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Peace has embraced our galaxy for over 1,000
years. Now, in the year 2998, we have found
ourselves at war with a deadly force!

Stars at the galaxy’s edge have begun to
disappear, being replaced by an ominous

dark cloud. With no military technology for
defense, our Galactic Federation watches
helplessly as the ominous Black Nebula attacks
the Sister Star System, and captures all six of
her planets!

The Black Nebula fiercely invades with
thunderous artillery strikes, and seizes our only
weapons power unit, leaving the entire star
system close to annihilation! The deadly Super
Mech, a force from the darkest regions of
space, is the controlling evil behind the rapidly
growing Black Nebula.

Close to destruction, our Federation has lost
all hope. Suddenly, a hero appears! Lancer,
captain of the aircraft carrier Sylphide, realizes
that planning a frontal attack against the Super
Mech to retrieve our power unit is hopeless. A
surprise attack must happen. But how?



Lancer must crash through the enemy’s
destructive force. Our only hope is one
weapon the Super Mech aren’t counting on -
“Hellfire”. Captain Lancer boards the powerful
CNCS1 Fighter loaded with “Hellfire” and
makes preparations.

Can Lancer recapture our power unit and
defeat the Super Mech? Our fate is in the
hands of the “Hellfire”.

You must guide Captain Lancer and the CNCSI
through 6 levels of fast action and loads of
deadly enemies! But don’t think you can get
out alive with blinding firepower alone. You
will need to utilize your four weapons with skKill
in order to defeat the Super Mech before they
eliminate you!

Survival seems almost impossible - but you
must in order to save our galaxy!



Refer to the instruction manual of your
console if necessary.

With the power set to OFF, insert the game
cartridge into the appropriate slot.

Be sure the cartridge is slotted all the way
in.

Turn the power ON. If nothing appears
on the screen, check the cartridge and
attempt again.

Hellfire is a one-player game. Use a
controller plugged into controller port 1
and press Start to begin the game.
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A BUTTON
Press to fire your current weapon.

B BUTTON
Press to change the direction of your shots:
forward, backward, vertically, or diagonally.

C BUTTON
Press to fire the Hellfire weapon.

D-PAD
Move in any direction.

START
Starts the game. Pauses/Unpauses the game
during play.




Getting Started

GAME START
Start the game from the beginning.

OPTION
Allows you to change certain features of the
game.

LEVEL
Change the game difficulty - Easy or Hard.

PLAYER
Adjust the number of lives per game, from 1to
4.

SOUND TEST
Allows you to sample the music and sound
effects.

RAPID
Rapid fire ON or OFF.

EXIT
Returns you to the title screen.

0PTIONS
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Weapons Command

Take a firm grip on your controls! The CNCS1 drops from
the safety of the Sylphide’s jet bay, and you’re alone in
space. Within seconds the first attackers speed out from
the darkness!

Press Button A to fire and Button B to rotate your weapon
through its four directional settings. Learn to recognize
your direction of fire at a glance by the color of your ship.

You can shoot and change the direction of fire
simultaneously. This may take some practice but it is
essential as you travel deep into enemy space. Don'’t just
stick to one setting - use them all and stay ahead of your
attackers!

Red Yellow
Forward shots. Backward shots.

Green Yellow
Vertical shots. 4-direction diagonal shots.










Battle Gauges

The gauges at the top of the screen display
your battle information. Learn to read them at
a glance in the midst of battle.

Difficulty & Remaining Remaining Round and Top Score
Score lives Hellfire Stage

ROUNDE TOpP EA
STAGE3 125

Hellfire

This weapon is an incinerating blast that
affects all aliens in its path. You start with two
but you might be able to find more.

Pees: 0
1up EASY ROUNDRE vop EASY
118020 X @< STAGEZ 125000 F
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Power Ups

Captain, keep an eye out for Power Up Unit
any advantages! We wiill
need all the help we can get
to take out the Super Mech.
Collect these power ups to
inCrease your power.

Single Shots Missiles

Twin Lasers
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Auxiliaries

You can’t just rely on firepower! These are
the other items you can pick up that will give
you the edge in the coming battles.

Speed Up Bonus Points

Increases your thrusters. Awards you 40 points the
first time and then doubles
each other time.

1Up Shield
..IIJF
Increases your remaining Glowing armor that
life count. protects you from one hit.
Seeker Hellfire

Search and destroy drone Increases your remaining
that attacks your enemies. Hellfire count by one.
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Press the Advantage

There are 6 stages to beat in Hellfire with each
completion adding to the Round count. Get
the true ending after completing 3 rounds! As
long as you are alive at the end of the stage,
you’ll continue onto the next. When you are
hit or crash, you will return to the fray as long
as you have any lives left. Each new life will
start with your weapon reset to the single-
shot.

You will earn extra lives when collecting a1 Up
or when your score hits 70,000 points. You
may earn more at certain point intervals after
that.

Continues

When you lose all your lives, the battle ends
and a Continue screen appears. Credits allow
you to continue the game. Once your credit
count is at O, the game ends and you will need
to start from the very beginning with all points,
lives, and weapons reset.

PRESS START BUTTON

CONTINVE
8

GREDIT 20

Easy Mode - 20 credits
Hard Mode - 10 credits
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Base 1 - Hoggr, the Frozen Star
Blast through the orbiting front lines! Search out the base
overshadowed by a fixed star.
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Base 2 - Qat, the Desert
Weave through mesmerizing hieroglyphs, and stay alert.
They only “look” paralyzed.

ROUNDZ ¥ E8sy ZA: ROUNDZ Z
o-0 S7aCE2 j z S7aczz " s603%0

Base 3 - Syrinx, the Tropics
A fatal lushness pervades this base. Brainplants hang from
the sky, but there is danger all around!




Base 4 - Lodur, the Forest
Incinerate the forest to reach the river - and the base.

ROUNDI TOP E ROUNDT 7o ZASY) |
9 Sracra 99 09 o8 S7acEs 1092870

Base 5 - Urd, the Factory
Demolish the manufacturing base to cut off the enemy’s
weapons supply.

ROUNDT 7o EASY) i ROUNDT 7o ZASY) B
8 STACEs | 1248610 26211 09 o8 S7acEs 1262110

Base 6 - Pholus, the Giant
Their last line of defense, where a colossal enemy rages!
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NEVER GIVE UP WEAPONS

Battle conditions are Learn your weapons
ridiculous - it is just you and when to use them.

against the Super Mech. Keep rotating your shot

But with practice, you will directiop_ Spme enemies
find ways to reach the end. are easily dispatched by
certain weapons.

WEAK POINTS STRATEGIZE
Bosses have weak points! Firepower will only get you
Focus your attacks when so far. Watch the enemy’s
you find it. Your Hellfire movements and learn to
weapon is almost useless evade their shots. Survival

against bosses. is key!

ROUNDI
12 ©4 STACES
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To get the true ending, you must complete

the game three times. Upon completion, your
“round” count will increase by 1. Once it is at 3,
you will then be able to see the true ending.

Each completed round will also increase the
difficulty and enemies will fire more projectiles
at you. Stay strong and be victorious!
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