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THANK YOU FOR SELECTING THE FUN-FILLED “SILKWORM"™ - SAFETY PRECAUTIONS

GAME PAK QY AMERICAN SAMMY SERRORATION. Please take time to read the important instructions in this booklet.

Observing the step by step instructions and complying with warnings
will be your personal guarantee to greater game satisfaction over a
long period of time.

1} Awvoid subjecting this high precision Game Pak to extreme tempera-
tures and shock. Furthermore, never attempt to disassemble your
) game pak

Official

sl 0f Guanty 2) Do avoid touching the connectors. Store the game pak in its protective

STORAGE case.

THIS (GAME 15

. i i that Min- q 3
LICENSED BY NINTENDO Ihﬁzﬁ::;“qmﬂmhfs“;“ﬁ :d th:t 3 Use of thinners, solvents, benzene, alcohol and other cleaning agents
FOR PLAY ON THE (] raviawad this pr & i
it has met our standards for excellence in can damage the game pak.
workmanship, reliability and entertainment
e sl ARy fnok foe this Seal ivan biiy- . 4) Pause for 10-15 minutes after 2 hours or more of continuous game
Ing games and accessories to ensure com- 4 Pl Thi il A e fifa K
Mintendo and Nintendo Enterfainment Syatemn are plete compatibility Wi_'_th your Nintendo En- i playing. 15 will extend the [ife of your game pak,
Trademarks of Nintende of America Inc, tertainment Systems” A

e 3 e Please note that this game has been programmed to take advantage of the full screen,
| Mintendo recommends against using a rear projection television with your NES as image Some older models have rounded screens and may block out a portion of the image.

retention on the screen may ocour. A



1. GAME STORY

A solution has turned into a problem! Man's solution to war,
the artificial brain “MHC2", has somehow overridden its
programming and is turning our own weapons against us. In
response to this threat, world leaders have chosen a two
member team from the top-secret defense program code-
named, “Silkworm”. This team will utilize the unique weaponry
and maneuverability of the Silkworm attack helicopter and the
Silkworm interceptor jeep to infiltrate MHC2's defenses and
eradicate the threat. To do so will take every ounce of the team’s
strength, reflexes and determination.

MHC2 has issued its ultimatum: “Surrender! Worship me as
yvour god or DIE!” Intelligence recommends extreme caution.
Beware of MHCZ2's trickery! The world is anxiously waiting-will
the Silkworm tearn succeed or will they fail? Only time will telll
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TROLLER PARTS '
D OPERATING INSTRUCTIONS (CONT.)

Use the contrel pad to mowve the chapper in eight directions.

* Press the A button to angle helicopter fire downwiard

* Press the B button to fire cannons. Holding down the “B” button results
in continuous firing

Contrel pad movement left and right moves the vehicle only,

Control pad movement up and down rotates the cannon lelt and nght.
Prass the “A" buiton to jurmp

Press the "B button to firg cannong, Holding down on the “B” button
results in continuous firing.

SELECT BUTTORN
Pross the select buttaon o indicate your choice of vehicleatthe apening screan, and to decide
‘yas” or ‘'no’ at the continue screan

START BUTTORN

Press the Stan button to begin the game. Pressing the start button during a gama will turm
o ar ol the pause made Teature.

==PAUSE FUNCTION= =
If wau wish to pavse during a game, press the Start button. Press the Start button again to
continue play.



Silkworm consists of seven waves and a final confrontation. Alone or
with a friend, you can battle yvour way to reach the base of MHC2, In the
single player game you can choose either vehicle, the helicopter or the
jeep. For the one player game use the #1 controller. In the two player
game, the #1 controller is used for the helicopter, while #2 controller is

used for the jeep.

You start with three vehicles each. Once you have gained 50,000 points,
ong mora vehicle will be added to your inventory,

Your helicopter and jeep are equipped with a cannon capable of firing
ammao in two directions. By capturing the "Twin ltem”, your fire power
will be doubled. Your vehicle's speed can be increased by capturing the

“Turbo Iltem™,

You are allowed only two additional continuations. When they are gone
the “Game Over” sign will appear.,

At the end of each wave, you will be confronted with a major enemy
sent by the computer to destroy yvou. These enemies are very powerful
and heavily armored. You will have to discover the ‘weak’ point of each
enemy by watching for the white flash of a hit being scored. You will be
rewarded with some great graphics if your mission is successful-so

keap trying! Good Luck!
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5. CONTINUE OPTION _

Silkworm offersthe playertwo options to continue a game after
all your vehicles have been eliminated. If you select 'ves’ on the
continue screen, you will begin the wave over again. Scores are
not carried over into the continued game.

6. SHIELDS
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w4t # This item will appear whenever you destroy a
-ﬂ‘ $c¥  land mine. If you capture it, your vehicle will be
' -F surrounded by an energy field. For the shorttime
ﬁ’ ‘g it lasts, you will be invincible! Another option
18 4{ you have with this item is to continue to shoot its
energy field ortouch itwhile maintaining another
field; it will turn red and explode, destroying all
enemies on the screen.
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7. BONUS BADGES

Bonus Badges are awarded as players accumulate bonus items. It takes
approximately four bonus items to move up to the next Bonus Badge. Once
a player has accumulated fifteen bonus items, the Captain's badge is
awarded and remains with that player throughout the rest of the game.

Ensign’s Badge

. Players begin
Wawve 1 with this
badge. As bonus
items are picked

up, the bars next to it will fill with

color. After picking up the fifth Bonus

Itern, the player will be promoted to

Lieutenant.

Lieutenant’s Badge
e Retaining 5-9
[P Al FFFFF Bonug  items
: gualifies you for

this badge.

Commander’s Badge

g Retain 10-14
bonus items and
yvou will be
awarded the
honer of having this badge.

T

Captain’s Badge
e e I ADTUTING | AN
T WS e S o retaining 15 or

T =g

mare Bonus
ltems gualifies
you far the prestigious award of the
Captain's Badge. This badge also
allows you to retain your ‘Twin sphare’
firing power until your game is over!
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Bonus items will appear only after you have destroyed the MH Snakehead helicopter
(an enamy which is created by the joining of fouwr other smaller copters), These items
will vary depending on the items vou have previously captured and will progressin
this order: Twin Sphere, Turbo Card, and Bonus Pod,

Twin Sphere: A Twin Sphere
will appear only if you 've
captured no other bonus
iterms. Capturing this item al-
|owws your vehicle to doubla its firepowar!

. 11 Turbe Card: A Turbo Cardwill

|1|.1] appear after you have cap

‘B tured the Twin sphere item.

Capturing this item allows

l,rnlll 1..-!"|1IL'|F to dramatically increase its
spead and maneuverahility!

_ Eagle Emblem: A Eagle Em-
l] blern will appear sometime in
m wave four or five. If you can
! = capture this item, your score
will b i increased by 100,000 points!

i

Bonus Pod: A Bonus Pod will
appaar if the player has re
tained a Twin Sphere and

; Turbo Card. This pod will add
to the player's score an additional 10,000
points!

~ = Condor Emblem: A Condor

',; = Embilerm will appear instead

2 2 of the Eagle Emblem only if

i you have the Condor Badge. If
yvou capture this item, your score will be
increased by 500,000 points!




9. ENEMIES AND POINT VALUES

PV = POINT VALLUE
RV = RESISTANT VALUE

E o p

MH RAVEN MH VULTURE MH HAWK MH RED DOG
PV = 200 PV = 400 PV = 200 PV = 400
RV =1 RV = 1 RV =1 RV =1

MH WHITE DOG MH MaD DOG MH GREEM DOG WH DEMON DOG
Py = 100 PV =10 P = 100 PV = NiA
Rv=1 AV =1 RV =3 AV = MA

KE

‘\ MH SMAKEHEAD MH HOPPER C12 BOMBER
! PV = 2000 PY = 200 Py =200
! AV Wave 1-4 = 8 RY =1 RV =1

RY Wave 5-T = 12

&l =

MH HOVER BLADE MH HORMNET C2 TRANSPORT MH STINGERS
Py = 400 PV =200 PV = N/A PV = 100
RV =.8 RV =1 RY = N/A& RV =1



MH SHARKBITE
PV = 404
Rv =1

2 STREAKER
PV = 400
Rv =1

MH BARRACUDA
Py = 2040
RV =1

C2 GREYSNAKE
PV = 100
BV =1

C2 RAT HOPPER
Py = 104
RY =1

T

C2 METALSNAKE
PY = 100
RV = 1
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MH JACKAL
FA = 104)
RV =1

C2 STEELHEAD
PV = 100
AV =1

CZ SILVERSMNAKE
PV = MfA
RY = MN/A

C2 FISH HOOK
P = 400
RY =1

ANTIGRAY MINE
P = GO0
AW = 10

C2 BOUNDER
PV = 200
RW=
14

C2 SNAKEHEAD
PY = 2000
RYW =12

C2 STEALTHSHIP
PV = 400
Rv =1

G2 ARROW
Py = 200
RW'=1

C2 TURRET
PV = 200
RV =8



MH MULTIGUN

PY = BOQ
RV =8
CZ ROBOHEAD MH SNAPPER CZ AA CANNOM
PV = 100 Py = 200 Py = 200
RY =6 RV = & By =3

i5

C2 HANEK
PV = 100
RY = &

SHIELDED SILO
Py = 100
AV = 1 (open)
RV = 6 (closed)

C2 TRICANNOM
PV = 1040
Rv=73

C2 SEEKER
PV = 200
RV.=1

~

LAND MINE
Py = 200
RY =2

o=

C2 VENOM
PV o= MiA
BV =hiA
16

DEFENSE WALL C2 LASERSHINE

PV = 10,000 PV = 100
RY' =3 B =1
Pl Pl o
=] ——— -]
S== ﬁw
MH SILKWORM C2 SILKWORM
P = N PV = NfA
RV = MN/A RY = N/



¥EF MAIN TARGETS***

HC sends a powerful enemy to prevent you from moving from
one wave to another. Should this enemy defeat you, you must
beginthatwawve overfrom its start. These enemies have enormous
fire-power, special defenses, and large resistance values. You
should attack them with extreme caution.

WAVE 1
THE DESTRUCTOR
PV = NfA
RY {1 player heli} = 20
RV {1 player jeep) = 10
RY (2 player game) = 35

WAVE 2
MH HELIDEATH
RV {1 player heli} = 45 =
RV (1 player jeep) = 50
RY (2 player game) = 65

WAVE 3

WAVE 4

WAVES

G2 TURTLESHELL

PYW = MN/A

RY {1 player heli} = 30
BY {1 player jeep) = 15
RV (2 player game} = 40

MH SCORPION

PV = Mi&

RV {1 player heli) = 55
RW {1 player jeap) = b5
RY {2 player game} = 70

MH CLAMSHELL

PV = NJA

RV (1 player heli} = 45
RV (1 player jeepl = 25
RV (2 player game) = §5

18




WAWVE &
C2 BUMBLEBEE
PY = MNiA
RV (1 player heli) = 25
RV (1 player jeep) = 25
RV (2 player game) = 45

WAWVE 7
2 BATTLE CRUISER
Py = MN/A
RV (1 player heli} = 35

RV (1 player jeep) = 45
RV (2 player game) = &5

FINAL CONFRONTATION
MHC2
Py = MiA
RV (1 player heli) = UNENOWRN
AV (1 player jeep) = UNKNOWN
RY 12 player game) = UNENOWN
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10. HINTS

+ Avoid contact with all indestructible enemies—especially the Silk-
warm and Venom missiles.

» Silkworm missiles can be avoided by the helicopter if it flies at
the very bottom of the screen. This does not apply against the
main enemias at the end of a wave.

» Use the different capabilities and firing patterns of both vehicles
to ‘cover’ each other in the 2 player game.

= Try to rapidly shoot the second vehicle of the MH and C2
Snakehead before it actually forms. With a little practice you will
be rewarded with two bonus items instead of only one!

= Each wave’s main enemy has one or two “vulnerable’ spots. The
white flash will help you know whenever you have scored an
actual hit.

» The helicopter is especially effective against the main enemies
which descend from the top of the screen. Simply match your
descent and keep firing head to head.

20



90-DAY LIMITED WARRANTY AMERICAN SAMMY GAME PAKS

A0-DAY LIMITED WARARANTY:

Arieniean Samey Corporstion] " Ameeican Saminy” wanmanis o the arginel consumi [hal this AMERK AN SARAY Game Paki*PAK"}
it inchuding Game Fak Accessonas or ADENT ACCESSOMES) sha¥ be fres from dofissts in imatarkal and workmanshipdor 2 peekod of
B0 ey from datn of puichise. B8 debeot covored by his waranty sociin Sating B0 day warmanty gariad, Amanican Saimiy will repair
ar raplscn the PAE, 3t its aptian, fies of charge

T rocehm this vearranty derevs

b G WOT cofurm pour defectie Gieme Pak 1o the retailess
2. Matily the fmarnican Ssmmy Division of 1he problem requirng wanmanly secvics By calling: 12130 3807167
E ITEE AP eBA SAMITY Sarvics Beckaicun iv unibie o sohse the probibem by phon, b will ek wow with s Rl Aughangatin
nurmksar, Simply recond tes ramber on the outside gechaging of gour ditecive Ak, and raguin pouir PAK Triagin grepasd. 3l yosr
risk of damega, togihar with yout sales s6p or similar proof-of-purchase within the Shday warranby pericd b
Amrerican Samimy Corperation Consumer Daision
2421 205th Sireet, Sune [-104, Toranes, ©A 30601
This warranty shall nog apphy if the PAK has beon damaged by negligencn, scoidinl, uarsmonable use, modification, Rpmipsting, o In
AEE CanERE 1 (=g et Br workimasahip.

REPAIRS AFTER EXPIRATION OF WARRANTY:

¥t PAK, dwvcloga o probiem aher the H-ory wananly pediod, o Wy 0omadt ererican Sameny Carmomaen Barvios Divaion at the
phone mpmksr notod sbeviz, H1he Amencan Sammy senacn sechniciion i umabile (0 sohee the problem by pha, b iy [ L
swiths & Bt Auihoisalion nursksr. o may tan recond ths nuembar cn ths sutside gackaging of the dafective PAK and retuns the
detective PRK frelght propald o Ammican Sammy, enclosing a check or mansy arder o S10.00 payesdis b Amarcicon Sam
Corporafion. Amwiican Sammy sdll. at s option, subject b e conditions sbave, regair the PAR or replisto 2 wilh a revs of repained
PAK.  raplscemant FAKS s nol ivailable. th deloctn FAK will be riuieed and the 51000 payenecs rrfundid,

WARRAMNTY LIMITATHONS:

ANY APPLICATILE IMPLIED WARFANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITHESS FOR A PARTICULAR
FURPCEE, ARE MERELY LIMITED TOMINETY DAYS FROM THE DATE OF PURCHASE AND FOR A PAHTICULAR PUIPOSE, ARE HERERY
LIMITED T HINETY DAYS FHORM THE DATE OF PUACHASE AND ARE SUBJECT T THE CONDITIONS SET FORTH HEREIN, 4 RO
Evil T SHALL AMERICAM SAMMY BE LIADLE FOR OONSEQUENTIAL 0R INCIDENTAL DMAGES RESUILTERG FACK THE BREACH OF
SR EEPIESS O IMPLIED WARRANTIES.

Thi presvivion e el bt wad ety are vl in rhe United Sates only. Soom sbiles do nod alkiey Bmitations on e leng an irssed varmanty
lasts o eachusion, of cosmegunntisl o ineiden Ll damages, 5ot sbow lmitalion e sed exchision may rol 3ppy toyou. THis wieranty
ives yito spatiic legal rights, and you ey alio hinee other tghts wiich vary Trérm alali 1 S8

21

COMPLIANCE WITH FCC REGULATIONS

This equipment ganerates and uses radio frequency energy and if not installed and
used properly, thatis, in strict accordanee with the manufacturer’s instructions, may
cause interference to radio and television reception. It has been type tested and
found to comply with the limits for a Class B computing device in accordance with
the specifications in Subpart J of Part 156 of FCC Rules, which are designed to pro-
vide reasonable protection against such interference in a residential installation.
However, there is no guarantee that interference will not oceur in a particular instal-
latiom. I this equipment does cause interference to radio or television reception,
which can be determined by turning the equipment off and on, the user is encour-
aged to try 1o correct the interference by one or more of the following measures:

— Reorient the receiving antenna

— Raelocate the NES with respect to the receiver

— Move the NES away from the receiver.

— Plug the MES into a different outlet so that Contral Deck and receiver are
on different circuits.

If necessary, the user should consult the dealer or an experienced radioftelevision
technician for additional sugaestions. The user may find the following booklet
prepared by the Federal Communications Commission helpful:

How to Identify and Resolve Radio-TV Interference Problems. This booklet is avail-
ble from the U.S, Government Printing Office, Washington, D.C. 20402, Stock Mo,
1$4-000-00345-4.
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