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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™ GAME GEAR™ SYSTEM.

B Ew m e n e e e ae R EEEEE

HANDLING THIS CARTRIDGE

® This Cartridge is intended exclusively for the Sega Game
Gear System.
® Do not bend it, crush it or submerge it in liquids.
* Do not leave in direct sunlight or near a radiator or other source

of heat.

* Be sure to fake an occasional recess during extended play.

WARNING: READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM.

A very small percentage of individuals may experience epileptic seizures when exposed to
cerfain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a fele-
vision screen or while playing video games may induce an epileptic seizure in these individu-
als. Certain conditions may induce undetected epileptic symptoms even in persons who have
no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic con-
dition, consult your physician prior to playing. If you experience any of the following symp-
foms while playing a video game - dizziness, altered vision, eye or muscle twitches, loss of
awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY discon-
finue use and consult your physician before resuming play.
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BEFORE YOU
GET STARTED!

1. Set up your Sega Game Gear System as described
in its instruction manual.

2. Make sure the power switch is OFF. Then insert
The Incredible Crash Dummies™ cartridge into the Game
Gear unit.

3. Turn the power switch ON. In a few moments,
the title screen will appear.

4. If the fitle screen doesn't appear, furn the power
switch OFF. Make sure your system is sef up
correctly and the cartridge is properly inserfed.
Then turn the power switch ON again.

Important: Always make sure that the
power switch is turned OFF when insert-
ing or removing your Sega Cartridge.

NOTE: The Incredible Crash Dummies™
is for one or two players.

DUMMY-PROOF
CONTROL

To Move- Press the Directional Pad arrows RIGHT, LEFT UP or
DOWN.

To Jump, Accelerate or Blow - Press the 2 BUTTON.
To Decelerate or Use Hammer - Press thel BUTTON.
To Pause - Press START.

To Continue - Press START a second time.

Insert Sega Cartridge

2 BUTTON

1 BUTTON




INTRODUCING

THE INCREDIBLE CRASH DUMMIES!

“Hi, I'm Spin!
“And I'm Slick, and we're a couple of dummies.”
“Yeah—Crash Dummies! I's not the highest-paying
job in the world, but we like
it. We remind people to
uckle their snFely belts,
hen do a little crashin’
and bashin’ to drive the
point home!
"We're doing a
bang-up job, iui
there are always people
forgetting to buckle up,
which means we just
have to work that
much harder.”
“Right, Spin. But | feel
like a wreck with all the

hard work we've been doing lately. We could use
vacation, maybe crash on a nice beach someplace for a
week. But saving up for a frip isn't easy
especially wiﬂ1 tﬁe high price of spare
parts these days!
| What are we gonna do?”
“Why don’t we do some extra

work on the side,
Slick?”

"Good idea, but |
don't think there are too
many job openings as bus
drivers or valet parking atten-
dants for guyS like us! What are we
gonna do, Spin? We'll never get that
vacation!”

"Pull yourself together, Slick!
Don't go to pieces: |'ve got a
week's worth of jobs Iineﬂ up.

The better we do il!luse jobs, the
more we'll get paid-- and the sooner
we'll be on vacation!”




l’ jl‘r " N ]E ‘ :ﬁ}r]euleiﬁpd be sure to hit the target on the sidewalk at the end

“Anything else, Spin?”
STUNT WORK

“Just be quick about it: The director only has a certain amount of
Ukuy, Slick, our first job is o be stunt |- time in the movie for this stunt.

men." n *Before jumping, use the LEFT and RIGHT DIRECTIONAL PAD
i W[}w Spm we're gonna bB in ThE u ARRUWS fo pﬂSiﬁﬂl‘I your (r l]ﬂh DI.II'I'IITI}I’. Press “18 | or2 BUHDN
I\ N movies!" to dive. o -

"That's right! The director wants us to jump off the
top of a burning building.”

"Piece of cake!"

"But the icing is this: He wants a spectacular fall. The more
awnings and railings we bust through, the more we'll be paid!”

"Sounds like fun!" TIME REMAINING

"It should be. We can
swing off flagpoles, float up
on balloons, and even
bounce off the awnings. The
flashier, the better! But
watch out for the fire, Slick,
don't bump info any birds

on the way down, and score :
plenty of points or else *To swing off a flagpole, press the LEFT or RIGHT DIRECTIONAL

ou'll have to start DISTANCE TO : PAD ARROW when your Crash Dummy is over the flagpole. The
: i Dummy will grab the pole and swing toward the left or right. n

ﬂmw#ﬁm“mmwmﬁnw

Note: Don’t wait too long, or the Crash Dummy will dive
avtomatically.

*Once mrhurna use the UP and DOWN DIRECTIONAL PAD ARROWS
to have your Crash Dummy assume either the bomb, freefall, or

dive position. Use the LEFT and RIGHT DIRECTIONAL PAD ARROWS
fo make your Crash Dummy drift toward the left or right.

__h —— — e "




S r T
DAY TWO:
TESTING AIR

BUMPERS i

“Our next job, Slick, is to crash fest a new style (i\

of air bumper.”

“Sounds great, Spin. Air bumpers are the coolest invention since
safety belts!”

“They sure are, Slick. Only the air bumpers in the cars we're
gonna be driving aren’t inflated yet, so we have to pick up air
cans along the way.”

“Is that all we have to do?”

“Are you kidding? This is work, pal; we're getting paid! There
are all kinds of traffic cones to crash and barriers fo smash.
There are wrenches that'll help keep the car run-
ning, and somefimes the boss even
leaves a little extra cash
laying around.”

“What's that big thing at ¢
the end of the course, over %
by the crash wall?”

"It's a giont magnet,

Slick! When we reach

the end of the course, it'll pull the car to the wall as fast as can
be. That's why the air bumpers have to be inflated as much as
possible! But we have to hurry: We're really fighting the clock
today!”

TIME

REMAINING AIR BUMPER
INFLATION METER
AIR CAN

*To drive, use the LEFT and RIGHT DIRECTIONAL PAD ARROWS to
steer your vehicle. Press the 2 BUTTON to accelerate in a forward
direction; press the 1 BUTTON to decelerate your forward

motion, or to move in a reverse direction. @
/
i i

=

“Ramps cause your vehicle to become airborne momentarily,
allowing you to hurdle objects or reach floating air cans. Driving
over the edge of a ramp will cause your vehicle fo briefly drive
on just two wheels, enabling you to negotiate your way )
through narrow passages. 8

*Be careful about hitting too many walls or barriers: Too
much damage to your vehicle will render it inoperable. Picking
up tools on the road, however, will repair some of the damage

done along the way. E

w




DAY THREE:
TESTING SKI SLOPES

“Now it's time for us to go skiing,

Slick.” TIME REMAINING
“Oh, boy! You mean we've earned

enough fo go on vacation already,
Spin?”

“Not quite, pal. You see, the hoss
wants fo open up a new ski resort, and
he wants s to fest the slopes! He espe-
cially wants us to make sure that all the
flags on the slope are solidly in the

ground, so we have to try and hit them
all on the way down. And if we don't hit
enough of them, we'll have to start all
over again!”
“What about all those snowmen some-
body made and left on the slopes?”
“The boss says he’ll pay us extra if we

can clear them off the course for

him! Catch my drift?”

“Cool!”

*To guide your Crash Dummy down the
slope, use the LEFT and RIGHT DIRECTIONAL
PAD ARROWS. To ski straight down the
slope at top speed, press the DOWN DIREC-
TIONAL PAD ARROW.

“To make your Crash Dummy hotdog down the slope,
press the 2 BUTTON. This will cause you to jump over
any obstacle that s in your way.

Note: You will automatically hotdog when you hit a
stone.

*Be careful about hitfing snow drifts and trees. If
your Crash Dummy hits a snow drift, you'll
temporarily become a snowball rolling

y down the slope uncontrollably, and you'll
miss some of those flags you're supposed to
be hitting. That's important, because if you don't
4 hit ot least half the flags, you'll have to start
19 over. If you hit a tree, you'll lose a life.




DAY FOUR

THE BOMBFACTORY

“These jobs are cracking me up, Spin! What's next?”

“The boss is sending us to a factory,
Slick—a bomb factory!”

“0h, boy! What do we (
have to do?” (

“Quality control. It seems
there’s been some confu-
sion on the assembly lines.
Some bombs are coming down
the line with their fuses lit,
and some aren’t even com-
ing down the line at all.”

“What's coming down the line instead?”

“Crash Dummy body parts!”

“Hey, I'll bet we know some of those guys! So what do we have
to do?”

“Simple: All we have to do is blow out the fuses on the lit bombs,

hammer the body parts off the assembly line, and allow the good
bombs through.”

“Let's blow...er, go fo it!”

mae gyttt S R

“To move your Crash Dummy from one assembly line to
the next, or to change which way you are facing, use the
LEFT and RIGHT DIRECTIONAL PAD ARROWS. To position
your Crash Dummy along a single assembly line, use the
UP and DOWN DIRECTIONAL PAD ARROWS.

*To bend over and blow the fuse out on a lit bomb, press
the 2 BUTTON. To hit an object on an assembly line with
a hammer, press the 1 BUTTON.

“Be sure not to let any lit bombs pass you on the assem-
bly line; they’l cause that line to stop moving, and the
other lines to move that much faster!

NUMBER OF
BOMBS
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DAY FIVE:
GUIDING GUIDED
MISSILES

“Well, Slick, this is it. It's time for us
o take to the sky.”

“You mean we're going hang gliding,
Spin?”

“Aim higher.”

“We're going fo fly airplanes?”

“Higher.”

“Higher?”

“We've been hired to guide guided
missiles.”

“Wow! What's the catch?"

"No catch, really. All we have to do is
guide our way past some obstacles—
but watch out for other missiles coming
at us, and beware of space vortexes!”

“That's it?”

“And be sure to hit the target.”

“This sounds as easy as falling off

H a building!”

3 “To navigate the guided missile, use the
LEFT and RIGHT DIRECTIONAL PAD

ARROWS to turn the missile, and the 2 BUT-
TON to fire your engines.

*Watch out for obstacles: Other mis-
siles will shoot at you, and
whirlpool-like space vortexes may
catch you in their gravitational
grip—or send you hurtling into o
wall of rock!

}) ATIP: Try firing your engines
~ to give yourself a gentle side-
to-side momentum, then use
gravity and your engines to nego-
tiate your way past the obstacles!
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TRIVIA TEST! :
o 5 ~ DON’T YOU BE A
ey, think you're so smart? Try answering some of these ques-
tions! ])IJ Nl J‘l ‘T:

Q #1: What's the difference between a Crash Dummy who doesn’t ll IJ(: l‘ l le ‘?’(’ll l{

use a safety belt and a pile of useless spare parts? iBuigoy :y

Y YRYTRYR7 YN ey
Q #2: What's the first thing that goes through your head when you b!‘l‘ l‘-' l ‘ I; ]1' l-‘l !

find yourself in an accident without your safety belt buckled?
ipIovyspum oy :y

Q #3: What is a Crash Dummy’s favorite sport?  jyogueyysog y

. r A .
Q.#4: What's the one thing a person who doesn’t use safety belts AND LEAVE THE
vilnever soe?  jotopg CRASHIN’ TO US!
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FLYING EDGE™
(A Division of Acclaim Entertainment, Inc.)
LIMITED WARRANTY

Flying Edge warrants to the original purchaser only of this Flying Edge software 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 losses 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 purchase,
at its Factory Service Center. Replacement of the cartriage, free of charge to the original pur-
chaser (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 applica-
ble 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 WAR-
RANTIES 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 CON-
SEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNC-
TION OF THIS FLYING EDGE SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or excly-
sions 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 pro-
hibited 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 estimat-

ed cost of repair and the shipping instructions. 2

Flying Edge Consumer Service Dept., 71 Audrey Avenue, Oyster Bay, NY 11771

Flying Edge Hotline (516) 624-9300

Distributed and marketed by Acclaim Entertainment, Inc. 71
Oyster Bay, N.Y. 11771

The Simpsons™ and © 1993 Twentieth Gentury Fox Film Corporation. All Rights Reserved. The Incredible
Crash Dummies™ © 1993 Tyco Industries, Inc. Licensed through Leisure Concepts, Inc® Sega and
Game Gear are trademarks of Sega Enterprises Lid. Flying Edge™ is a trademark of Acclaim Entertainment,
Inc. © 1993 Acclaim Entertainment Inc. Al Rights Reserved.

Audrey Avenue,

3
\

FLYING EDGE™ CARTRIDGE WARRANTY REGISTRATION CARD
Fill out and mail in this coupon to receive a FREE copy of the
“Masters of the Game" magazine with information and tips on our
hot new titles and products!

Name: S
Phone:( ) . e A

Street Address: 4 . -

City, State, Zip: = e

1. Game title:  THE INCREDIBLE CRASH DUMMIES™ GAME GEAR
2. Who purchased this game? oMale oFemale Age

3. Who plays this game the most? cMale oFemale Age 3
4. Why was game purchased for pkayer? o Self-purchase oRequested
Gift oUnrequested Gift
5. How did you hear about this game? oFriend oRadio oTV
ONewspaper oMagazine Ad oGame Review oin-Store
Display cPlayed Before Buying oArcade oSalesperson
6. How would you rate the game play?
123456789 10 (Best)
7. How would you rate the graphics?
12345678910 (Best)
8. Which kind of game do you like most? oAction cRole-Playing
cSports oSimulation oMaze/Puzzle
9. How often do you play coin-op arcade games?
oNever oSometimes CFrequently
10.What game/computer systems are in your household? oNES
oSuper NES oGenesis nGame Gear oGame Boy
oPC (IBM or other)
11.How many times a month do you rent video games?
12.Which magazines and comic books do you read?

13.Comments:

Send to: Flying Edge, P.0. Box 9003, Oyster Bay, NY 11771-9003

----------------- I Cut along dofled Fine and send Lo Flying Edge

Paents: U5 Nos 4 442, 486/4, 454, 50474, 462, 076 Europe No. BO244; Canada Mo, 1,183.276; Hong Kong No. 88 4302
Singapore No. 88-155, Japan No. 82-205605 (Pending)




