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Here are some general guidelines.

= You must destroy all targets that a
complete a mission (except for tk
which have no targets). o

= You have a limited amount of time and fuel to com
each mission. e

uccessful missions earn bo_nus points and, starting With
Missiong, passwords t 'I-et you skip previously=
complete m|55|ons the nextiti u play.

= Hits by enemy fire dep fuel supply quickly
(much faster than @ing dq

= Crashes caused by poo ( ather -',_‘_ﬁh-i,;:«_,:@rm'- running
out of fuel deplete your f ™

= The game ends when yq
result.

Now let’s see some excellent flyin]

GETTING STARTED
1. Place the STEEL TALONS™ (e
and turn on the unit. The title screen

2. Press START (or any other butto
continue to the OPTIONS screen. If
don’t press a button within a few second
the game goes into “attract mode,” @hich
shows, in sequence, the game’s story line,
a list of the “Top Sticks” (high scores), and a
flight demo. To exit attract mode, press
START (or any other button).

3. Next, the OPTIONS screen appears, which includes a graphic of
your chopper with call-ou@ of some of its specifications. Use Left
and Right on the Control Pad to highlight NO or YES for the 2-
PLAYER option,‘nen press START (or the A Button) when the
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OPTIONS SCREEN
The choices on the Options screen are explained below.

2-PLAYER Choose between a one-player or a two-player game. In a
two-player game, Player 1 (Controller 1) is the pilg
(Controller 2) is the gunner.

SPEED-SET If you select YES, thrg
This means that your airspeed j
the Control Pad, much like
with cruise control set. To chs

into effect. This means that the heading, pitch,
view will rotate )U maneuver your choppel
th@horizon radr
rewards for ug
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longer qualif
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Know your instrument panel! If you don’t pay attention tog
waste lots of time and fuel flying around ingircles. Dong
object of the game is to locate and destroyénemy tard
because you have to conserve fuel and beat th
complete a mission successfully. An explanation
evervthing on your instrument panel, as wsll as other
indicators that appear in the 3D view.

MAP |
Your location in the three-dimensionaljy

map located in the center of the cqg
helicopter’s position, and the direction/
direction of travel. Enemy targets appg
When an enemy target is within firing
it, the map view changes to a closeup

\

RADAR
Close up radar is located on the@ght

within the “V”-shaped lines represent
and within range of‘our weapons
indicator above the word “RADAR"” wi
w’ll be audi@e when an enemy target is

LOCK-ON
When you're close enough to fire at an e
on” indicator with crosshairs surrounds th8
tone sounds continuously as long as the targ
Fire missiles only when locked-on or you'll wat

(cannons, by contrast, have uhlimited ammo).

COMPASS 3
Your heading is indicated at the top of the screen with the letters

UN SR adRAVNtoRTepresent north, south, east, and west
The numbers in this display represent the degrees on a compass fo
northeast (45 degrees), southeast (135 degrees), southwest (22!

degrees), and northwest (315 degrees).
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! unter shows you how much fuel is left

ofuel. The counter decrements every time
henever you’re hit by enemy fire or crash,
Burse, you also use up fuel just by flying around

U have an unlimited supply of cannon ammunition, but you hE;VF[
'lmlted supply of missiles, and the number of missiles you have
is shown on the missile counter.
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ﬁﬁﬁM’my warning indicr (above the radar screen) lights up as

ne A
Thz :emY target moves within weapon range.
an
O

the airspeed gauge tells you how fast youufeho

AIRSPEED
Obvious!y

-’m'&iﬂg' . y
ALTITUDE : o
monal attention to the altimeter (which shows your altituds

void @expected collisions with the ground. You need to wate
more carefully if you have REAL MODE set to “ON.”

TURN
If an@nemy fires at you while outside jy

arrow. with the word “TURN” on it appéa
you in the direction of the enemy so th
blasts all of your fuel away!

3D field of view, an
e screen to point
oy it before it

nemiPs
You'll encounter a wide variety of ene

ground and in the air. You'll save yo
destroy jetgircraft while they are still
missions, the fighters don't take off right ¢
quickly enough, you can take them out
runway. Also, rggember that you alwi
destroy than you have missiles to destroy t
your cannons to knock out some of the targe
use the cannons to destroy@argets that don’t
fuel storage tanks, and storage buildings. |
'0[18f3r to take out a target with the cannons th
missiles. You could lose a lot of fuel if you have to
0 ‘.ie'SthY firing enemies such as tanks, armoured off-
anti-aircraft embankments, jet aircraft, or attack choppers.
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CONDITIONS Clouds

COMBAT #1,

TERRAIN Desert
CEILING 390 Feet
OBJECTIVE  Fly through rings,
destroy targets
REFUELS +
RINGS 21
TARGETS 3 |
MISSILES 8 ERRAIN

CEILING

TIME TO BEAT 2:30 OBJECTIVE

REFUELS
TARGETS
MISSILES

CONDITIONS Clouds

Woodlands
390 heet
Destroy. all
ground targets
4

10

8

TIME TO BEAT 2:15
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.—E"'O'MBAT #2F
/[TmTl\l?Clouds

ON
%RRAIN Desert
CEILING 390 Feet

ECTIVE Destroy all ground
oBJE and air targets

REFUELS 4
ARGETS 13
MISSILES 8

_______——J

ﬁ
COMBAT #3

CONDITIONS Clear
TERRAIN Desert
CEILING 190 Feet
OBJECTIVE  Follow the river L

REFUELS 4
TARGETS 0
MISSILES 8
TIME TO BEAT 2:00

RCE. |

COMBAT #4|

CONDITIONS Night

TERRAIN Desert

CEILING 390 Feet

OBJECTIVE  Destroy jets first
before they take
off, then destroy
other ground targets

REFUELS 4

TARGETS 15

MISSILES 8

TIME TO BEAT 2:45

|COMBA'|:

CONDITIONS: Dusk
TERRAIN Desert
CEILING 390 Feet
OBJECTIVE Destroy all ground
and air targets

REFUELS 4
TARGETS 18
MISSILES 3

TIME TO BEAT 3:15

COMBAT #6

CONDITIONS Fog

TERRAIN Desert
CEILING 390 Feet
OBJECTIVE  Destroy jets first:

before they take off,
then destroy other
ground & air targets

REFUELS 4

TARGETS 18

MISSILES 8

TIME TO BEAT 3:15




[coMBAT ;75,

® @ CONDITIONS Night —=

g TERRAIN Mountains
CEILING 390 Feet
OBJECTIVE Destroy jets first
- before they take
off, then destr

- NCD)IT::):JSBNi;t = REFUELS Zther ground targets
cO
TERRAIN River T ARGETS e
CEILING 390 Feet MISSILES .

OBJECTIVE  Destroy all ground
and air targets

REFUELS 4

TIME TO BEAT 3:15

[cOMBAT #1o0

TARGETS 18
MISSILES 4
TIME TO BEAT 3:30

CONDITIONS Haze

TERRAIN Desert

CEILING 390 Feet

OBJECTIVE Destroy all ground
and air targets

' REFUELS 4
CRERMIIBIA TC #8 TARGETS 18
CONDITIONS Clear MISSILES 3
TERRAIN Desert TIME TO BEAT 2:45
CEILING 190 Feet
OBJECTIVE Follow the river
REFUELS 4
MISSILES 8 JqCOMBAT #i 1|
TIME TO BEAT 2:15 CONDITIONS Fog
: TERRAIN Mountains

CEILING 390 Feet

1 OBJECTIVE Destroy all ground
and air targets

REFUELS 4
TARGETS 18
MISSILES 8

TIME TO BEAT 3:00
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Here is how scoring works: @ ®

IEVEMENT/POINTS
TCIELHY THROUG™ RINGS (TRAINING) 100 &
o TARGETS DESTROYED BY CANNON 250
AR@BTS DESTROYED BY MISSILE 500

36 MISSION 1000

ISSION 5000

you must beat the “PASS” time by
Mission 12, in which you must beat t|

ou’ll get twice the number
s points indicated abo\
only 100 points whett

b|, first press Down
motion to a halt.
sate in the oppos
in one direction.
hd will keep steet
e Control Pad.
> the Left and R
> maneuverable
k, and it also s:
y helpful both in
wn an airborne je!
get to avoid overflyin
press Down on the Control
n of the c@opper and bring the tggget back
h a good idea, howe®, if you're under h
much fuel from enemy hits.
miissiles are far more efficient thar
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NCE WITH FCC REGUI.ATIO_NS
sment generates and uses radio frequency energy and if -

ed properly, :Elt is, in dct aCCOI;*nce with the

tructions, nray cause interferenc® to radio - -
has been type tested and found to compl BViLH
3 computing device in accordance witf 1
of Part 15 of FCC Rules, which are desi; -4
otection against such interference  ,
is equipment does cause interferer . ¢,
which can be determined by turn'r; the
er is encouraged to try to corre .t the
the following measures: q

espect to the receiver
the receiver
fferent outlet so that computer and

onsult the dealer or an experienced
additional suggestions. The user may |
¢pared by the Federal Communications |
to Identify and Resolve Radio/TV |




W”,‘;': b workmanship for ninety
mate'® " Defective media returned by the
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f purchase. You must NG
ibing the defe@

d proof of purch 2t descri C
datec P sptainment does n .

ol 2
i }. 2
1™/ )

THIS WARRANTY
WHETHER ORAL €
IMPLIED WARRAN
MERCHANTABILITY /
ARE EXCLUDED.

ENTERTAINMENT |
CONSEQUENTIAL DA
WITH THE GAME PAK.

Some states do not allow@®h
consequential damages or |
warranty lasts, so the above limif
you. This warranty gives you spec
other rights whid® vary from s
Correspondence to:

iFT FIELD ENTERTAINMENT
163 Main St.

Westport, CT 06880
203 454-4588
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