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Warning: Please read the enclosed consumer information
and precautions booklet carefully before using your
Nintendo* hardware system or game pak.
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Pounded in 1988, Vieual Concepls has always sctah o bulld excep _.w&.\ £re- /

ative videa pames trough innavative designs and technical exceliancaiThe staff |88 "
consiess of diftean individuals who shaze a love of greatgames John mnuwmum:. 2 —
who.progremmed Dasert Strike for the Supan NESP \sawthe vasksbi, _,mam.m.wﬂ‘

th exciiémen and playabiliy of the original version fs.a terrific challengh, Having Al
rompleted the sime consuming work, John plans 1 take a vacstion & Miami amiind !
then focus on basehall . , \ . : _

MIKE POSEHN S, | )

Jesert Strike: Return (0.the Giulf is Mike Poseha's first viden gdma. Beilig kuoily

Inierested in the most advanced miary fechnology, wheaElectronicsArts.asked i

biirt %o Build this product Mike jumped atithe thancesin addition to'being e con 139

Official
Nintendo
Seal of Quality

THIS.OFFICIAL SEAL 15 YOUR

AR %ﬁﬂﬁﬁ%ﬁﬂm surmmate copputer Evéé.m\q,% e gﬁwﬁ.&.ﬂiw%&. man and an
5 b avid fisherman. He bves = baogiis, Bt His wils and frechiidren .| R[]
PRODUCT, ALWAYS LOCK FORTHIS Y i i CUTAAR A - S sl umall
ﬁzm.a—@:n@w SEAL WHEN BUYING GAMES AND PAUL VERNON, o S S5
ACCECSORIES TO ENSURE COM- Paul Vernon zmmp_rmx. A.mmq»x.mmw.u.aﬁ_.zo: «@. all the povel rt seen ih Desets Sirlke. ) 1ldd
PLETE COMPATIRILITY “WITH YOUR Refore Pauls .ﬁ@.aﬁi 1a Oisrhon Desert Sieike he was Seen wiping out i R
NINTENTO, SUPER NINTENBG SUPER NINTENDA ENTERTARNMENT Boad Bash, slamipis Noogs i Lokers ve. Celocs e pfling aroynd the PGA Teur. [
ENTERTARIMENT SYSTEM ANT SYSTEM: ALL NINTENDO PROBUCTS Fromy desert blastipg 1n sand umwm.uonr.a_, him mow: oo a Bezch near you
THE OFFICIAL S5EALS ABE ARE LICENSED BY SARE FOB USE JOHN MANLEY i . f. \
REGISTERED TRADEMARKS OF ONLY WITH OTHER AUTHORIZED Marlay hoe bic £ fom 3l of Mik o i
NIITENT0 OF AMERICA DNE. SRUCTE BEARNG THE OFFICA! Jehn Manley has bden the Elecironic Arts exporton all of Mike Posehn's profuciSe

,/c,..mvx.am.(\ranﬁn i for Dosert Sirike=Horded John the opportunley o 2pply, his
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NESERT,STRIKE: RETURN TO THE GUEF o s oo AR
WARM UP YOUR CHOPPER: STARTING THE GAME ...
[UICKSTART TO DESERT STRIKE ...
MAIN MENL J1.504)
R Chonge-Yotir Campaign.,.
. B 1 . Choose-Yaur Copilat.,...,
(CONTROL SUMMARY Ry U GG
. PAUSE/THE-MAP SCREEN..... 4 ..
. : The Battle Map«ms
FLYING  Control Pad  up down  right left Mizsion Data Log..
With Momentum b R AL m”ﬂwwns:amwwms
From Cockpit fwd ray right; laft = .} @ SNAFUS

R . CAMPAIGN #1 (A Walk- .::953
From fbave north zonth east west . . CAMPAIRN £2.

Press and hold eifhes hager trigger v /Control Pad left/ right/up/down to : % wﬂm"“ Mm
jink. (sem-p.35} . A4,

PASSWORD
HINTS AND TIPS...
Keep Moving,...
Hadar guided missiles) Fuel and ?ES nozmmwémga ........
Hydra misslles {Hold butten for continuous fire.) Jw...... w_h”wm ae,m S ﬂ
Chain guns (Hold button-for, continuous fire) Although the mﬁw_/n ' 1 e e .....m%_:w up Pass _.wnaauw 3
gun may appear to be hiting an ahject make stite you look for the [ ANy s g@@?ﬁm%ﬁ b
gray explosion and listen for the Joud Wmpact noise lo make cerlain \ >4:S:§m»mw~ ¥
you are on farget. Misses appear as yellow mxux_maﬂ and make Y
only a small *gunfire” noise.

FIRING --standard settings. You can modify conirals [p.9-11).

s DRI O G

- . Alert Zonds

_ Choosing Ypur Emm_G
Fools Rush
L

*This game makes greal usa of contrellers wath rapid fire or “urho® opticns,
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WARM UP YOUR CHOPPER: .

STARTING THE E—ZM
W TG S

5::__. .ﬁ,..-k. L e SN . 0D :
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DESERT STRIKE:

RETURN TO THE GULF

AVE
1. Turn OFF the power swilch on your Super NES™, LA N
Never insértior remove & (ame Pak when the power 1s ON. L L _
.2, Insert the Game Pekinto the slot'up the Super NES™.Fress the 25 |
™. Game Pak oy  fiFmly toJock it in place. ETN Lo
S
3. Tum oz the vos.ﬂ. Switch, ," _ &\ . “REh _

- Ny > g - ’
4, The cinematic introduction begins-avtomatically alter thetitle * | 5L — U?a

sereen. The intro moves el 2 set rate, but you can press Y, B, or A =
o page through mere rapidly. At the ead obthe intra 5@&&5 3 / )
Menu will appear automatically. \ e e )

Witheut warning a:madman has emerged in.the Middle East and threats
ens to.start Armageddon. The international communily knaws very litle
chout this menace, the sellstyled ‘leneral® Mubaba, but we have enaugh
“evidence of his military” Evmgamm 1o take His fhireats very seriously, The
President has chosen you o {v.a séries-cf dangetous preemptive £am-
paigns in the desert to vanquish this manias.

Yourean press START anytime during mﬁ itra 5 mo :qamzs. G.w_vvs AT
Lused i

Menu, ! Sy
5. If you want to see'a brief demonstration of the'lfirst campaign, press., _,
X. If you don't press any buttons, the %Bu wiill begin automatically.

Aftar the first demo, the intro is replaydd, E_osm@g m.mmsai the 5

second campaign, and soan st Ay o B ALY
If you want to héginright away, foliow: the simple slart-up procedures 3 A X 139
listed below'and ge straight'to p. 6 for Duickstart instructions: If youd like B. Tm%bﬁm h..m.,&.ﬂ Ewga@:m q&l%an,a aﬁEd 1o the E&:
an in-depth walk-through of the first Eampalgn, go ta p. 17. By folitwing Ik &3 ey Mant N EE TNy N _. My AN\ mat]

lhe walk-thraugh parafully, youll learn the minimum skills necessary fo
win all the campaigns. Afler vou complete the,first campaign, pay close
attention’ lo the briefings and debriefings before’and after each successive
campaign. This manual aleo provides some useful information abaut the
latter campalgns, as well ac a chapter an hints and stralegy.tips, Good
luck. War is heck.

|
[
|
....rn- m
|

mm _.Fv c.:B_%mn o 9‘ mnm ém r:zo:m o m_am
!

xm gam#, press START 1o call up the map.
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4 Use the Control Pad 1o locals targets, supplies, and enemy weapons of # Erom the Main Meny, press X if you 'd like .o see the dema and press
the map. START while in the damo 4o go'back to the Main Mem, \

# Although the chain gun may appear to be hitting an object, make sure
yau look-dor the gray.explosion and listen for the loud impadt noise to
be certain you are endarget: Misses appear as yellow explosions and i

make cnly a small “gunfire’ noise, : CAMPAIGN MENU

4 Press START wheh youre ready fo. beyin a BBE_@: \ N \
znm._dE:n A PREVIDUS GAME /

# Hover over crates, drums, and people o plek them up. ,
; / ENTER PASSWOIRDD
# Complete the missions in order. B 1YY

“ N —— ’

& Dropofl passengers in-landing zones ta restore armor. I T

# Bead all the iext on the screen,
PRESS SYART TO EXIT

& Supplies are sometinas ‘voncealed inside targets, ¥ . . \ &
NA & From the Main Menu pressiY to gd to Vie:Campaign Kgﬁ,

L -
~
.

Az OPTIONSS i S RIS T

z a z znz-.— $ . Enter your Passward [n the fallowing a.ﬂsmv \ L N\ w.. ,
Z e 1 % Press.Control Pad up/down o select the n.anz.ma/_mxmn. &) o.: ' , M

# Press Confrol Pad {eft/right to move the oirsor, )

MAIN MIENU - : % Press START fo return to the Main Menu, | \ ) ¢ i
. . 4 AT N ST
X+ AN e N sl e,

! £3 D) , 7 co ' 3 vl del vent 1B
phs 2 cinll AR © = . I.I‘M COPILON  MIEENU WAl AEA =x:0i m
; i
|

Fn 5RB0"

"JAKE® A -“.A-,ﬁ
BH _IESUTE ot .
[SPECIRAL FORCES]

CHODSE YOUR CAMPAIGN & | mmmwmm n
ES§

PRESS STARY TO SEOXN

Ifthis is your firet ime playing, orif you don't have a password, then yau
snust stard with CAMPAIGN 1.
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The.more capable your copiiot, the easier your job as ptiot will be and
the more likely you are fo save the world, Each eopilot has a dossier.

4 Press'B to.go fo tha COFILOT SELEGTION screen.

The Spacial Forces hadge on tha serean’shows a picture of the copilot)
his/her' name and nickname, and his/her serial number. Below each
badge is a brief background and evaluation of the copilot. The evalua-
lions discuss the coptlet’s skillwith the chaingun.end the wineh:

‘Notige that “Jake” is-listed as MIA, which stands for Missing in Action.
You can't select a pilatawho is listed as MIA. Jake is out there some-
where, and if'you find hireand return him safely to tha frigata for coma
much needed first ald, you'll be able to fly the subsequent campaigns
with the best copllot of the bunch:

# Press n_guﬁ._ Pad left/right to review copilots.

When the copilot yeu want is showing on the screen,

a Press START to return fo the Main Menu,

CHOOSE CONTROL OPTIONS

OPTIONSS MIENU
: BUTTONSS \

o.wrn :<mr:a NELLFXRES

13: CONTROL
WITH MOMIEZNTUM

A: SOUN
STIERIEO

PRESS START YO EXIT

NS

# Press A {o go {o the Options screen.

Yeur copilol is responsible for aiming the quns and oparating the winch

h With the game options screen you can select fram various contrel features.

! </—.:J.Jr\J n.m.lha : %.’.a,. , o._Jc(Lzﬁﬂ m

n .JJ ‘oJ. 1
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“realistic as With Momentum. When you've mastered one or both afthe  ©x 1 An ~.~
3

[\
)

BUTTONS

#* Press < ] mm_ma your desired button gaaﬁng A\ r
CONTROL ‘ ‘ /AN
. % Press B to select you desired control optien. © ', \ a hullr j _

~ hbVE|
Beginning players might wish to controlthe Apache From the Cockpit or | Galleeiy!
Fram Ahcve as thare's less roam for errdr. But these settings are not as ,

other control options, mave on to S:r.ac.amuaa for a fuller experience.
4.cE, Apache n.& Es ata mcaa altitude s _qum the E&&Ea of detection. PRl

R Mamet R T St 5w g 1 Nah
the computer automatically selects & whenwyou turn on your Super . F = J/
NES ™. Il a /_

33

The Apache carries momeantum, and-yau :mé 1o Ba.umamm_m far ;
while flying. 3 IN

R W
¢ Press Control Pad up fo fly _ogma.‘.w -« P il

# Press ControlPad down ta fly in reverse.
% Press Cantrol\Pad left to turn leit.

| !

e

\ _ ﬂ
|

|

# Press Control Pad right: 6 furn _.GZ ! ,,..,:. AT ..r. M Sy o
From Cockpit — The controls bperate, mxm&< mm.%mnamma mMocm 139
excepl you dor’ _._rem o Bammumm,m.g BuBmEc?

SIS Jine o/l ina BRI
Note= s [ %gmagx and ‘From Atigve’ yau view |
Ecs%mmh mdamwnﬁ Yo % ARRUEAT V' :

_u‘/

Fram b,rml 2 .Sﬁ Contreal vmm .,mnzwA,_mb_m compass puints om - LU

» _

amap. .
: -

# Press nyqa Pad up tg m... 82: ‘ z.

- r 1
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% Press START when flying fo pause the mmam.. and reveal the ma : a;

- v : 2 .
Slantah 1 s T AL H

& Press Control Pad down to fly south.
& Press Confrol Pad right to Oy east.

screen.

Your Apache is depicled with a i_z_m ?i.,m ¥. Select ohjects fram tha
display below the batile/map. The objgct selected blinks cn the batle. |
map. A

\ ’
. y

return fo'the Main Menu.

_w
# Press Contrel Pad leitto fiy west
& When you're satisfied with your chaice of options, press START ta

s Press' START again to begin the game. THE SELECTIONSISPLAY
Noto: Once youchange eitlier. the bution configuration. or.{he. control $ J_mwmﬁ nmzﬁu_ Pad def/2ight to selact mission targets and other ogmnm } Q 5!
option, the setings remain changed until you change them back or turn & PURIAD: rm_
off your Super NES™ Resetting the game does nat effect Control Options. ~Jn the firslthcee campalgns, your _.,Ems.m are numbered in the selection \
: . dtsplay beneath the batle map. The missiens should be completed in Shia
order, (hough' there-is soﬁum ta stop vau 39 atempting fo.go or. oi ..llJ,
PAUSE/THE MAP SCREEN it R
Z . e 1 In the fourth campaign, only the fire! missionis mﬁu_mﬁu initially, When =3 | ﬁJ J/._
you complete the first mission, the second'is revealed and' &0 .en. / <
You will need ta refer o the hattls miap continually throughout.each cam- Other 1 ; . ] / !
riant P kR -
paign 1o locate, yourself in relation fo your targets and objectives. Tha PR DR e e O Sw S_mawnm, = ) l*.
action pauses when you call up the map screen. From the Map & Press B for a description of each object.. | B NS
Streen you can access. military data specific to youn current campaign, S P il
and call up a record of ‘your status for that campaign. Note: In the Jalter three campaigns fuel and ammg, and a few 3737
, other special ftems, are.concealed in buildings dunes, rocks, efc,
THE BATTLE z: but do not appear on'the map until you destray the mgngwm sur-
L [ Teunsy HYDRAS: rounding them. vt | Qiringivap d |
- THELLFIRES Y ) LT R ) ) a |
R ‘ (i a1 23, Ll ayials 00° S0 A
- \ B AN Y o
- -,‘_,/,: - : . ?.....l‘. .r..“.‘.Jm a,.Ju: {

"

A

L RANE 4

Besides your weapons, the Battle map is your most impariant tool
as.a pilot.
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- o b B A

u?.}T.‘




LS L -.

(. Manihal = o ALY Shisht
/ —w \ S 3 .. 1ah . ;e h pol T _ . - ...:f._

MISSION DATA LOG

CAMPRIGH

CAMFRIGC
"\ RADAR SITES
OR' FOMER STATION
SV AIR FIELDS
)l connanp BLDOS
L SECRET RBENT

# Press'A from your Z% .m,am.ma 0F YOUR" 336: Qm‘m mem to.call up .Jum -1
your Campaign Siahus. . Y
\{ _n MJ/.c

Youican obiain detalled information about the targels and
objectives of a cempaign from the Mission Data Lag,

The status readout gives you an‘up-1e-the-moment reporl’on your

4 Precs B from the Map Screen of Bampaign Status to call tp Uie progress in the eampaign.Each missipn’ic listed in brder. Migsions 1
Mission Data Log. whose stafuses are displayed in green letters are campleled, Kﬁm_osw = %
whose statuses are displayed in red are not completed s \ e
s Press Control Pad left/tight fo toggle threngh the items, A AR i m
“~ .» A | ) A .. . g
Jotice {hat every itemion, the map hac'a corresponding file in the dala CRITICAL INFORMATION , s liods u
log. There you vl find & pichire of the Hem, its name, and pertinent You are allotied three bives per campaign. If you lose your'third life ] ﬁ
information. before you accomplish the final mission of & campaign; yeu must return ,
to the beginning ol that campaign and complete it amMaE YOou'oan, mﬁ.qm “
ARMOR FOINTS v on o the next nmq.vmﬁq _ “iy | Ls 1 W
Armor points are listed for sore ef the targets; The number represents ' “43%h ’ it R |
the amount of damage that target tan take hefore it is destroyed. -8 Although the chain gumay egpeas s bg- g&aﬁomﬁ, make sure
~ RN Vs I logk fof the gray explasion and bsten for the _ocm,ﬁ..nmﬂ nsise toke /. | iRl
. / :4 U 3 Y vy 4 5 |
POWER POINTS | in you ate Oif Tergeteddisses mnwmmw as yellow 2 mwaama._m Ea 196
only & small ‘g E =N \ ARUTAY V!

Power poinis arelisted for the enemy’s weapons. If youget hit by a
Hapier SAM, which packs a 100 paint wallop, yourarmes wilklase 100
points.

«:5?& noise, ! 5 23

x ..L.,..; r. 3 Ma....ag
Al litmes ;:;:Q& rar %mé» Mol 3: receive an Ju&ﬁmsmsﬁ oi ihcoming u_
intelligence reports, If you wall more than 10 wm, ondto access the _
report, it will E_.._fm w<m_.m§w - | . \

w/f 4N WY / o
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% Press START to access the intelligence reports.

. Armor-Frotertion mm&aﬂ.m.ﬁ% Hm.m,gﬁ<

~ Eachitime you deop oif a passenger at a landing site your mechanics
hava time 5 werk on your armor, In Campaign #1, gach passenger is
waorth umo arnor poinis, Inall mEmm@ma campaigns, each is worth 100

Fuel-Fuel nmamgﬁ.ﬂ. (2-100)

\

m.:ﬁ moEEw remaining in the cliain 95 {1178 max.} |

poinis, 5 \ Y {

(% o

. , =<&.qu Hydras remaining (38 max. | By R

When vour fuel level reaches 14 unils'a warniny message appeans on ) g {58 mak) \ -ﬂm .»_

tha screen. Each time you burn twa more units, the message appeats R e 1) A o A
\ o s T T iy Sy ¢ , Missilas-Missiles remalning (8 max. .

again, When yotr Armer is reduced to 125 points, you receive a similar /{8 mat R : D .C-. ﬁ

warming message. “Seore-The higher yourscors, the'mord.you've accomplished Bonus / -.. m

points are sometiries Avallable i you compiete all tasks on & given mis- S

».@__m Warnings do nof sppear when you are fiying ever,water, signi-For mxmnim‘ “3.9. need pnly rescpz;t4 of 16:MiAsHD quma ajum— N JJ,
SN ]

)

mission, bonus poinis are awarded’ for. 8»2.8 the o__ﬁ1 1wo i) - 3

b .. _, ) .... P —w ’ A
You can lose peinls for ammqnﬁnm n_s_au aor :._mu&.m .wamm e 1

[f yot crash from lack of fuel, your armar m automatically restored to a
full 600 points.

[6yoy blow up from loss of armaor, vair fuel supply remains the same as
it was before you crashed, unless you had fewer than 2§ units of-fuel, In
whith gase your fusl tanki is restored to 25 units.

.

mza.__m N

z\\‘vﬁﬁ\}\r‘.

‘ENAFU" is an American-military acronym i?nv stands for /Situation
Normal—All Fouled Up’; The incompetence which once charatierized the
American armed fordes %BB:% became 50 widespread aUoye paint

that military um_.moaamw had no other nwEn- rE 1o amx@a:czé.mm_éw 2
1A%

1 you ,an into an q«ﬁﬁ {except for the FamE your armor loses ten
damage polnts and you luse contrl of the ..,nmn_s momentarily, \lso,
you cause ten damage polats ta.the ohjett yott bumped info,

g

‘When you crash and are restared, your ‘loatl* of passengers and your

supply of ammunition remain the mmam Y ]
A SNAFU in Desert Sifikese ﬁmcngn?..ﬁﬂ & SNARU {Return

ta the.Erigate’} mmwmum mvnmmﬂmn._mn’mqmm? it meafBhat yau, ﬂ_mqm s umagl

Hone someihing m?...adﬁv,aagﬁh_m current nmn_um_fnzgaﬁr le. Gn Er

must return to, the {rig m:&cmﬂm 5:?&?9? again. Alend of’each.

campaign secon il ? r%aﬁwwwsra Jindg st of theuglevantsnafis. | BRCIN

|

\- N(aw/: _..~.. \ /.f 5
K N

"N

The following eritical inlormation appears o the map screen. A | r.e._ 1o

ﬁ.—————.....__un N A e &

‘Livas—-Number cw lives remalning

Load-Number of passengers shoard (6 max)
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CAMPAIGN #1: AIR m=1n====.~_<
T - iRy Tk

The following n§€§ nnuﬂ%ngh divulge certain facts about
- the E::- and serve fo make it easier to play. In no way are they

o necessary for your successful completion of the game. For the

o maxamum challenge, refrain from reading on,

Y

LA i

f.)
/ v

: ‘.Em‘umswaas takes place in the morfing. Once you begin a campaign
L . o cannol land gn Uie frigate untl you complete all phases of the cam-
. uanu OF tause A snafu, Furthermare, the frigate vill disappear from e
Bmﬁ_sa you are alowed todand on it, unlass you 5. tlnse enough to
rea your weapons nwm:smp .

The first oréer of ecmnmﬂ in any modstn military conflictis 1o esteblish
‘air superiority; >n2a5a_<. iy your fitst mission you must demolish the
E0Emy’s airfields; mg m&oa yeu,can do that safely, you need to lake g,
“His radar and _§<E. mﬁmgm \

B Alter the airfields come: rx« sommand nmamqm iﬁnn the eaemy, com-
manders cower . 1o mnnaau:mr the final mission of the first campaign,
you have to blow up the 833»& centers and mgcn an enemy coni-
mander, for:only then will <9_ learn where the allied spy is being held
captive. The spy _._o_mm the am%ﬁz ‘= secret nuclear plans.

A WALK-THROUGH (Tastics) .
For the purpases of 1his wailk-Ahrough, the fop.of the screen is north.

A Press anywhere on the Control Pad o kit off the Ingate:

,.,’ As soon as you lift off, press START to check put the map. As you seg,

land lies to the east and the enamy’s radar sites-are bhinking. To~

destray bath radar sites:is your first objective. It wilkhelp.io know how
well defendd the radar sites are.

;2:_64

{.{ro i -
| = N -

r mrmmm Contrel: wm.._ ﬁs,_ur_ o mmm_c.}L _E—.ME WEapUns the mm./

A Prese'B for mare information abaut AAAS, You see 9.2 the enemy’s

A Fly to the southernmost radar site. 4,9._ Euﬁ,rmcm to call ._u EwSmu

A On yeur way there youwill wxm: min nﬁuwm moaaa skirt %:m E_

A 1 you like, destroy the enEmy agaressan and :o,w_, d<w_, E_wx MIK, h.f.f.w...c. 9

./ W AR rr.._

A
A Atthe wmmaﬁzgg.#rﬁﬁm are-at Fysm MiAs, >ws5m "

bl b

SR

has deployed naar Em radar sites; When you come (¢ AAA (Anti- \
. Auseralt Artillery) you ses.that each redar site is defended closely v 13
two AAA balierfes. ) \ Ty :

»

|

.
)

AAAs are not heavily armored and packjonly a £0 point wallop. Their

accwacy is poor, bul they fire rapidly. (They rotate at medium spaed |
anddo notbenefit from radar. In 8ll, AAAs do nof appear fo beyery “ u w
formidable defenses, «E should cm{mzw 1o handle them g asily. -
. : | ah om. 2
A Press START HM?ES to the nmssmﬁ: ! R
: . — - ~ ) . . .JJ?

;_;L

again {o gel your hearings. \

]

the ground, or be fired upon by a lone enemy. Seldiers int
khaki are MiAs in need of rescue. mmmESm ﬁéu.m mm.vmn mm yourjob = . ,4
ant-also can be'a great benefit to you. You may not land ata _%m it i
site i you da.nel have a least one uwﬂﬂ.ﬂm you
drop off restores uma points to «.:5
B0D points.

... a :Bx—.s__a. o.

is probably flailing his arms. . The B.ubm&m_, will descendas yau oo

appraach the MIA. JWhen you are!corraély posifioned over the MIA,

he vl arg the Tegdena Youncpiot vl pullimaboard, | BT
r "4

—-: —f

1539

wm..ssnnmwsvgw ng wﬁ&gzﬁn a?«:m:m _mdanm_&dﬁ
mind, you klghtfind x&w.w et §mw:§m,m mw &m enemy ground , &

chumécﬂmmnsmu%waamm&uaEESB_ <oz Sm
be protecting the lives w”..,aE MIAs, and hence your own _onmmﬁz
/ | wewy

el
Pwu_,

\»
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£ Press Control Pad lgft/tight to toggle through map characters. Yo will
see that there are. two AAAs protecting the site, two MIAs nearby, dnd
&N ammo crate S&E saa._.... .:um_o:m Jooks like a cake iww,. & /

S

|

\

|

N/ M

it Fly nerth taward the radar sile] Take ou! enemy targéts along the 22 ~ .\. ~4

a5 you see il REMEMBER: Virtually everything on the screen ....L
is destructible, hut you are requirad to destroy only the seven | &5 ;

~ largets on the map. | m.. m
. ey hty e i s L

, X cm.msg. the radar cite as before. . IR [/ A L _r

n When you reach {he radar st you fitd cne >>> Smam the fence and N S , 3 \ \ er: o | N ~ I

one just culside, Jﬁ AAAs hegin to shoot'at you &5 5000 as YU are. AAMRLE, nnbtmﬂmmf_ .,.vauE AL Rt SRy e

4 range. Ateip! 1o destroy the AAAS vt eilhier your chialn gin v " shotld b enough lo-compieta the m&aa missidn, NOTE: Itis . hkhi i

pta couple of hydrag {B). unwise to attempt to complete the uE-mm__a- out of order, For i ~} .J/*

example; ifyou &y to complele rission 2 withoul first destraying | &m., :
radar sifes, the enemy’s defense will be hetter Emum:& m:a -you sé / ~
3

1Y ow might.find st Au.cmmuu"m to-dodge the AAAs and destroy {he radar
sites withaut having to expend any heavy ammunition. See il you can
find a posilion whese your chain guns reach {he radar dich bt where
you are.out of teach of both AdAS, ncammw&_.m ‘ammunition is nol 50
| _Egzma in nmqwm_ma #1, whare ammo is not, scarce; butin lates
campaigas you will want to ha conscinus of e dil iferent ways 1o'con-
serya ammunifion; .

n
waste amma and/or lose lives czzmnammmnz : // VR m

\ . k

- Check the map for the next chjective: the voﬁz. Stabon T, m/ AT 7 m
E:Emr the enemy weapons listed (n the selestion display a.iw_mm: AL A
safest route and the besl probable direction of quomna. Notice thate /e ._,
AAAs are placed strategically, and that mmu_s. SAMs aﬁm& allthe., . _.
remaining aamm _ Y ;

bt § RN £ |

+ Try. flying niorth and easl, mé.&»@ hetheavily defended mqmmﬁ When- 4

I As soon as you'se sale from AAA fire, afiack the radardish. Since the |
PSS —ﬁq N

radar dish cannot;fire back:{here is ha nesttb dse gour heavier fire- YU torme abrGss a quard post oz 2. graun, @» tents Yol may oF may not i
power to destroy it. Blastawaywith your chain gun (Y] as fast as you want o llack. n.ii& aggu&:um contain 1
can; Your fuel'is always diminishing, ~ R :uo?—.uegnm IR n Wiaa) ks hmao
- - - » 8 1 > X A - r \ )
| cang | S )y N |
1 After you dastroy the radar'dieh; press START {o theek the map. When Notice how sn.iqlﬁa s..«um m&ﬂ«h&& U\ ¥ % vm?a& wE&Sﬁ
S0

yyou teft this screen last you were looking at the mission data log on

and rocks, amd butmap S% % Whan yo P 55 gs..mSSm Vours
AAAs, so press [Y] to call up the map streen.

Apache becomn mﬁmt& Sq&mi Nmm §=f§5m_,msm Also,
bumping into 50 wa%% me E: a faw armar points mnu iwn& a litde
damage. —_— \

1t Notice that the radar site you jisst destroyed no gwﬂ.«%mﬁ&é: s
map. Before you move 1o the next radar site, yoit migh! want to see.,
what objects lie betweenit:and your present position.




Ahaniial N )C:_:J N\ _ W\ yj..»;

% Neyer hesitate 1d vatseat. _m you .mwm mm<m$m4§m and find <oE, /
dangerously low,: retreat 1o the ‘nearest landing site and. drop off 3 ,59
- MIA This actior: restores yourarmor and you can reliin 1o-your pre
sent cbjective with a new lease on _,_m <cc raight wanl io chazk the /
miap for MiAs and pick up the :mmzmh one. If _.3!_&9 always
- have an MIA on board. y

' 4

 Take out the Hapienand the AAAs quarding the power plant.
[ youstl sm...m plenty of fuel, you might take the time fo destroy the
ower plant with yoir chain gun and saye yous Hydras and missies
far’ more wgent situstions. This is/a good palicy genarally,

* Notice the'toolbox:in the'crater where the power plant was. Ga to the
nap and gheck yoir armor uom:"m._ 1f you have fewer than, say, 300
armor pointsdeft then you might want to pick up the toalbox: The
toolbox restores your armor to full strength. Pick up the foolbox

-in tha same way thatyou picked up the MIA \Hover over it and your
capilat will lower a hgok and pull the toolbox up with the winch.

!\t R ZONE!

. finish destroying the airfield. You have L elitinate al E_mpnm.ma 2 |

ey,

all tha buildings before the sitfieldis BerWBt destroyed, Whetin. o A

doubt, check tie map:If the alrfield icon still appears on the E% e
at lzast one object nzcnm_ to the airfield refsains a_mnp ¢ AN

ﬁ -

\

At this point, you could firghably use some fuel and some amma! & Destroy the afher uﬁin. m O Skl g &
There is a erale t-one ofthe barracks fo the south and some fuel Rldshinl SRV T S FATLRN -
drums nearby, unless one op both wete accidentally destroyed in the * Befors moving.on to the command nmu W make sire yourare well 139
battle. Alsa, there are twa MIAS'n the area. fueled, agmed, m&ﬁﬁg its; aderTivie gs Jose your third life
-~ b VIS0 T e ozvcbﬂohm SEuEm;m?zmm%rm,ntﬁm ..dWEE. 1t's possible . /4| ...3&.._
# Find the fuelbarrels and amima crate if ﬁ-&uﬁﬁ m_a hover cver that Sm.rwmnm,na ML £ase youreedito be mx«..m..ﬁ_v

— -

tious & 47398 fojuse _M.mww -and héavier n__.vcozm_, agatna( sBmﬁ b

that fire Babk 5 17y _.../ i1 _/, \ N\ hhs ;,..qaéd.w
Aty : N .
# When you desroy.a S@:Ea ceniter, the y Commander s__ i

W Ak M
1

them1a pick them up.

x Now fly to the nearest airlield. The airfield is heavily defended, and
you could bite the dust eastly. Try to sneak up on the AAAsend
Rapiers and destroy them before they ean'turn around’and fire. - altempt to escape. Chase, Em.BJams%n ant mm 3.: vnmcnm,. ca:

/:mp will o learn where the allizd ME. *m UmEm held captive.

=

!Lvlt LT T

— / .’?.cs;...‘aﬂtc;-‘.}
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|

password for the next un:i&q: &8_ nn!_a_ return io 5/
‘middle of a an!ulu? .4 \

% You need only dastroy-cne command center and capiure gne com:
mander 19.get the location of the spy, bul you receive bonus poinis for
deswruciive sctions aheve and beyond the call of duty. Maks sure you
arewvell fueled, armed and n:sa..ma especially if you're down 16 your

last life.

1. Destroying _mzusu ZORES M.o_. all campalgns).
2. Dastroying the enemy commandets. \

At Uie gite where the spy Is Jocated you will find three butldings, Dne 3 Destroying the secrel agent,
of tha buildings conceals an underground trap door. Picka building

Y.
and destroy 4. If the underground coor daes net appear, destroy / ¢ >4 X ; R _
i ._ ' Y E.zmsaz #2: SCUD BUSTER - L
uMJ e "*‘lll’l".‘mwl )ll.ﬂl"‘l“d"l & a_

» When yafind the trap coon, fly above iband te Apache will sufornat- } I
MARE This campaign faXes placa at high umos._ : ~ ) : JJJ, :
S ) | DRIE -/

scally dand- Yourcopilotawill run in to wan_m {he.spy.

Now that you've established air w%mﬂo_ 5. in nw. palgn 71, = 5 nam ﬁ

take out the madman’s Scud launchers: A5 in Campaign %1, first vou, Wil L _
want to {ake out the enemy’s radar sites- I hen there dre mmemn& "political
prisenars 1o think ahout: Complete the follswing six shjectives M?E_%_.,

 Inthe teantime, a few. VDA gunswill sppear pritheiscene. You may.
need la Eqaésm the area to locate all the VDA's: Destray all the
quns ant voufcopliot and the spywill emerge from the trap door.
Pick up theispy and your copllet and return to the frigate.

-l

2ic
i Sy

»

i, DESTROY BADAH SITES : ; » N\
* Alter you land, you m:n yeur copilot nm.mgms on the deck of the You alfeady know how to deal with radar a EﬁwE uos Em.m mE o
_Euz and your naauuu%—, uzam you al mspama. of your score. thres to take-out-and two are well defended ! , Alleh

2. DRCHESTRATE AJAIL BREAR

L AR L T Y G Mt

Fah

./ o~ AR

Lws)

sSCons

FASSUHORD

& Read your debrisfing and get your assignment for Campaign=2.1f
you wani fo stop now and refurn to the game later, write down the
passward. Note: you must complete a campaign to oblain a

Trese three jail b mxm are tough Zm_s sure you clear the area before
"wyou anm.m hole intthe jall so'the flasing E.Jo:m? s won't be destroyedy, -
Phefre.ot nma ‘pick them up. & :

3
“r

——t s e

AnNAGIs




it G ARSI
3 AR =) ,e/\

u cmmaiﬁaasmx.ﬂ.é% - - B R % ) )

) e dolder

: : o M AN
8 e target s 2 nsam» bilyee should e able o dermalish it . SRE 5. TAKE aﬁ.nmmné ;cznmﬁw _ (.:(.
E&é much damage i you know how to dodge the ef w_ﬁ:._\ sweapons. . : Aiter you destray the chemical. Emmw%m.mms.%mx Emﬁﬁm E&aﬁﬂm b
N o uﬁmmanmsﬂéﬁma%&msgwmag,w_.,msasmn_.mmm T _ .wi
" cmas.mﬁaﬁpgs%zmazmﬁ \ o Ing the lgnorminy of being caught ks FalGin dilr Bl Rbles, Now sivols-: LA
0 E chance to capture them Eﬁ MWWS. zm,mqm Eu w&..n _ngnwma E.,_o& / ~
- First you will need to check the map to ancrzwm»m &_ Prm 5 ,.nE:.. <
‘mand headquarters are located. You already rmght have SE& -
bulldings marked by a red and white fag. Theseare the commant headt ;i
quarters. Procesd from-headquarters (o he fquarters, biagting each orid
to kingdom come and ¢aphuring the expesed Scud &sam.;nm. who.by -
now is crazed with &mv&. M . w
-y AT MG !
As you capture each Scud 5_.&?&% Iatiriche 4ité appears oh-~ - SRS
Goheh il  the map as a reddot. Fy o the Saud laung aa.g&?.&n&? 18
them em_o.d fHiey canlaiindhghair éﬂamzms:%ma in all i
_

Make sure ..szrmi Emzq a w:zo_, m_a mBSE_ao: belore attematiy - o ANy oy %8.3. at ummun.ﬁ.pxéms 10 8_% = 'the aﬂm,mmt LAl ._.3;. |
this mission.~ 2 (L 2N

- — . Y . y 4 : 5 \ Ny

h e e A




Aanidah :,C:_,r :

This mission i what the gecond campaign s all sbout:

With eniough ammunition'and fite], and the:savvy. it takes to-stay alive,
you'lhbe able 1o complate this rescue and BEB safely to the frigate for
new arders.

There are 16 FOWSs in-&ll, and you need only rescue 14 of them. Con't
letmore than'two men be destroyed, or all your work up untlnow will

=N W N
have been in vain. f : The United Nations inspectors are under mﬁ e parkingdat neantie
, . kotel. Fly n and eliminate the enemy fank a mﬁMa graund troops. Make sure

mbisal

Tekea safe nocﬁ”gnﬁa Vi Ingdte; , A% not o hit the inspectors-or you'll have to over,
SNAFUS 2. DESTROY masm_nﬁ WEAPONS 8%5 \ U\ A i

1. Destroying more than one, Scud Commander. A % . = BN LGy _
d

)
i

2. Allowing more than 5 political prisoners {o be destroyed. ; < . K= -~ Boniey 3
3. Allowing mare than'2 POWs ta he destroyed. , . Y e A 139

AR LAY aunmw
..;..... x "

L RANE

/ , ] Ny ——— ',
(/ﬁ.ma _m.w arge higtogical ,...m%osw.gau_mn 1o the nosthwest. The leati -
¢ hiding in\a biological weapdns Fn_os, surrounded by seven |
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%:.af _85 aa__sm aﬁé s&saaﬁai%%ﬁ,.. f_ a,“mﬁamgﬁaﬁsﬂﬁ%_,
the, chemiets, When you find the right one he'll give you tha! EPEE of L. § i A
s tinderground Emu,m silos,

3... + [ESTRAY-UNBERGHOUNT MISSILE SILOS

This mission is {zirly easy. m3§<¢ﬁ. .mnwn.?wnmm%omﬁ withetl harm-

ing the defenseless pilots and then piek u up Emdnoﬁ cam o_. the pilots wmm
a valuable piete of information. . 1 1y

In this mission yeu :ﬂ.m to unt forthe ::%BE:& silos, which,are : & 5. DESTROY THE POWER STATION ANE S k
covered by sand &Emu. Use your chain gun to Jocate the silo’s armored . You Jearn from one of the rescugd pilts that the power siation B%”W, -

o \

Al

cavering, (you'lh hear the sound of impact when you hif the correct sand , an alert zone around the madman's yacit YouTHhave 1o R
thune] {hon see if You cart zos% the silo before the missile inside is puwer-slation befare attempting the difficull w...m&fm_ the yachb Lotei ot

launched. : . nY: : 6. RESCUE FRISONERS ON MADMAN'S YACHT vl

Sometimes the! mé_oa% from the sllp gill %aﬁa afuel drum, amima
crale, or other objectin the msm 50 you might s.E: 10" pick up negded
supplies before you destroy the sfla.

,_.:m v..wgma are weak
.a mi ot mnz muawZo; _Qﬁ s you'd better have a |

_ lkﬁsi how to hover, mRE.msz Be.careful nat to: §

An ii:..




Alantah

Burnp into the yacht, as the time il takes to recover might cost a prisoner
his life, If you let more than four prisoners drown, you'l have o start over.

7. CAPTURE THE ENEMY AMBASSADOH

Here youwill face the heaviest fire pawer you have eacouniared thus far.

Make sure ‘yowhave a full lead of amme and know whare you.can get
more. Une erate probably won't be enough. But all the amma in the
waarld won't Relp you if you don't first take out the radar station providing
an alert zone around the area. Yen could lose three lives here in a few
seconds if you're notcereful and skilliul.

8, - EMBASSY RESCUE

fndag £

Your la&t mission in this campaign is toirescue the 12 embassy. officials
held ceptive in the embassy bullding. Your eopilot jumps out to drive the
tus, go you'll have ta-work tha guns yourself from here on in. In order ta

';

ﬂ

thh

- ¥
»

-
{

/

E% olf'your copilal) yan smust first %mqg Em mnmj,- rmfnnsnm usxw

" \ha helicoplers are destroyed, a landing zone will appear. Land sn the %
and the tescue sequence will ensue. Alter you destroy all the enemy’s, |
defensas, blast open the gate in front of thé bus. Your coplio’knaws

-~ whers the Navy Seals Camp is located and will take the hus there, The
wﬁ 1s very vulnerable and cannot take much of a beating. Yourjob is to
pecort the hus and sze thal no harm comes to te dignified officlals. [f the
huis is destroyed, youll have io start this eampaign over, and yeur copilo!

“wili be listed =5 MIX

L SNAFUS N
. Allowing more than” 20N, Inspectorsoibe destroyed.
Destroying4ha | _omn binchemist.

5 Allowing more than-eng stranded E_c. 10 e destroyed.

Allowing more than four prisoners:{g drowp.
Destroying the enemy Ambassador,
Allowing the bus fo be destrayed.

. Destroying the C-130 transpari u:}m

CAMPAIGN #4: NUCLEAR m...__mx_. __
e e e

This Campaign takes m_mnm at night.
1, PROTECT THE OIL FIELDS

?m.mma twe ogamgmm in 9_.0. missions o airliit the commandas to Ew
_mnwsm { in the tiddle of the oil fislls w:u to amm§< all the enemy |

“r
— —

i “
A AR h



Shantah

tanks around tha ol mmﬁw If .B:.m:oi the enemy (o destroy 10 many: all
conlainers you will be called back to the frigate and have to bagin again,

Jtsémportant to pick up all the commandos at ange, Their landing site is
available for only ene unloading, s if you dent drep off enough com-
mandos on your first Janding, you won't be ahls to complete this first

_mission;

l 2 STOP THE OIL SPILLS

Agood gunner comes, in Handy here. Before you attsmpt to close oifa
pipe, you'll sant to take.ont ._ﬁ enemy forces slationed near the il dock.
Once you're safe, go ahead snd fire at the ead of the pipe. You hayeita s
hit just the right spot in orden to stop tha'spill; hat's where an accusale
‘gunner 46 called for:

Now you're on yeur Gwn: Make stie, you read all the information pre-
sented 1o you on the scresns. noalm?u the gams is hard, but far from
impossibla. =

SNAFUS
There are a number of snafus in this, the last .naswm_mz...? AOW you

should have a sense of what kinds of things you cannot do i order 1o com-
plate a campaign. But il you foul up, the program surely will, 1t you know:

A RSN T
M-w ,"'\r!"‘ .o S I“ > k5
A\

...
—

E—mmsamu be s
:. 3; ‘1 : ‘ : ri/

At the end of each successful Saumﬁn you pecelve a seven character

Emmin& and your current score. Make surg to write it down if you wish -

to'return fo the game at the beginning ot the next campaign with:your
score intact, rotnded %4.5 fo the nearest Eucmma points.

/ Tha password does not save your copilot selection on any nan-stangard
Al L /Sas_ seftings ,:E may-bave chosen. %, | '

You have mgﬁ.:cm n&cﬁ 1o, write down ummmsa& w&onm it disap- -
SIG
‘pEars. Wity

Sze p. B for instructions on Bmsﬂﬁa a Emsgm.umam.

Wl

5

_=z.-.m Bz-_ ._.=.m ;

!
alisad

The following items dividge certain facts about the game and
serve to make it 3&&. to play. In no ssw. ars E-w nacessary for
succassful B!lu@na of the game. For t.- maximum challonge,

i .rt .rl

refrain from reading on. AKH ..f/ m,r R
s AAR Al hal
KEEPMOVING  ,  Lliioiioh
5 # You can 4 win Gmm.mau avc -dont Tearn how A.oagfnﬁsﬂcmﬂ&m BAh-
S (RINTE . lenemy’s W esideht picked you to! :omﬂ% g/ ‘missioft
,. amnmsm.m‘&- &nwéﬁ.w skill Ec}mmig_nwm i%é.m.. N 1
appolnted ?m sahlyon mﬁ:m W.m #18. with a SAM launcher in a
government-owned 3&@» whe ?: d gastly %amm and firé:»

A A

FUEL ANDAMMO CONSERVATION
*In nmauwaum 3, and 4 ?mz are more Em_ &.ram and ammuniton

rates.onthie dizld than are indicated on Em map. The'map shows only
/»M nsgsupplies exposed above czxs.w_ zEsmaﬁ fuel and ammo nE:mm

o .,Jsr,i;:i. : al
. N /\,w

ey
A%
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- PICKING UP PASSENGERS

% When there i5 & nssa of waitifig passengers, your copilotwili pick 9.:
the closest ona and  drop the Jadder for . You must pick up thal pse-
senger or back away from him before the ladder will m_.oa for m_.aym. /
passenger, Also, the Tadder (and! the isna will appear. ven when :.u
 bahind'a building or other chiect mm S nmzm, help yeu guide it 4 .CJ

are hidden tn butldings, under sand dunes, efc. The oaly way to find
iese hidden supplies is lo blow up the structures that coneeal them.

% You might find ft a useful strategy (especially in the Jatter, more diffi-
cult campaigns) 18 explore the field for hidden supplies; taking nate of
where they s, -beldre atlempting 10:Win a campaign.

# Whenever possible, use your chain gun to destroy non-hostile targets, 2 You can capture E_m:a& enemy foot tsoldiers, but if you leave the

such as bunkers, sand diines, and small buildings. You'l find inthe | area'aftér'spotting them, they may nof be. 5m.m s.:mu youtetira. | 9 i

latten, campalgns that yeur missiles and Hydra are grecions commodi- \ > | !

ties nol to be squandered. So when you clear an area of enemy NN YT zb’ﬂﬁ-;—- ﬂﬁﬂﬁ’“ﬂﬂlﬁhﬂm A ba
- — B S o) AT

WEapans, use yaur chaln gunto destsdy. the largels if you have

, % When you land'at a landing zone, all passengers (excepl commandos, L
enotigh fue), fifing rapidly with the (¥ butlen o conserve fuel.

L seep, 33 snd-EANN.crew members, peep 38} will disembark. Try \Jav
to drop'gff your passengers-al Approprate Hmes s0. ‘as not toywaste'tha

armor value they bring. You need nal ,Enr upsall m,.wamEm {passengers . ~J J/
lo win & campaign, but you'should 3.8:&2 the" FS%R of the peo- - &

ple you did nat pick up 50 Ew_ you can use =§=,§. ma_m Fﬁ, /

 Don't waste fuel and amma by picking them up when you're already
full or ‘nearly full. Its best 1o let them sit where!they are and retumn
when you nesd them,

* You will notice thal your Apache does not consume fuel when you're  The commandos and the EANN erew s:n am ma_amm aff at S y
flying'over water, %nc&cﬁ_s fly over water whenever possible to _ appropriate landing zones, or else’ they will take up ﬁ_ﬁﬁm u&.ﬁ.& "
conserve fuel. space for the rest of the campaign. a ™ S At 313} =5

JINKING ARMOR CRATES ¢ _ \

# Certain targets ere difficult t5 hit, even-with Jake asyour copilot: The
0 Spill and Bamb-Shelter miiseions are two. examples of difficult tar-
gete, whena you have to stsike a small spot on a lerge object in.order
10 do damage. Jinking (see'Control Summary on p.:3 for insfructions) :
will halp you increase your precision by allowing your Apache to # All four uw_mma T nwm&m».mgugrmﬁ fa ,
mave lefi, right, forward or backward withoul rotating. . - o Jind . The quick _wa Mw foil 18 pick up objeste pracically on - BRRRT

: B8 RINTL e i o ur if2 a Whole lot easiers The quitk 1eddet |
zn__._._____,_.._.a..l.s.._m

Jasts for an‘ehtire tAmpaigy; mM ou n_,mu.: but it noww not ety .\ Al
 Soifié targets, such as buildings and dunes; are neutral, which means over into mgmm@w?nmam&m AT : R 7 117 Y
that your qunner will nat fire on them automatically. If yaur want'ta-hit L SDTY .1.‘. A% ik ety o AAS
a neutral target, you must point te Apache directly al'it and fire. EXTRA S ' Aoxd > : :
Jinking often cames in handy here. « Tz box viith the red croes on it contains|an exra life. There are.a few
hidden throughbut the campaigns, and éc will m_aon cerainly smma
ol i 55 the game. Eqw.,zum do not carry aver inlo vdc

% There are armor _Swaoxwm hidden in-all fgur Saﬁmamw m%nn % an ,
armor crale restores your armor to a _a_ mmo polRE; Sl AnG ( .,

.
..-r... ~ AL A >r [ g S SN 1
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ALERT ZONES

# Certain targets are protecied by alert 2ones, which dramatieally increase
the'power of'tha inajar weapons levery thing bul the ground traops’
hand held weappns) and the armor protecting the weapon, In other
swords, the weapons:hit mich harder, and are much harder to destray:

# Some alert 20nez are contrelied by radas slations and some are con-
trolled by power stations. Pay attention during your briefings and to all
information you receive'during 8 campaign {0 Ea ot which slations
contro! which-alert zenes.

# Radar stations putoutia range alert which gives the enemy
veapens an increzsed range. Power stations supply.an aim alert,
whichiallaws the enemy ta move their turrets eleckronically, instead of
manually. Weapons on aim alart cannat ba cut-maneuvered. It's best
just fo-stay away-unbl you destray the power stationsupplying them.

CHODOSING YOUR WEAPDNS

# As you gain experience you will discover how much firepower fttakes
1o/take cut ceriain enemy fargets. It's important (especially in the latter
campaigns whenammuniiion i at.a premium) 10 remember how,
much firepower you need 1o destroy & given taegel

# For example, after completing Campaign #2 yeu should know that i
takes one missile and twoihydras o destroy.a 25U iank. Accordingly,
you shiould develop the habit of pressing (A) once then (B] twice when
you need to destroy.a Z5U in,short order, Of course, in an alart zone
you'll need a lot more E.maoim_, hut you shouldn't stray into alert

-

Z0nes. -

FOOLS RUSH IN

& You tan save yoursell a Jol of heartache by cheking the map for the
positions of the enemy’s defenses before traveling, The map shows
only the ground weapons newly intreduced in each campaign; soin
the latler campaigns you must be ready {o face the unknavm.

# The Weapons Appendixis a reference to the enemy’s major weapon-
cv. The maore information you have, the fewer surprises you'll

o

b A e crew and flying them fo the landing 2008 al the TV: sfationdn
(SSANNRL: * Campaiga 3. ?mm il nﬁmqwﬁwﬁaz al the TV mﬁcow

L h

AL ,“.«. k.

b . i RN . "
eneounter, and the hettes yous chances of saving the warldiro
cowardly tyrant.

EXPERT CHALLENGES = - ,
# IFyou finish the game and wan{ a {arther challenge, Iry Emﬁ:a all
fatir . campaigns with Mr. D. as your copilol.

 Or try to accomplish all pessible abjectives in all four campaigns, such
as rescuing ali 15\MIAs in Campaign ¥ 1 or rescuing the EANN. TV

-~

.

WEAPONS .»iﬁzu_x

Z ;

In Alert Zones; the values e_ armor !E Eu-!.:u vq}
increased.
~ CHAIN GUN: iafiicis 3 points of damae

HYDRA: inflics 25 peints of damaegs

MISSILE: (1= 100 peints o] o

rr% . taree2 600 _85.- of arman

N

ENEMY
WEAPON . E:Z:mﬂ f

& AK47 . ‘ mr.an Y sut...;. ast

¥ ApHID \ B R fast,
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ELECTRONIC ARTS LIMITED WARRANTY
Blectanic Ars wamants\ig iz aniginabpiechesen of ths Hletonic Arss sokware, srodied Bal ha
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free of charge, eny Heceanic /s Sclward praduel, postiteqaid) with prood of punchass, =t e
Bzetrod= Arts Warranty Degariment. This wasranty & nol Sppacable to norma) inzat end tess:
This warsanty shall ned be appteable and shall be void i tha defect inthe’ Bletbonic Arts:sofi-
ware procducs hzs arisen through sbuss, unfeascashle e, Mrisrdtnes! oo fegieol
LIMITATIONS — THIS WARRANTY 15 BY LIEU UF ALL OTHER WARRANTIES, SAND KRG
OTHER REFRESENTATIONS OR CLAIMS OF ANY NATUAE SHALL BE BINDING Dy 08
OBLIGATE FLECTRONC ARTS. ANY IMPLIED WARRANTIES APFLICABLE 70/ THIS 50£T-
WARE FRODUCT, NCLUDING WARRANTIES 0F MERCHANTABILITY AND FTTNESS FOR 4,
PARTICULAR FUBPOSE, ARE LMITED T@ THENINETY 190) DAY PERNID DESCRIBED

BOVE. IN N0 EVENT WILL ELECTRONIC ARTS B LIABLE F0R ANY SPECIAL DJCINENTAL
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Seme stakes do n milisas s s Js _Sm an splied wesranky lasts end/or X A
&hans o A nosdental oo copsequential aﬂ.ﬂnuwm £a e above limilotiods andion
e may-siod apply 1o you Thiswarreaty gives you nunn? fighs, and you'd /
2 o er nights whech vary irde statslio state:
FTER WARRANTY — To replace Hefachve medis sher e ._58 (30) fay war- \
#anty feslod hza el rad, end S original Gate Pak 1 Electronic Arts” adéress below, y
Enclose a slatesniont of thy defed, your nama, Wourreturn address and a-chack or monsy

2 ordgr [ $30.00

§ Hletirends Arls
 Cistomac Warranty
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DESERT STRIKE 15 a tracemark of Elecironie Arts. )

NEED A HINT? CALL
1-8900-288-HINT
1-800-288-4468

24 Hours a day, 7 days a waok!
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