EA IF/”F%'\ ITM
=R T\ TN

Licensed to Turbo Technologies, Inc. by Spectrum HoloByte®




THANK YOU !

...For buying this advanced TurboChip
game card, "FALCON™"

Belore using your new TurboChip game card,
please read this instruction manual caretully,
Familiarize yoursall with the proper use ol your
TurboGrafx-16 Entertainment SuperSystem,
precautions concerning its use and the proper
use of this TurboChip game card. Always
operate your TurboGrafx-16 SuperSyslem and
this TurboChip game card according to
instructions, Please keep this manual in a sale
place for future relarence.

© 1992 Sphere, Inc.
All rights reserved

TurboGrafx™-16 Entertainment SuperSystem
TurboChip® Game Card

TurboExpress™ Handheld Entertainment
System

WARNINGS

1 This video game may cause a burn-in
image on your television picture tube. A
burn-in image is an image which is
permanently burned into the inside of the
picture tube, Do not leave static or still
images (in pause or play mode) on your
television screen for extended periods of
time. When playing this game, it is advisable
to reduce the screen brightness to help
avoid image burn-in on the picture tube.

2 Be sure that the power is turmead off when
changing game cards.

3 This is a precision device and should nol be
used or stored under conditions of excessive
temperature or humidity.

4 Do not forcibly bend your TurboChip game
cards.

5 Do not louch the inside of the tarminal area or
expose the SuperSystem to water, as this
might damage the unit.

6 Do not wipe your SuperSystem or TurboChip
game cards with volatile liguids such as paint
thinner or benzene.

TurboChip game cards are made especially for
use with the TurboGrafx-16 Entertainment
SuperSystem and the TurboExpress Handheld
Entertainment System and will not operate on
othar systems.

Any duplication of this software is stnictly
prohibited.
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Introduction

Falcon is a real-time simulation of an F-16 "Fighting Falcon" from the fighter
pilot's point of view. The F-16 fighter aircraft is an advanced highly maneuverable
air-to-air dogfighter, and has also won just about every bombing accuracy contest
it entered.

Some of the less interesting details of flying an F-16 in combat have been
deliberately left out or simplified. The emphasis of this game is more towards fun
than absolute realism.

The Falcon you'll fly in this game is a simulation of an F-16 that does include
many of the features of the actual aircraft : Air-to-air and air-to-ground weapons,
Head-Up-Display, radar, threat warning systems, and the cockpit instruments.
You'll be fiying your Falcon in a simulated combat environment, with enemy
fighters, flak gunners, and SAM (Surface-to-Air Missile) launchers all trying to
keep you from completing your assigned combat missions.

pe ﬁ@-@;— =X

Object of the Game

Intelligence reports show that a terrorist group is trving 1o manufacture atomic
bombs. "Your mission is to fight your way through their defenses, then find and
destroy the bomb factory before they are ready.” You must equip your F-16 with
the proper armament, fly to the bomb factory, destroy all designated targets and
return to home base. On your way, you must attack and evade enemy aircraft and
ground threats. Missions involve air-to-air and air-to-ground combat and will get
progressively harder as you close in on your final target. All missions require the
correct choice of armament and equipment, plus the advanced flight skills and
cool-headedness of an ace pilot. Training is available to help novice pilots. The
overall object of the game is to complete all the missions, finish the game and get
the highest score.

Games have a time-limit of one-week 1o complete. You must find a way to finish
the game within this time period. If vou manage to do so, vou will be highly
rewarded. The world depends on vou! Good luck!



Preparing for Play

M Inserting the
TurboChip Game Card

|. Be sure that the power is turned

off.

2. Remove the TurboChip game card

trom its plastic case.

Note : DON'T bend the game card or
rouch its metal parts. Doing so
may damage the program.

3. Insert the card with the title side up

into the Game Card Port,

4. Push the card in firmly until you

teel a firm chick.

B Turning on the
SuperSystem

I. Be sure that your game card is

inserted properly.

Note : If vour game card is not
inserted properly, the Power
Switch will not move all the
way to the right.

2. Shde the Control Deck Power

Switch to the "ON" position,

Nate : If veu want to turn off the

SuperSvstem during play, reset

the game first by holding
[RUN/] burton down and
pressing [SELECT | button ar
the same time, and shide the
switch 1o the "OFF” position

Menu Selection

B Selecting the Menus

l. Press the [RUN] button. The
following menu screen appears.

2. Press the [DIRECTION KEY | up
or down to highlight the menu
vou want to select.

3. Press the [RUN] button to make a
selection,

B The Menus

MISSION BRIEFING

In this menu, you will be briefed aboul
your mission and select armament.
Afterwards you will begin your combat
mission. (See P.6)

LOAD/SAVE GAME

This menu is used to save and load game
data. (See P.13)

TRAINING MISSION

This menu allows you 1o improve your
combat techniques and flight skills
necessary (o succeed in combal missions
{air-to-air and air-to-ground).

(dee P.13)

HIGH SCORES

This menu allows you to view the top hive
high scores. (Sce P.16)

HEAD-TO-HEAD

This menu allows two players to go head-
to-head in a doghight using two
TurbobExpress™ Handheld Entertainment
Systems connected via an accessory cable
(See P.17)




Combat Mission B Falcon Armament

AIM-9J SIDEWINDER Heat-seeking missile

- " - . '
Alter you select armament for a | ] SE|EI:tI|'|g Armamant I-:.H' Air-to-air .:nrl}hut N
mission you have been briefed on, l_w:rlul range 5 miles 2\_ — =
i . . A ¢ vom | e g § T I PR pe— 0 I'CE Angic s ] & I
you will begin your combat mission. AS Iff"‘“" '“IL'“"”{‘ will affect airc mI]!‘ FOrIcH angleaig
- i R e rlormance, sélect armament tor the
Select "MISSION BRIEFING” on the ST S P e eilm
_ FAEEL € mission you have been briefed on AIM-120 AMRAAM Radar-guided missile
Menu to begin the briefing. referring to armament data or For air-to-air combat A A
configuration shown on the screen. Long range, 15 miles 7 =
Note : Press the [RUN] button For front and rear shots
: . |. Press the [Direction Key] up or
anviime during the briefine 1o - . Y1 Ug T 2 : :
' ' i L down so that the armament item AGM-65B MAVERICK TV -guided missile HI
see the next screen. If you you want to select is shown on the For air-to-ground combat e ——
wani to exit this menu, press SCTECN. Effective range 9 miles, in good sight of target e
the [SELECT| bution, 2. Press the [Direction Key] left or
right to set the number of items to AGH""?‘ E_HH"(E
e loaiad ‘or air-to-ground combat ﬂ ]TD
[ . i T - y 5 | 1 lae - 1
Note : Left to decrease the number, I__ItLLmL range 12 m_llu
To FALCON right to increase it. For attacking SAM sites
YOUuR HMISSION, SHOULD The H button will clear all
YoUu CHODOOEE TD RACCEPT
LY 15 T8 Ficur Vaum armament off the aircraft. MK-82 LDGP Low drag general-purpose bomb
THEIR ATOMIC BoMB llowing vou to start fr For air-to-ground combal
THEIR BTOMIC BOwa allowing vou to start from OF air-1o-¢
HAUYE THE FIAST READY, serateh in _,..t.lf{.{.””.':‘, Effective when close to targel
Weapomns. , ; .
3. When you complete your ALQ-131 ECM POD Elcctronic countermeasure device
selections by repeating steps 1 and o defeat enemy missiles . N
2, press the [RUN] button. For air-to-ground combal ‘<] ) —

Activates automatically during thight
Y our Falcon is taking off, and the

combat mussion will now huy”n_ 3““-5‘.'.'.”" FUEL TAH“ Additonal fuel tank

Capacity 300 gallons \\ —— = ’>




B Controlling Falcon B Contoroller Operation

All directional movement and weapons firing of Falcon, except during take off Flight control Firing operation
and landing, is controlled by your operation of the TurboPad™ controller or
JoyStick™ High Performance Controller. You should master the operation of the 1 | nose down € | Select player weapon -
controller vou'll use for successful missions. ! ! aD
2 | nose up !1 D’ Fire selected weapon O
Note : Using a JoyStick™ High Performance Controller gives vou better 1 e s =
directional control of Falcon, 3 : roll lefi I‘l 1 ::mf::l:lfr iﬂﬁ.‘k O + ©
The I and I burton fire rate swiches should both be in the bottom (smallest L - |
dot) position, or the plane will not fly properly, & | roll right 12 E::,ﬁ:]}llﬁfﬂ L + © |
iy g
B Controller Description ay | N Bk = s =
e _ 6 Im;:je:iw throttle 13i ;L:tlmm. '.uul life m:'.i1u + +*m'~l
_iilflﬁ'_ﬁﬁiim | SELECT Button | [ RUN Button | selling | |anty agam

- | | Nose shghtly left
\1. lthnu[ hank

= = S

‘um nhnhth nght
B | without han]r.

HI.IH ’Buﬂnn B

r;

Other operations

|
44| Pause/Unpause game | o

15| Reset game 1o start | © 4+ O 1

Note : 1,2,3,4 Thexe Direction Kevs correspond to the stick.
1,8 No bank is useful for fine aiming, especially when bombing.
11 "Lock” is useful when there is more than one enemy plane in front of vou
_TUreosts _ and vou need to pick which one the missile will track,
' luttnn » " Button I :_“. ' 12 Dump chaff then twrm or pull up hard when the missile gets close enough to
' - light the "Threar” indicaror.




G Force Meter

B Falcon Cﬂﬂkplt Airspeed Scale

—

Horizon Ladder

Unce your Falcon has taken ofl, the screen
will show the pilot’s perspective from the
cockpit. The main cockpil components are
Head-Up-Dhsplavs (HUD), which shows
important data, and the Front Panel

Familiarnze voursell with them

Compass Heading . ~
PP B e ettt | ) -3 3
LCK 4 . -

Lights when an enemy plane | sl

has locked onlo your plane
Warning Light

. ;
Lights when vour plane is about 10 break up

|
from damdee, giving you me to bkl oul
Lights when an enemy missili

has been launched at you

THR

Laghts when an enemy missile

15 wathan seconds of itting v

SAM
Lights when a SAM site 15 close

" 1 F] '] I
enough (o launched 5 missiie al you

Flare/Chaff

Shows the famber of lames/chat]

AAA
Lights when a tlak gun
i Ani-Asreraft Arilleryi

15 Close snough o shool

MEmeanning on YLAL [ll.lrl-.'

Weapon Display Area

il Yo The w EPHON Yo havi sEleciod 1S shown

/ . Target Designator
Wrr o SR Waypoint Direction
Tt aPE: | Indicator

I Altitude Scale

A | b o | RPM Indicator

[ )
! Indicates increments of percentage
. ' e :
P R . i power that the planes engine 15
| . producing at that moment

STALL

Lighis when you have pulled oo many
Ca's for vour mrspeed and altitude
causing your wings to “stall” or lose

it temporanly

ECM (Electronics Counter Measure)

Lights when ECM pod 15 activated

Fuel Indicator

Inchicates the amount of remarming rfuel

199°
229K

—

Damage Indicator

Shows how much damage vour plane can take

Radar

There are two operation modes, gir-to-air and air-to-ground. Aar-to-ar mode has @ maxomum
range of 40 mules. The following mmlormation s displayved : MIGs, distance to MIG, alttude
of MIG, amficial horzon line, closure rate, MIG :"li.'.ll.i:l|'..'.'. VI .'.II'-|1-|.'l.'|1 AN aspect gngle
Arr-to-ground mode displays an image as seen through the AGM-65B Mavenck missile
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B Game Goal

Shows whether vou succeeded or Failed in
vour massion alter all combat 15 over

Vi B R T

p ol - (R L S B el L N T |

.t:-:;'

|. Press the [RUN| button
Shows the Mission Score Table

‘ LI CRE T T TT |

Tl

I - ENODTEF TAMDIETE
¥ MIEN IS TOTAL [ BT 1]

e

L AL
L
2. Press the [RUN] 1o exit this menu. The
initial menu screen appears.

Once vou have hmished a mission and
returned salely 1o home base, vou can
advance 1o the next level for an even
greater challenge

¥ ou can be shot down and stll continue
the game if you bail owt before your plane
breaks up. The game is over once you are

killed

B Game Over

If you die or run out of time, your game is
over. Failing a mission merely forces you
1o fly 1t over, as long as vou haven't run
out of time. If your score is among the five
highest, vou will be allowed to register
your name and score in the High Score
Table, Follow the steps below 1o enter
your name in the High Score Table.

|. Press the [DIRECTION KEY | up and
down to move the letter you wish to
choose mnto the highlighted arca

2. Press the |[DIRECTION KEY | right 1o
move the highlighted area to the nexi
space

1. Press the [RUN| button once you have
fimished entenng your name by
repeating steps | and 2 above
Your name and high score will be
added to the High Score Table.

Nore @ If the svstem 8 turned OF F before
game dara hax been saved, the
High Score Table will be rexel.

Saving or Loading Games

Game data may be both saved and
loaded. A game may be saved in a
nission by saving game data and
restarted later at the same mission by
loading that game data. Saving also
retains yvour current High Score

Table. Select "LOAD/SAVE GAME"

on the Menu 1o enter. The
"LOAD/SAVE OPTIONS" screen
appears.

B Saving Game Data

I. Press the [DIRECTION KEY | up
or down to highlight "SAVE
GAME" and press the [RUN|
button. The "SAVE GAME
OPTIONS" screen will appear.

2. Press the [DIRECTION KEY | up

or down to highlight the desired

iem and press the [RUN] button. If

you select "SAVE DATA", a
Location List for saved data and
password option will be displayed
A password will be given to you il
yvou select "PASSWORD",

Note : Passwords (16 letters long)
are needed when loading dara
saved with a password. Be
vire to write down vour
password so vou won't forget
i,

13
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B Loading Game
Data

I. Press the [DIRECTION KEY] up
or down to hughhght "LOAD
GAME" and press the [RUN|
button. The "LOAD GAME
OPTIONS" screen will appear.

2. Press the [DIRECTION KEY | up
or down to highlight the desired
item and press the [RUN] button,

3. It you select "DATA LOAD",
press the [DIRECTION KEY] up
or down to highhight the data you
wish to load and press the [RUN|
button. If you select
"PASSWORD" use the
|[DIRECTION KEY] to enter the
I 6-letter password for the game
you wish to continue and press the
[RUN] button, The data
corresponding to that which you
have selected will be loaded.

Note : Be sure to enter your password
correctly. Dara cannot be
loaded withour the propei
password,

M For TurboBooster
Plus owners

You will have the option to do data
loads and saves, and your high scores
will be saved even when the machine
1S turned off.

Training Missions

Training missions allow you to
improve the skills necessary to
complete missions successfully. This
includes five menus as follows.
Select "TRAINING MISSION" on
the Menu. The training menu screen
appears.

= THTERCE B LY
u.,"'"-nm; -:.rrr

--frhn I..!l:

FIH-TI ﬂ-ﬂ-ﬂ

. Select the slulls
you wish to improve.

|. Press the [DIRECTION KEY] up
or down to highlight the skill you
wish o practce.

. Press the [RUN]| button to enter
your choice. Training will begin.

3

H Training Menu

bombing
Trains you in effective targeting
techniques for the bomb.

intercept
Trains you to intercept and shool
down enemy bombers.

dogfight
Trains you in evading enemy aircraft
and missiles and teaches you flight

skills such as lining up behind enemy

planes.

anti-flak

This trains you to evade enemy flak-
gun fire and 1o destroy enemy flak
guns.

anti-SAM

Tramns you in proper anti-SAM
(Surtace-to-Air Missile) techmiques
and how to effectuively attack SAM-
sites.

15



Viewing the High Score Table Head-to-Head Game for Two Players

select "HIGH SCORE™ on the Menu. The High Score Table showing the names Two players can go head-to-head in a Select "HEAD-TO-HEAD" on the
and scores of the best five recorded games appears. doglight using two TurboExpress™ initial Menu.
Handheld Entertainment Systems During head-1o-head dogfights, both
connected via an accessory cable player's planes are controlled just as
The following hardware is required during single-player games.

tor head-to-head play :

* Two TurboExpress™ Handheld
Entertaimnment Systems

* One cable

Note : For details on connecting
svstems via a cable, refer o
Note : If the system is turned QFF before game data has been saved, the High the TurboExpress™
Score Table will be reset Instruction Manual,

17



Appendix : Aircraft Specifications
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F-16A "Fighting Falcon"” ,

A/
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MIG-21 "Fishbed-N"

gt — = I ;‘_ﬂﬂ

MIG-29 "Fulcrum-A"

16,720 Ib. static thrust

Tumanskii R-25-300 wrbojet Two Tumanskii R-33D wurbofans

11,250 Ib. thrust;

51 fi.. 41n.

59 fi.

23 fi., 6 in. (without missiles)

39 1., 6 in. spread
27 fi., 2 in. sweplt

14 1., 91n. 16 ft., 61n.
Empty 13,500 Ib. Empty 22,500 1b.
Normal Takeoff 19,300 Ibs. Normal Takeoff 37,000 Ibs.
~ Maximum Takeoff 22,000 Ibs. Maximum Takeoff 41,500 Ibs.

Pratt & Whitney F100-PW-200 turbofan,
| Engine } 23,840 Ib. static thrust with afterburner
l.erlgth 49 ft., 6.75 in. (with nose probe)
31 ft., O in. (without missiles);
Wingspan ‘ 32 ft.. 10 in. (with two missiles)
- 16 ., 8.5 1n.
Height ‘
i Empty 14,567 Ib.; Normal Takeoff
WE| ght (air-to-air with fuel and two nussiles)
23,300 Ibs.; Maximum Takeoft 35,400 Ibs.
795 knots/hr (Mach 1.2) at Sea Level
Max Speed 1,172 knots/hr (Mach 2.05) at 40,000 ft.
1 H Owver 50,000 fi.
Ceiling

730 knots/hr (Mach 1.1) at Sea Level
1,200 knots/hr (Mach 2.1) at 40,000 ft.

730 knots/hr (Mach 1.1) at Sea Level
1,320 knots/hr (Mach 2.3) at 40,000 ft.

18

Over 50,000 ft.

Over 50,000 fr.
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B F-16 Armament

M61-A1 Vulcan Internal 20-mm Gun

AIM-120A AMRAAM Radar-Guided Missile
AIM-9] Sidewinder Heat-Seeking Missile

AGM-65B Maverick Missile
AGM-45A Shrike Missile
MEK-82 500Ib Low Drag Bomb
ALQ-131 ECM POD

B MIG Armament

Gsh-23 Internal 23-mm Cannon
AA-2 Atoll IR-Guided Missile
AA-10 Alamo Radar-Guided Missile
SA-2 Surface-to-Air Missile

TurboChip® 90-Day Limited Warranty

Turbo Technologies, Inc.("TT1") warrants to the
onginal consumar purchaser that this product shall
be free from delects in material and workmanship
under tha following termns:

HOW LONG IS THE WARRANTY
This product is warranted for 90 days from the dale
of the first consumer purchase.

WHO IS PROTECTED

This warranty may be anlorced only by the first
consumer purchasar. You should save your proof of
purchase, and be preparad (o present it in case of a
warranty clam

WHAT IS COVERED

Except as spacified below, this warranty covers all

delects in material or workmanship in this product.
Tha following are not covered by the warranty,
1. Any product that is not distributed in the U.S.A.
by TTI, or that is not purchased in the U .S A
from an authorized TT) dealer, or that is sent for
warranty service from oulside tha U.S A
2. Damage, deterioraion or mallunclion resulting from:
a) Accident, negligence, misuse, abuse, neglect,
impact, fire, liquid, lightning or other acts of
nalura, commercial or industrial use, product
maodilicalion or tamparing, fallure to follow
instructions supplied with the product;

b) Repair or attempled repair by anyone not
authorized by TTI;

¢} Any shipment of the product (claims must be
submitted to tha carmier);

d} Removal or instaliation of the product; and

a) Any other cause that does not ralate 1o a
deloct in matenal or workmanship.

4. Any product as lo which the TTI serial number
has been allerad, defeciad, or removed

HOW TO OBTAIN WARRANTY SERVICE
For warranty information, call 1-800-366-0138
Monday-Friday 8:00 A M. to 7:00 P.M. Central Time.

LIMITATION OF IMPLIED WARRANTIES

Any apphcabie impiied warrantias, inciuding
warranties of marchantabifity and filness for a
particular purpose, are imited in duration o the
length of this warranty, and are subject o all
conditions haren,

EXCLUSION OF DAMAGES

TTrs liability for any product is limited to the repair

or repiacemeant of the product at our option. TTI

shall not be liable for

1. Damage to other propery caused by this product,
damages based upon inconvenience, loss of use
of the product, loss of lime, commercial loss; or

2. Any olhar damages, whether incidental,
consequential or otherwise

SOME STATES DO NOT ALLOW LIMITATIONS ON
HOW LONG AN IMPLIED WARRANTY LASTS AND/OR
DO NOT ALLOW THE EXCLUSION OR LIMITATION OF
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO
THE ABOVE LIMITATIONS AND EXCLUSIONS MAY
NOT APPLY TO YOL.

HOW STATE LAW RELATES TO THE
WARRANTY

This warranty gives you specific legal rights, and
you may also have other rights which vary from
state 1o slale.

Turbo Technologies. Inc.
6701 Center Drive West, Suite 500
Los Angeles, CA 80045



Have you tried

these other TurboChip™
game cards ?
Gunboat™

Bonk's Revenge™

Night Creatures™

Andre Panza Kickboxing™

“TurboGrafx" , 'Tm. !
“TurboExpress” , “TurboPad" are
trademarks.

FALCON is a trademark of
Sphere, Inc.

Printed in Japan

TGX040067

Printed on Recycled Paper



