm for!

Stage 3: Jack Hammer’s” Wreck 'N' Roll Party!

Jack Hammer's™ destroying the building with his giant
cement-firing wrecking ball crane! Slick™ must dodge the
debris and reduce Jack Hammer™ to rubble with his
wrenches and rebounds if he's going fo survive fo save
Dr. Zub™!

Stage 4: Bulldozer Bonanza!

Slick™'s next bonus round requires him to smash up a
Turbo-Boosted Bulldozer.

JACK HAMMER™:

The bad news is he's the
brightest of Junkman's™ side-
kicks. The good news

is. . .the average Junkbot™
couldn't graduate kinder-
garten! Juck
Hammer™ was the
first Junkbot™
Junkman”
created.

This makes
him feel

both superior
o Sideswipe™ and
Piston Head”, and
obliged to prove
that, whenever
things go

wrong, it's
their ?uull!




ZONE 3: MILITARY TESTING ZONE

Stage 1: The Artillery Range |

For the best in crash action, nothing beats testing mili-
tary hardware: like tanks and missiles! Unfortunately,
you're at the wrong end of the test range! Land mines,
incoming MX-Missiles, and clusters of high-explosive
bombs are likely to make you cash in your crashing
career any second!

Stage 2: The Artillery Range II
Grab your flack jacket! Motor-mono-cycle and mini-mis-
sile-firing Junior Junkbots™ are out in force! Pound them
with everything you've got!
Stage 3: The Bomb Bunker
With wall-to-wall barbed wire, tank testing dummy-
iroops, flying mines and a battery of artillery pieces,
this place could make the hardiest of dummies head
for cover!
Stage 4: Piston Head's"” Flying Circus
Survive the combat training and you're one-on-one with
Piston Head"...and his putenled bomb-dropping, Dummy-
Dusting Hellcat! Clip his wings by hitting his plane with
wrenches and jumping uboun?
Stage 5: Tank Trials

Slick's™ final bonus level puts him at the controls of

! some mighty machinery. MAX OUT!

PISTON HEAD™:

Piston Head™ was the
second of the
Junkbots™ fo be
created.
Therefore,
he passes

straight fo
Sideswipe " —
who’s usually too
dumb to know
he's been suck-
ered! However,
while

Sideswipe™

and Jac
Hammer™ make up for their low 1Q with an unflinching
willingness to carry out Junkman's™ plans—no matter
what the personal risk—Piston Head " is always the first
fo save his own paintwork, turn tail gate and head for
the highway!




ZONE 4: JUNKMAN’S™
JUNK-KASTLE

Stage 1: Junk-Yard |

Floor to ceiling toxic goop makes Junkman’s™ Junk
Yard almost impassable, not to mention the goop hands
and sharp spikes, but with Dr. Zub™ already hooked up
to the brain drain, there’s no time to waste! Hit the
road running!

Stage 2: The Junk Kastle

The junkful one is ready to mangle your mannequin
meddling forever...with his newest, biggest, and tough-
est Junkbot™: the Jumbo-Junkbot™! It can jump, bite,
shoot boxing gloves and even survive a pasting that's
reduced it to a million pieces! But, don't give up! Smash
the cockpit and clean the Junkman's™ clock...or he’s on
his way to making every day a demolition derby!

JUNKMAN™:

Junkman" was originally designed to be the ultimate in
dummy technology: intelligent, versatile...and indestruc-
fible. But, a defect in the dummy’s computer chip resulted
in the ultimate dummy behaving as the ulfimate dummy
demon! Consequently, the dread
head was removed from its

body and
deactivated.

However, through
7 mischance and the
evil head's own trou-
blemaking talents, it managed
to become reunited with its own
top-of-the-line body and escape!
From there, the master of
mechanical malice, made
himself a home in a junk-
yard, manufactured the
Junkbots™ from scrap
metal, and named himself,
*Junkman™"—scourge of
_safety and curse o? the

l‘ (rash Dummies™! ;\
ol /
).

t“"n-r
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But, if his battery life long vision of a planet utterly JUNKMAN"... UNSAFE

unsafe for everyone is fo come frue, he still desperately AT ANY SPEED!

needs Dr. Zub's™ plans for the TORS0-9000! Only then YS

can he create an army 05 indestructible dummies...only Red hot rivets may really tear Slick™ up, but, without
then can he rule the world! him, Dr. Zub’s™ noodle will soon be strudel! Skid through

Sideswipe ™ at the Crash Test Center! Junk Jack Hammer™
in the Construction Site! Show Piston Head™ you're head
and shoulders above any chip off the old engine block!
Then, before Junkman"™ gets his hands on the plans for
the torso-that's-only-more-so, waste the hazard-happy-
maniac and his Jumbo-Junkbot !

Danger lies down the road, but, with safety at stake,
don't lose your head! The Incredible Crash Dummies™
need you!
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NOTES

The Incredible Crash Dummies™ @ 1993 Tyco Industries, Inc. Licensed through Leisure
Concepts, Inc. Champions World Class Soccer is a trademark of Acclaim Entertainment,
Inc. TM & © 1993 Acclaim Entertainment, Inc. All rights reserved. Sega and Genesis are
trademarks of Sega Enterprises, Ltd. Flying Edge is a division of Acclaim Entertainment,

Inc. TM and © 1993 Acclaim Entertainment, Inc. All rights reserved.

FLYING EDGE™ LIMITED WARRANTY

Flying Edge™ warrants to the original purchaser only of this Flying Edge™ soft-
ware product that the medium on which this computer program is recorded is free
from defects in materials and workmanship for a period of ninety (90) days from
the date of purchase. This Flying Edge™ software program is sold “as is,” without
express or implied warranty of any kind, and Flying Edge™ is not liable for any loss-
es or damages of any kind resulting from use of this program. Flying Edge™ agrees
for a period of ninety (90) days to either repair or replace, at its option, free of
charge, any Flying Edge™ software product, postage paid with proof of date of pur-
chase, at its Factory Service Center. Replacement of the cartridge, free of charge to
the original purchaser (except for the cost of returning the cartridge) is the full
extent of our liability.

This warranty is not applicable to normal wear and tear. This warranty shall not
be applicable and shall be void if defect in the FLYING EDGE™ software product has
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY
IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE FLYING EDGE™. ANY
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT
WILL FLYING EDGE™ BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR CONSEQUEN-
TIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS
FLYING EDGE™ SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts
and/or exclusions or limitations of incidental or consequential damages so the
above limitations and/or exclusions of liability may not apply to you. This warranty
gives you specific rights, and you may also have other rights which vary from state
to state.

This warranty shall not be applicable to the extent that any provision of this
warranty is prohibited by any federal, state or municipal law which cannot
be pre-empted.

REPAIRS / SERVICE AFTER EXPIRATION OF WARRANTY - If your
cartridge requires repair after expiration of the 90-day Limited Warranty Period, you
may contact the Consumer Service Department at the number listed below. You
will be advised of the estimated cost of repair and the shipping instructions.

Flying Edge™ Hotline/Consumer Service Dept. (516) 624-9300
71 Audrey Avenue, Oyster Bay, NY 11771

Marketed by Flying Edge™, Distributed by Acclaim Distribution, Inc.
71 Audrey Avenue, Oyster Bay, New York 11771

Patents: U.S. #'s 4, 442 4B6/4, 454 594/4 462 076/4,026,555; Europe # B0244; Canada #'s
1,183,276/1,082,351; Hong Kong # 88-4302; Garmany & 2,609 826; Singapore # 88-155;
UK #1,535999; France # 1,607,029, Japan #'s 1,632 396/82-205605 (Pending)
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