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Seal of Quality

THIS,OFFICIAL SEAL IS YOUR
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PRODUCT. ALWAYS LOOK FOR THIS
SEAL WHEN BUYING GAMES AND
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From leh 1o right: - Greg Thomas, lohn Manley, JolmSeh appert. Scoll Patterson,
Richard Robbins and Mike Poschn

VISUAL CONCEPTS

Founded in 1988, Visual Concepts-has always sought to build exceptionally cre-
ative video games through innovative designs and technigal excellence! The stalf
cansists of fifteen individuals who share a love of great.games, John Schappert,

%

who.programmed Jesert Strike for the Super NES™ 'saw the taskiaf recreating

the excilément and playability of the original version as,a terrific challenga, | Hamng '-
completed the-time consuming work, John plans to take a vacation in Miami and '~
then focus on baseball.

MIKE POSEHN

Desert Strike: Return to the Gulf is Mike Posehn's first video.game. Being keehly
interested in the mpst advanced military technology, when Eleetronie Arls-asked
him to build this product Mike jurnped atithe rhancp In addition to'being e con
summate compiter programmer, Mlke Posehin'is 4 devoted Tamily man and an
avid fisherman. He lives in LE]LIII!E CH with His wife and fve, £h1ldren, .
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“PAUL VERNON, " :
Paul Vernon wag e “soldier” .IESpnn,st,lhle for aJl the pixel art seen in Desert Sirike. -
Before Paul's tuur of dity tn Uperation Ueseﬁ “Strike he was seen wiping out in
Road Rash, slanunmg hoops'ih ‘Lakers V5. Eeltics ‘and pytting,around the FGA Tour.
From desert hIaslipg to sand traps ook for him sl:u:m on a beach near VoL

L’

JOHN MANLEY | s | %

John Manley has baen the Electronic Arts expert on all of I*-'hke Posehn's praducls e
_ “Workingidn. the, damqn for Desert Strike’afforded John the opportunity to apply, his

Tave.biilms to creatifg the game's Hollywood-style rescue scenarios. o f‘
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CONTROL SUMMARY

FLYING Control Pad up down right left
With Momentum fwd rev right left
From Cockpit fwd Tev right left

From Abave north south gast wesl

Press and hold eithen finger trigger w/Control Pad left/right/up/down to
iink. (see p.35)

FIRING --standard settings. You can modify contrals (p.9-11).
A Hadar guided missiles
B  Hydra missiles (Hold button for continuous fire.)

Y  Chain guns (Hold button for continuous fire,) Although the chain
gun may appear to be hitting an object, make sure you look fof the
gray explosion and listen for the loud impact noise to make certain
you are on target. Misses appear as yellow explosions.and make
only a small “gunfire” noise.

*This game makes great use of controllers with rapid fire or “turbo® options.
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DESERT STRIKE:
RETURN TO THE GULF

Without warning a madman has emerged in the Middle East and threat-
ens to start Armageddan. The international community knows very litile
about this menace, the self-styled-‘General’ Mubaba, but we have enough
evidence of his military eapabilities to take his threats very seriously. The
President has chosen you to fly a series of dangerous preemptive cam-
paigns in the desert to vanquish this maniac.

If you want to begin right away, follow the simple start-up procedures
listed below and go straight to p. 6 for Quickstart instructions. If you'd like
an in-depth walk-through of the first Campaign, go to p. 17. By follawing
the walk-thraugh carefully, you'll learn the minimum skills necessary to
win all the campaigns. After you complete the first campaign, pay close
attention to the briefings and debriefings before and after each. successive
campaign. This manual also provides some useful information about the
latter campaigns, as well as a chapter on hints and strategy-tips. Good
luck. War is heck.
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WARM lll’ YOUR GHDPPER
S'I'ARTINE THE GAME 2

Turn OFF the power switch on your Super NES™.

Never insert-or remave a Game Pak when the power is UN.

2.

el

Insert-the Game Pak into the slot'an the Sﬁper NES™. Press the
Game Pak dewn firmly to lock it in place.

Turn ON the power switch. & | &1

The cinematic introduction begins autumau:alhr after the tille
screen. The intro moves at a set rate, but you can press ¥, B, or A~
to page through more rapidly. At the end of the intra the, a:n k
Menu will appear automatically. '

You can press START anytime during the intro to g0 stralgh't“ln thEMaJn
Menu. .

5

If you want to see a brief demunstrahun of the'first r;ampmgn, press’,
X. If you don't press any buttons, the demo will begin automatically.
After the first demo, the intro is rep]a?ed fullnwed by a‘demﬂmf the
second campalgn, and so un . "‘x : - T

I I - N : L L.
PressiSI'AHT-ﬂi dﬂf ﬁrhadunng e demio o {:gmm to the Mam
ST A Y 7 h At
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% Use the Control Pad to locate targets, supplies, and enemy weapons on
the map.

» Although the chain gun may appear to be hitting an object, make sure
you look for the gray.explosion and listen for the loud impact noise to
be certain you are on-target.- Misses appear as yellow explosions and
make only a small “gunfire”® noise.

# Hover over crates, drums, and people to pick them up.
# Complete the missions in order.
% Dropoff passengers in-landing zones to restore armor.
» Head all the text on the screen.

# Supplies are sometimes concealed inside targets.

- ——P
MAIN MENU

> s

MAIN MIENU

2 CAMPAIGN —#1
AR SUPERIORI'TY

B3: COPILOT
NAVIER THOMAS

A: OPTIONS

PRESS START TO BESIN

CHOOSE YOUR CAMPAIGN

If this is your first time playing, or if you don't have a password, then you
must start with CAMPAIGN #1.
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% Erom the Main Menu, press X if vnu d like to see the demo, and | press : \
START while in the demo {0 ga'back to the Main Menu. '

% Press START when you're'ready ta begin a campaign.
RESTORING A PREVIOUS GAME

CAMP AIGN MIENU

ENTER PASSWORD

PRESS START TO EXIT

% From the Main Menu, press Y to ga to the: Campaign Menu\,

Enter your Passwaord in the following manner.

» Press-Control Pad up/down to select the cotrect letter.
¥ Press Control Pad left/right to move the cursor.

# Press START to return to the Main Menu.
See Password on p. 54.

CHOOSE YOURCOPILOT | ' . ¢~ MEg

|

Sa— COPILOT MENU Tt ARAh -

L Fa 5BBL08 AR UTAT !
' JAKE " : .7“|."q
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' g 8%  Your copilot is responsible for aiming the guns and operating the winch.
Aiad The more capable your copilot, the easier your job as pilot will be and
-~y the more likely you are to save the world. Each copilot has a dossier.

——— .

SRR -k Press B {o.go.to the COPILOT SELECTION screen.

The Special Forces badge on the sereen 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-
tions discuss the copilot's skill with the chaingun and the winch.

Notice that “Jake" is listed as MIA, which stands for Missing in Action.
You can't select a pilot who is listed as MIA. Jake is out there some-
where, and if you find him and return him safely to the frigate for some

much needed first aid, you'll be able to fly the subsequent campaigns
with the best copilot of the bunch.

% Press Control Pad left/right to review copilots.

When the copilot you want is showing on the screen,

% Press START to return to the Main Menu.
CHOOSE CONTROL OPTIONS

OPTIONS MIENU
: BUT'TONSS

Bahﬂ H?éiﬂ. ﬂELé%IHEB

CONTIROL
WI'TH MOMIENTUM

SOUND
STIEREO

FRESS STRART TO0 EXIT

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

% Press A to go to the Jptions screen.
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# Press-Y to select ',ruﬁr desired button mrﬁiﬂmaﬁnn,

L

"

. 3 Press B to select your desired control optien. \ %——7_ ;
" RhVE
Beginning players might wish ta control the Apache From the Cockpit, or --‘\,f
~Fram Above as there's less roam for errar. But these settings are not as
realistic as With Momentum. When you've mastered one or both of the

X other control options, move on to With %nmentum for a quEr experience. \l

i

‘fnur Apache ﬂjes Iuw at a ﬁxed altitude to MJEE the ]Jkehhnud of detection.

With Hmuntnm Tl-us is the stanﬁard s—at!mg, whi::h means that - "1‘1
the computer automatically selects it whens you. turn on your Super -
NES ™. : ? ' F AN ‘ —‘ ﬁ\

( o
The Apache carries momentum, aqd you have to cnmpeh\af‘a far 1!
while flying. < 3

5

N
N
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- Press Control Pad up to fly forward.) . ‘M

i
% Press Control Pad down to fly in reverse.
% Press Control Fad left to turn left.
% Press Control Pad nght to turn nghﬂ (bf L

= b I.l_l-.F-"

i""'h’ﬁﬂh From ﬁm:li]ul The controls bperate, exant.ly as. dEst:nEEd aT]uve 139
- except you dop’ H‘lﬁ?E tn :umpans*atl!fur mnmqnmm

iy VA ik
' "" ."” Eusr iﬁﬁ?‘%ﬁfq@nm ‘and ‘me‘.lrbave yaul view,
puurﬂpgz Eﬁ"mnabota A “"-‘ \ AR UTAT 1!
Side 3 $. 7007
From Alqn The Eﬂ{mnI f—‘ad represents the compass points om
. ‘-.
a map. v

%
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% Press Control Pad up lqﬂ*,r nnrﬂ'L -
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Mlantah

% Press Control Pad down to fly south.
» Press Control Pad right to fly east.
# Press Control Pad left-to fly west.

» When you're satisfied with your chaice of options, press STAHRT to
return to'the Main Menu.

% Press START again to begin the game.

Nate: Once you change either the button configuration.or the cantrol
option, the settings remain changed until you change them back or turn
off your Super NES™. Hesetting the game does not effect Contrel Uptions.

how grEnae O SR S RN o o
PAUSE/THE MAP SCREEN

You will need to refer to the battle map continually throughout-each cam-
paign to locate yourself in relation to your targets and objectives. The
action pauses when you call up the map screen. From the Map
Screen you can aceess, military data specific to your current campaign,
and call up a record of your status for that campaign.

THE BATTLE MAP

i Teunssmaawe HYDRAS:
THELLFIRES: '

b= _radar silds

Irigate

1. RADAR SITES
P e —

Besides your weapons, the battle map is your most imporiant {ool
as.a pilot.




* Prass START when ﬂvmg to pause the game and reveal the mapy
screen.

Your Apache is depicted with a whlte twirling X. Select objects: from the‘
dlspla‘,r below the batile map. The uh|er;:l selected blinks on the battle

-

'\.

THE SELECTION DISPLAY

% Press Control Pad left/right to select mission targets and other objects
on the battle map. -

R .In the first three campaigns, your mlsslqns are numbered in the selection

aJSplaY beneath the.battle map. The missiens should be completed in
order, thougli there-is-nothing to Etup yau. [mm attempting to go out of
order. \

In the fourth campaign, only the first mission is \Eljﬂpi.aved_.ﬂﬂﬁaﬂv. thn =L
you complete the first mission, the second is revealed, and 50 on,

Other important objects on the terrain are listed after'the missihn{

Lt

% Press B for a description of each object.

Note: In the.Jatter three campaigns fuel and &mmo, and a few
other special items, are concealed in buildings, dunes, rocks, etc,
but do not appear on the map until you destmy the s!mcmres sur-
rounding them.

N o [ 1\;.. il...jl
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MISSION DATA LOG

1P| [ * 5T

You.can obtain detailed information about the targets and
objectives of a campaign from the Mission Uata Log.

% Press B from the Map Screen or Campaign Status to call up the
Mission Data Log.

s Press Contral Pad left/right to toggle through the items.

Notice that every item.on the map has a carresponding file in the data
log. There you will find a picture of the item, its name, and pertinent
information.

ARMOR POINTS
Armor points are listed fer some of the targets. The number represents
the amount of damage that target can take before it is destroyed.

POWER POINTS

Power points are listed for the enemy’s weapons. If you get hit by a
Rapier SAM, which packs a 100 point wallop, yourarmar. will-lose 100
points.




CANMPRAIGH HISSIONS
RADAR SITES
1' POMER STATION -
“AIR FIELDS ' L mission
_cﬂ""ﬂ"n BLDGS =« clalius

% Press ll frum ‘FEIHI‘ Map SCPE'EH or Yuur Mssmn Data Lug to call, up

your Campaign Status. &

The status readout gives you am up-to- the-mﬂment reyurf on ?D'I.lI'
pragress in the campaign. Each mission is listed in ‘brder. ions
whose statuses are displayed in green letters are carmpleted; ;iunﬁ -
whose statuses are displayed in red are not completed. s, :

y 5
f% 5 3

1 L, -
EVa
L]

L

CRITICAL INFORMATION @

You are allotted three lives per campaign. If you lose your'third life , .
before you accomplish the final mission of a campaign, you must return
to the beginning of that campaign and complete it befqre you can, move
anh:nthenextcampmgn ABENTRAN e 7Y : 2
Although lhiE d':am guh,may appear lo ha-h;l:mg_an nhje::t make sure
= Fpl,}__llﬂ]_( for the gray Exp!usu]n 1111& hsten for the luud‘*hnpaq ngise {0 le /) =1:0
“*rertain vmf"‘ *}mqﬂlnMEses appear as yellow §Rplnsmns and mahe

nnlyasmall "[H"E)ﬂmSﬂ. LAl i SERUTAY '
N -1--1..-._'

E1EY ' L]
At times durm a campaagnl*,{nu wgli I;EEEWE\?I‘I.DUIIEEH'IBHE of mcummg ;

intelligence reports. If yu wait more than 10 §econds*to access the
report, it will notbe available.

1 %

1.1N s
il gy e b
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: Press START to access the intelligence reports.
j_mj 3 e gence rep
i Each'time you drop.off a passenger at a landing site your mechanics
\ have time to work on your armor. In Campaign #1, each passenger is

waorth.150-armar pmnts In all subsequent campaigns, each is worth 100
points.

—— .

When your fuel level reaches 14 units a warning message appears on
the screen. Each time you'burn two more units, the message appears
again. When your Armor is reduced to 125 points, you receive a similar
warning message.

Note: Warnings do nof appear when you are flying over, waler.

If you crash from lack of fuel, your armor is automatically restored to a
full 600 points.

If you blow up from lass of armor, yaur fuel supply remains the same as
it was before you crashed, unless you had fewer than 25 units of fuel, in
which case your fuel tank is restored to 25 units.

If you bump into an object {excepl for the frigate) your armor loses.ten
damage points and you lese control of the Apache momentarily. Also,

you cause ten damage points to the object you bumped into.

When you crash and are restered, your “load” of passengers. and your
supply of ammunition remain the same.

The following critical information appears on the map screen.
Lives—Number of lives remaining

Load-Number of passengers aboard (6 max.)




\ _ArmnF—PrntEmun agamsi atlan:k [5 SEI[I]

I’unl—Fuel remaimng {2 IDEQ

‘\

'liun&Huunds remaining in the chain gun (1178 max.) *

e ek

.

Hydras- Hydras remaining (38 max.)
'Hii!;ilps-MissilEE femaining (8 max)

i\m—ThE higher. your'store, the mm:é\}fuu’ve accomplished. Bonus
poihts are sometiries, available if you compiléte all tasks on a given mis-
& - sion. For example; 1you need only rescpe; 14 of 16 MiAs'to complete a
mission, bonus points are awarded fl:rr resCuing the other two.!
.

You can lose points for destraying civilian or frignd]*,f targats :

SNAI-'IIS

5 ' —+— W
‘SNAFU’ is an American military acronym Whlﬂh stands for’ ‘Situation,
Normal—All Fouled Up. The incompetence which onee charanterized the
American armed forces apparently became sb widespread atone. point
that military pe.rsnnnel had no other chi:m:e. h]{l to thake+fui ei-lhemselves "

1539

A SNAFU in Desert Sttikelis'n Jauqﬁmg—m&tter—w a'SNAFU (‘Beturn
-—talha.Enaa.LgLeaﬁage appaataqn'the screen, it meafsthat you bave .| /1) =1:11

““done snmﬂlmgtﬁﬁﬂ‘wmnu_l,he current campaﬁnmpussl le. Go va you

must return to, the frifate and.‘heg tiu;af'”campalgn again. At end of each. |

campaign section in fs‘mhnuéhynu’ﬂ hﬂcf"a\st of the relevant'snafus. , BELUE
4\ \y ] L o

|

i
-




hj \..l{! (é":‘: t | -‘J;ihf'h
101 R m—— ———
g CAMPAIGN #1: AIR SUPERIORITY
‘e —x

The following campaign descriptions divilge certain facls about
the game and serve fo make it easier fo play. In no way are they
necessary for your successful completion of the game. For the
maximum challenge, refrain from reading on.

This campaign takes place in the morning. Once you begin a campaign
you cannot land on the frigate until you complete all phases of the cam-
paign or cause a snafu. Furthermore, the frigate will disappear from the
map until you are allowed to land on it, unless you {ly close enough to

have your weapons disarmed.

The first order of business in any modern military conflict is to.establish
air superiority. Accordingly, in your first mission you must demolish.the
enemy's airfields. But before you,can do that safely, you need to take put
his radar and power stations.

After the airfields come the cemmand centers, where the enemy com-
manders cower . To accomplish the final‘'mission of the first campaign,
you have to blow up the command centers and abduct an enemy com-
mander, for only then will you learn where the allied spy is being held
captive. The spy holds the madman's secret nuclear plans.

A WALRK-THROUGH (Tactics)

For the purpaoses of this walk-through, the top. of the screen is north.
E« Press anywhere on the Control Pad to lift off the frigate.

A As soon as you lift off, press START to check out the map. As you see,
land lies to the east and the enemy’s radar sites: are-blinking. To

destroy both radar sites is your first objective. It will help to know how
well defended the radar sites are.



Shitsht
\_k -h_
3 J
has deployed near the radar sites; When you come to: AAA (Anti- \ | ‘\\\

. Aircraft Artillery) yyou seejthat each radar site is de!ended elosely h',r ‘
two AAA batteries. _ : SL

o
,

'u\ ' ‘
AAAs are not heavily armored and pack only a 20 point wallop. Their —1{
.accuracy is poor, but they fire rapidly.{They rotate at medium speed AT
and-do not benefit from radar. In all, AAAs do not appear to bevery ~* S8

formidable deienses Yuu shuuid he-{hle; to handle them gasily.

Bt
1 Press'B for more information about AAASs. You see that the enemy’s | ":‘

P

A Press START tu relurn to the l:ampalgn

' S G l

A Fly to the southernmost radar slle "fuu rmgtg ha'-.re to call up the map_
again to get your bearings. - ; M ‘_‘ |

A On your way there you will hkel',r nin acruss soldiers skuﬂqahng on -
the ground, or be fired upon by a lone enemy. Soldiers dresé‘ag! in
khaki are MIAs in need of rescue. Hestuing MlAs is ’pa:l of your\job -
anf-also can be a great benefit to you. Yau may not lancf ata Ianﬂmq
site if you do not have a least one passenye;ninﬂn passenger you
drop off restores ISHpmhhmm, tnnmnmmui
600 points. . :

A H you like, destroy the enemy aggresson and hmﬁer mrer {hg MIA, whu o
is probably flailing his arms. The rupETadHer will ﬂEEEEHﬂ as yall. 139
approach the MIA.,When you are' c{m'raa:thn E_DEIﬂ[]l'lEd aver the Mlﬂ

he will grab the Etd:fﬁr, *,'Gur mp!]nt will pull*hisg ahueird | |
—ﬂ' o - il iled=l AARE

A At the bEMHQ:d L”%-#Lthere areat 12;5\1‘15 MIAs. As time e
advances; thb,Ml&s gra&;.taﬂr are hunfed down and terminated. “Thatin "
mind, you mjght-ind it axpe:‘hem inateall the enemy grounds /L hRia
troops you come acrqss“ﬂpﬂrl frar addin tl:r yous, point total, you wﬂl
be protecting T lives of your MIAs, and he ce =,ruur own lnngwlh,lr

LN
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e et
¥ When you reach the radar site you find one AAA inside the fence and
one just outside. The-AAAs begin to shoot'at yeu as soon as you are

in‘range. Attempt to destray the AAAs with either yeur chain gun (¥)
ora couple of hydras (B).

1Y ou might find it-possible to-dodge the AAAs and destroy the radar
sites without having to expend any heavy ammunition. See if you can
find a position where'your chain guns reach the radar dish but-where
vou are.out of reach of bath. AAAs. Conserving ‘ammunition is not so
important in Campaign-#1, where ammo is not scarce; but in later

campaigns you will want to be.conscious, of the different ways to'con-
Serve ammunition.

K As spon as you're.safe from AAA fire, attack the radar dish. Since the
radar dish cannot-fire back there is ne need to use your heavier fire=
power to destroy it. Blast awaywith your chain gun (¥) as fast as'you
can. Your fuel is always diminishing.

I After you destroy the radar dish, press'START to check the map. When
vou left this screen last you were looking at the mission ‘data.log on
AAAs, so press (Y) to call tip the map screen.

I Notice that the radar site you just destroyed no longer appears.an the
map. Before you move to the next radar site, you might want ta see
what objects lie between-it and. your present position.




UE Pregs Control Pad left/right to tugj]e' through map characters. ' ‘-
see that there are ‘two AAAs protecting the site, two MIAs nearby, M ‘\‘

. an,ammo crate in, the vicigity. Thls one looks like a cake wa]k ia 14 \
v i /!
. Fly north toward lhe radar site:“Take out enemy targéts along the way / -

‘ as you see fit. REMEMBER: Virtually everything on the screen ' 1,&':‘
is destructible, but you are required io destroy only the seven | SRS
largets on the map.

K []Esti-uy the radar site as before. - | - l,

i At this puint ?uu\stxﬂ shnu]d have mnreﬁan half a tank pf fuel. This -,.i‘_‘: i -
should be enough o camplete the sedond mission. NOTE: It is hEhit

unmutnntlumpltn:nmplatnlhanh]qﬂns out of order, For e
example, if you try to complete mission. 2 withaht first, destroying the* <14 ] 2 ﬁ'\.
radar sites, the enemy’s defense will-be better prepared and you wﬂl \ <

waste ammo and/or lose lives UIIHEEESSHI'IIY N\

-

\'\. - .'.'~ N

.

+ Check the map for the next objective: the iner Station #Toggle .ﬁ'~-

throtigh, the enemy weapons listed in the §elestion display tofind; tha
safest route and the best probable direction of approach. Notice thats /e
AAAs are placed strategically, and that Rapier SAMs guard all the
remaining targets
<y

# Try flying nerth anl:l past, avoiding theheavﬂv ﬂeiended Eﬂ‘ﬁE]ﬂ When 2
yOou come’ a:rﬁss a guard post or, a.graup u{ tents you rna',r or may not
want to nttack Enmhﬁlﬁnns and tents lmmm“ mmtnin

- useful supplies. SUTARVAS R l.u 1,,.4-'\‘
o SO oy N &
Notice how the! war!g is ﬂzﬁee Hmeﬂsi‘maf Yuu‘-can fly be.’uﬂd buddmgs
and rocks, and-hupp mfa gs. When youybump, into-something, yours . ARl
Apache becom dzsab!eﬁ &mumem; leaving }m vulnerable. Alsg,
bumping into so. Eb’nng GQ_QL'; ynu a few armor, points and inflicts a little J

damage.

.\ _\q_ch:"n‘_‘-_
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# Take out the Rapier;and the AAAs guarding the power plant.
[f you still have plenty of fuel, you might take the time to destroy the
power plant with your chain gun and save your Hydras and missiles
for more urgent situations. This is a good policy generally.

# Notice the toalbox'in the crater where the power plant was. (o to the
map and.check your armor points. If you have fewer than, say, 300
armor pointsieft, then you might want to pick up the toolbox. The
toolhox restores your armor to full strength. Pick up the toolbox
in the same way thatyou picked up the MIA. Hover over it and yaur
copilot will lower a hook and pull the toolbox up with the winch.

% At this point, you could probably use some fuel and some ammao.
There is a crate in one of the barracks to the south and some fuel
drums nearby, unless one or both were accidentally destroyed in the
battle. Also, there are two MIAs'in the area.

# Find the fuel'barrels and ammo crate if necessary, and hover over
themto pick them up.

# Now fly to the nearest airfield. The airfield is heavily_defended, and
you could bite the dust easily. Try to sneak up on the AAAs.and
Rapiers and destroy them before they can turn around and fire.
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138" ¥ Never hesitate ta retreat. lf you take several hits and find your armo ‘\

| dangerously low, retreat to the' nearest landing site and drop off yuﬁ‘r &

- MIA “This action restores your armur and you can return to-your pre- | » : ( \
sent objective with a new ledse on life. Tuu might want ta check the \ o
map for MIAs and pick up the nearest one. If possible, always | Ty AR
have an MIA on board. 'y

-

m ZONE!

% Finish destroying the airfield. You have to elifdinate all mulaQEEmd
all the buildings before the airfield is cnnﬁjdered destroyed. Whﬂnm.
doubt, chéck the map: If the airfield icon still appears on the map, then*"'
at least one object critical to the airfield remains iffact. - !
% Destroy the ather airfield. - AR D¢ NIRVY >
. '.,,t.,.ﬁ..'_u! \ 2
# Before moving-on to the cnmmanql EEﬂlEI';i make sure you'are el 139
fueled, armed, andamure‘ui, It'sa teml:r}e ﬁehngn lose your third life
=~ atthe-end ol .3 campaignheﬁause ofa careless vergight. ft's possibild . /3! Ak
 that there. arimﬁl‘lrmﬂwhmh case you-need'to be extra;cau-
tious and 'uhﬂmg tgn;s_,a mufg and héaﬂmr f:rgpuwer against targets * " A
% | ; { \ L L ol R

L F "In ' \ 1 " ; | .| '
. *.u - d \
Emyr :ﬂnmander wﬂ]

v AR
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% You need only destroy one command center and capture one com-
mander to get the location of the spy, but you receive bonus points for
destructive actions ahove and beyond the call of duty. Make sure you

are-well fueled, armed and armered, especially if you're down to your
last life.

» At the site where the spy is located youwill find three buildings. One
of the buildings conceals an underground trap door. Pick a building
and destray it. If the underground. door daes not appear, destroy
another building.

% When you find the trap door, fly above itand the Apache will automat-
jcally Jand. Your capilot:will run in to rescue the.spy.

% In-the meantime, a few, VDA guns will appear on the scene. You may
need to fly-areund the area to locate all the VIA's. Destroy all the
guns and, yourcopilot and the spywill emerge from the trap daor.
Pick up the spy and your copilot and return to the frigate.

% After you land, you and your copilot celebrate on the deck of the

frigate and your commander gives you a summary of your score.

CONMRMAND CENTERS DESTROYED
" i " Zaaaa

f}.—-—-—‘t ‘-—-\

EcEE;HH
et PASSUORD

% Read your debriefing and get your assignment for Campaign #2. If
you want to stop now and return to the game later, write down the
password. Note: you must complete a campaign fo obtain a
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1. Destraying landmg zones (for all n:an;palgns]

2. Destroying, the enemy commandets.
3 Destroying the secret agent.

| CAMPAIGN #2: SCUD BUSTER \l

This. uampmgn*takes placeat high neon{ 41 || '11'1

Now that you've established air supenqut;,r in E'Empalgn 11, it's time ‘
take out the madman’s Scud launchers. A% in Campaign %1, first you il :‘!

want to take out the enemy’s radar sites-Then there are sevarﬁiuhhi:al _ \

prisoners to think about: Complete the following six. objectives ih, arden.

N
1. DESTROY RADAR SITES lind R 1R
You already know how to deal with radar 51%5 sxpept now there & ame .., bl

three to take-eut-and two are well def&nded..‘
2. OBCHESTRATE .Fi JAIL BREAK

[
A i

"'r:-.ﬁn,-.

ii AN IERN

wpu bl blasi d hule in‘the jail so the ﬂe,‘_emgxpnsruners won't be destroyed

before.you can ‘pick them up. -
HH“\-. 4
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3. DESTROY THE POWER STATION

o

pniemy soldie

:_ .'...- " e Pl :
This target is well guarded, but yeu should be able to demolish it without
taking much damage if you know how to dodge the enemy’s weapons.

4. DESTHOY THE GHEMICAL WEAPONS COMPLEX

-
e
Yo

-

n..l L

production

facility

destroyed

Make sure you have plenty of armor and ammunition before attemnpting
this mission.



scud missile
leunched

-
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SAld 5. TARE EIHHHELSEUD LAUN .
After you destroy the chemical weapqn&tumpiex the Scul:l comrpanders
start getting nervous and decide to maké.a runsor it rather than risk f C-
| ing the ignominy of being caught like rats in their own hnl-es Now is: 1,“i:|4.uL ALl
.\ A chance to capture them and hn({ put where the B{:ur.l Iaunahaxﬁr: pilatecl. \

-

First you will need to check the map to fmd out. where q.ll the Scud com- *

mand headquarters are located. You alreacly mmight have nam:\ed mﬂa,l .
buildings marked by a red and white flag. Theserare the commani/head: <& 2
quarters. Proceed from-headquarters to he rs, blasting each orie’'**"

to kingdom come and capturing the exposed Scud :hmmander who by .

now is crazed with fear , \

'hlul'l l\.-...- 'h—;p

As you capture each Scud commander; & d-latiriches 5]'[& ﬂppearﬂ oh A
.F"?‘,"'F'l the map as a red dot. Fly to the Sl:ud la‘um:l';,ers and see if ‘,FELI can desfrtw 139
them beforg they canlapchytheir m:ssﬁes—%erem;g sixlaunchers in all,

AR - e desray ot leastfiyg ﬂm‘?m » mmpl;ﬂim SIMESEEL) Gl/A R
| 1
700

] i ﬂ
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6. - RESCUE PRISONERS OF WAR

This mission is what the second campaign is ‘all about.

With enough ammunition and fuel, and the savvy it takes.to stay alive,
you'll.be able to complete this rescue and return salely to the frigate for
new orders.

There are 16 POWs in all, and you need only rescue 14 of them. Don't
let more than two men be destroyed, or all your work up until now will
have been in vain.

Take a safe route'back'to the frigate.

SNAFUS
1. Destroying more than one Scud Commander.
. Allowing more than 5 political prisoners to be destroyed.

3. Allowing more than 2 POWs to be destroyed.
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This‘campaign takes place in the e'arhr ‘Evening.
1. BESCUE UN. INSPECTORS

The United Nations inspectors are under attack in‘a parkinglat neanthe
hotel. Fly in and eliminate the enemy tank and greund troops. Make sure:
not to hit the inspectors-or you'll have to st:jl OVET. Pridddd

o DESTROY BIOLOGICAL WEAPONS COMPLEX

o

v

bikhh

. “Fherelis Adarge hiplogical weapunM;nmplex to the northwest. The lead
l:h‘e?r'u‘shs hiding in\a biological weapadns ian:tnr*l,r surrounded by seven

X
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+ ather similar looking facilities. Destroy the buildings to find and capture
m__ . the chemists. When you find the right one he'll give you the locations of
the inderground missile silos.
DS :

-

Lo 3. DESTRAY-UNDERGROUND MISSILE SILDS
s s

1“" - Ak
]

missile silo

In this mission yeu have to hunt forthe underground silos, which are
covered by sand dunes, Use your chain gun to locate the silo’s armared
covering, (youll hear the seund of impact when you hit the correct sand
dune) then see if you can blow up the silo before the missile inside is

launched.

Sometimes the explasion from the silo will detonateia fuel drum, amme
crate, or other object in the area, so you might want to pick up needed
supplies befare you-destroy.the silo.
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This missian is fairly eas‘,r‘qﬂésh"n? ﬂ'l.E e[uerﬁv spiaedhi:ats ﬁnthnm harm-'-* 'ﬁ"i\
ing the defenseless pilots and then pick v up the m}lnts Ene of ﬂ'lE pﬂu‘ls pas ' 3 -i‘
a valuable piece of information, - AAFEL S

5. DESTROY THE POWER STATIIJN . . :
You learn from one of the rescued pﬂu!s that the power station h'nls ';., N
an alert zone around the madman’s yacht You'll-have tb h‘l:l'ii' ﬂw\ -
power station before attempting the difficult tfass:ue at the ya v L f by 5 el

6. RESCUE PRISONERS ON MADMAN'S YACHT

-

e . - !

'"'~'a.l'., P ¥

After you eliminate the inftiel ,opposition, hlnw 3 hole. in the yacht. The

E‘\ prisoners will leap into the waler one by one. The pnsnners are weak .
- fegm.gaptivity and cannot stay afloatfor, long, so you'd better have a ' -
qond winchman anf know how to hover, accurately. Be careful not to

S e
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burnp inta the yacht, as the time it takes to recover might cost a prisoner
his life. If you let more than four prisoners drown, you'll have to start over.

7. . CAPTURE THE ENEMY AMBASSATIOR

Here you will face the heaviest fire power you have encountered thus far.
Make sure you have a full load of amma and know where you.can get
more. One erate probably won't be enpugh. But all the ammo in the
world won't help you if you don't first take out the radar station providing
an alert zone around the area. You could lose three lives here in a few
seconds if you're not careful and skillful.

8. - EMBASSY BESCUE

landing site — AN TS

o i ‘h-..-»_"_:' =L
[ e 3
. e ' H

£
e

Your last mission in this campaign is to rescue the 12 embassy officials
held captive in the embassy building. Your copilot jumps out to drive the
bus, so you'll have to work the guns yourself from here on in. In order to
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- drop off your.copilot; *,mu must ﬁrst deslru';r the enemy hehcupters \

the helicopters are desh‘nved a landing zone will appear. Land on tl'ie"‘*K’ R

and the rescue sequence wﬂLensuE After you destroy all the enemy’s. . "_ ,

defenses, blast open the gate in front of the bus. Your copilot'’knows .

where the Navy Seals Camp is located and will take the bus there. The', ™

bus'is very vilnerable and cannot take much of a beating. Your jobis to ' -, . B
escart the bus and see that no harm comes to the dignified officials. If the ) ..‘.L! -

bus is destroyed, you 'l have to start this gampaign over, and your copilot
will be listed as MIA. -

SNAFUS
. Allowing more than’ 2UN. Inspecturs to. be destrmred
Destroying.the | lead biochemist.
Allowing more than-eiié stranded plluttm be destrnved
Allowing more than four prisoners;(a drow.
Destroying the enemy Ambassador. . -~
Allowing the bus to be destroyed.. .-
Destroying the C-130 transport plane: |

"

This Campaign takes place at night
1. PROTECT THE OIL:FIELDS

Vlaniay sitg: ) m1:ﬁ
A" L LY
e EUE

jectives in this missions lo eprhfl the commandos to the, -
middle of the oil fields and to destray all the enem*,r

RN
An oA
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') g 7% tanks around the oil fields. If you allow the enemy to destroy too many oil
AAMEMARL.  containers you will be called back to the frigate and have to begin again.

It's-important to pick up all the. commandos at once. Their landing site is
available for only pne unloading, so if you don't drop off enough com-
mandos on your: first landing, you won't-be able to complete this first
mission:

2. STOP THE OIL SPILLS

A good gunner comes, in handy here. Before you attempt to close off a
pipe, you'll want to take.out the enemy forces stationed near the oil dock.
Once you're safe, go ahead and fire:at the end of the pipe. You have to
hit just the right spot in order, to stop the spill; that's where an accurate
gunner is called for.

Now you're on your own. Make sure you read all the information pre-
sented to you on the screens. Completing the game is hard, but far from
impossible.

SNAFUS

There are a number of snafus in this, the last campaign. By now you
should have a sense of what kinds of things you cannot do in order fo com-
plete a campaign. But if you foul up, the program surely will, let you know.
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| At the end of each successful tampélgn you receive a seven character = A—— ,
- passwurd and your current score. Make sure to write it down if you wish ' ° 1‘“{ 3

Irbas
I-'l'j; -,1-‘ v g

E
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Efyrw

|
D
|
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to return to the game at the beginning of the next campaign with your
score intact, rounded down to the nearest thausand points.

The password does not save your l:uflilut selection or any nan-stantard
control settings, you may have chosen. N :

You have about five mmutes to write duum\&le passwurd before it disap-

pears. — & STali) L ; A : -nl‘

See p. B for instructions on resturing a pré\riuus-gqmg.' - !1 i\
- AU m VAR
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HINTS ANB TIPS

I ‘+‘ NI Y
The following items divulge certain facts about the game and ™~
serve to make it easier to play. In no way are they necessary for- .
sums:ﬁdmmphﬁmnflhml.!’ulﬁlmm:ﬁaﬂmn

\4. il‘l_,...- \.-‘ 'll_l
refrain from reading on. : Ty Ty Ty EY o

._L—,r..\..-'\. J boisy Lokl l‘?
KEEPMOVING  ,  [l-linivisl

:l You can’t win they gama }D\z dont Igarn how tu“bugmaneuver the

RPN TRY ) one (2 Thgﬁy_eg}eh_séﬂlckeiyuu to heaQup this' mission hma]
1 because df cdl:hun{nﬂte as a pilot He would be n'ug‘htv dis- IO

appointed’ it be saw.yoy, going &Jﬁﬂtﬂ-me‘ with'a SAM launcher ina”
gnvernmen whed Apeu;he whegt ?uu could ‘easily dudge and fire;

FUEL AND Mﬂ IIBHSEII\I IIH ‘
% In Campaigns 2, 3, and 4 lhem are mare fuel drums and armnuruhun —
‘“ucrateam the. field than are indicated on thq map. The'map shows only

5Ed abave ground. Numeruus fuel and ammo dumps
- ‘ 1 .

L RARE
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are hidden in buildings, under sand dunes, etc. The only way to find
these hidden supplies is to blow up the structures that coneeal them.

% You might find it a useful strategy (especially in the latter, more ditfi-
cult campaigns) to explore the field for hidden supplies, taking nete of
where they are, before attempting to"win a campaign.

» Whenever possible, use your chain gun to destroy non-hostile targets,
such as bunkers, sand dunes, and small buildings. You'll find in the
latter. campaigns that yeur missiles and Hydra are precious commodi-
ties not to be squandered. So when you clear an area of enemy
weapons, use your chain gun to destroy the targets if you have
enotgh fuel, firing rapidly with the (¥) buften te conserve fuel.

» Don't waste fuel and ammo by picking them up when you're already
full or nearly full. Its best to let them sit where they are and return
when you need.them.

% You will notice that your Apache does not consume fuel when you're
flying over water. Accordingly, fly over water whenever possible to
conserve fuel.

JINKING
» Certain targets are difficult to hit, even . with Jake as.your copilot: The

0il Spill and Bomb Shelter missions are two examples of difficult tar-
gets, where you have to strike a small spot on a large object in order
to do damage. Jinking (see Control Summary on p. 3 for instructions)
will help you increase your precision by allowing your Apache to
move left, right, forward or backward without rotating.

NEUTRAL TARGETS

% Some fargets, such as buildings and dunes, are neutral,-which means
that your gunner will not fire on them automatically. If you want to hit
a neutral target, you must point the Apache directly at it and fire.
Jinking often comes in handy here.
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PICKING UP I'ASEEHEERS

% When there is a crowd of waiting passengers, your capilot will pu:lr: nut
the closest one and drop the ladder for him. You must pmk up that pas- |
senger or back away from him before the ladder will dmp for another '\
passenger. Also, the ladder (and'the winch) will appear. even when it's -
behind a building or other object as to better help you guide it. :

LR

-_..-.—.-,

""‘--.."'“ ' % You can capture unarmed enemy foot soldiers, but if you leave the

S thh) area'after spotting them, they may not be there when you return.

Wsaiidl  DROPPING OFF PASSENGERS
. # When you land-at a landing zone, all passengers (except commandos,
Hyw see p. 33, and-EANN.crew members, see D38, ) will disembark. Try
to drop off your passengers-at appropriate times so as not to\wiaste'the
armor value they bring. You need nat'pick upsall avadab!e passengers ;
to win a campaign, but you/should remember ﬂxe*lucaﬁﬂns of the pee- *
ple you did not pick up so that you can use ihem for arm oints later.

% The commandos and the EANN crew must be dmpped off at
appropriate landing zones, or else they will take up w.*ahi.'ahle pqylnarl
space for the rest of the campaign. 1 S Al

ARMOR CRATES 4%

. % There are armor toalhoxes hidden in all four campajgns Pi::lqng up an
] armor crate restores your armor to a full 600 puzn_ts_,

| (|

e Lbiald Badsl - .l H
(PRSES  QUICK LADDER % \ AN 130
| * All four gampaigns)affer q}uck lal:liiezc,_bm ",rnu have lo
: find it. THe quick ladder ; “you. to pick up objeéets pra hcalhr on
" EYSY T, _Eqnﬁ'ﬁhﬂ‘m&amuﬂﬂe a whole lot easiers The quitk ladder*
lasts for anﬁmm cémpagg__n( E?Et;r‘ﬂ-vuu crash, but it does, not earry |, A0
over into sﬁ‘ﬁsequhﬁunam_p _ ' 3V

—a )] \ \ ALY »
EXTRALIVES®  * \%
% The box with the red crhss on it contains an’e;-;h'a life. There are.a few

_ hidden throughbut the campaigns, and ',ruu will almost certainly need <
~spme'afthermte,win the game. &:traahvas do not carry over into sub-
EOLE TG I]E], IS #

hoah
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ALERT ZONES

% Certain targets are protected by alert zones, which dramatigally increase
the power of the major weapons (every thing but the ground traops’
hand held weapons) and the armor protecting the weapon, In other
words, the weapons hit much harder and are much harder to destroy.

% Some alert zones are controlled by radar stations and some are con-
trolled by power stations. Pay attention during your briefings and to all
information you receive during a campaign to find eut.which statiens
control which-alert zenes.

# Badar stations put out a range alert, which gives the enemy
weapons an increased range. Power stations supply;an aim alert,
which allows the enemy to move their turrets electronically, instead of
manually. Weapons on aim alert cannot be out-maneuvered. I's best
just to-stay away-unfil you destroy the power station'supplying them.

CHOOSING YOUR WEAPONS

# As you gain.experience you will discover how much firepower it takes
to take put certain enemy targets. It's important (especially in the latter
campaigns whenammunition is at-a premium) to remember how
ruch firepower you need to destroy a given target.

» For example, alter completing Campaign #2 you should know that it
takes one missile and twohydras to destroy a 25U tank. Accordingly,
you should develop the habit of pressing (A) once then (B) twice when
you need to destroy a ZSU in shart order. Of course, in an alert zone
you'll need a lot more firepower, but you shouldn't stray into alert
ZONes.

FOOLS RUSH IN

¥ You can save yourself a lot of heartache by checking the map for the
positions of the enemy’s defenses before traveling. The map shows
only the ground weapons newly introduced in each campaign, so in
the latter campaigns you must be ready to face the unknown.

# The Weapons Appendixis a reference to the enemy’s major weapon-
ry. The mare information you have, the fewer surprises, you'll
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encounter, and the better your chances of saving the world-fro
cowardly tyrant. -

EXPERT EIIALLENGES \ .

# If you finish the game and want a further challenge, h*v plamng all .
fqur. campaigns with Mr. D. as your copilet.

% Or try to accomplish all possible abjectives in all four campaigns, such
as rescuing all 1 5\MIAs in Campaign # 1 or rescuing the EANN TV
news crew and flying them to the landing zone at the TV station.in
Campaign #3. They will disembarkignly, at the TV station.

N N

In Alert Zones, the values nl armor anll mnpnn: p
increased.

CHAIN GUN: inflicts 3 points of damage

S K "
R
; -\\ ,'I :;:‘l Bi

HYDRA: inflicts 25 points of damage

L]

MISSILE: inflicts 100 points of damage : o5

“* - carries 600 points of armor

. -.-..I-'n..-u-.fi'
ARMOR rlwmt nn'n:qr_h /. SPEEDOF, 1%
Jﬂ points Spninu. -..tﬂ.H sec. fast
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medium on which this compuler programis recorded is free from delects in materials and
waorkmanship for a period of mnety (80) days from the date of purchase. This Electronic Arts
software program is sold “as is.* without express or implied warranty of any kind, and Electronic
Arts is not liable lor any lesses or damages of any kind resulting from use of this program.
Electronic Arts agrees for a period of ninety (30) days to either repair or replace, at its option,
free of charge, any Electronic.Arts software product, postage paid, with proof of purchase, at the
Electronic Arts Warranty Department. This warranty is not applicable to-normal.wear and tear.
This warranty shall not be applicable and shall be void if the defect in'the Electronic Artssoii-
ware product has arisen through abuse, unreasonable use, mistreatment or neglect
LIMITATIONS — THIS WARRANTY IS IN LIEU OF ALL OTHER WARHANTIES-AND NO
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE ELECTRONIC ARTS. ANY IMPLIED WARRANTIES AFPLICABLE TO THIS S0FT-
WAHRE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (S0} DAY PERIOD DESCRIBED
ABOVE. IN NO EVENT WILL ELECTRONIC ARTS BE LIABLE FOR ANY SPECIAL, INCIDENTAL,
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OB CONSEQUENTIAL nsmasss RESULTING FROM mss.ss‘smw USE OR m:mq F
THIS ELECTRONIC ARTS SOFTWARE PRODUCT. _ ! W 4
Some states do not allow Jimitations as to how hng an implied warranty lasts and/or exclu-,
sions or lisitations of incidental or mpssqusnual damages so the above limitations and/og +
exclusions of liability may not-apply to you: This "ixar?aﬂ!yr gives you specific fights, and you \;
may also have other rights which vary from state. fo state. .

RETURNS AFTER WARRANTY — To replace efective media after the nirtety (90) day war- A\
ranty period has expired, send the original Game Pak to Electranic Arts’ address below. ]
Enclose a statement of the defect, your name, your return address, and a check or maney

order for $30.00. ;

" ]
Electranis Arts
2 Customer Warranty
'_ 1 Ll .
I-': L 2 PO. Box 7578 N N\
- SanMateo, California ‘34\[#3 7578 .
- Eye !
i If you need'tn talk tu someane about this product, :at].mnat (415) 5?3 0318 Mnndav lhrnugh
| Friday between 8:30 am and 4:30 pm, Pacific Timess
.
Unless indicaled otherwise, all software asd ducumsn!sunn i5 G 1952 E!smm Arts Al
Hights Heserved. \

<
ey

DESERT STRIKE is a trademark of Electronic Arts. "}

NEED A HINT? CALL
1-S00-288-HINT
1-900-288-4468

24 Hours a day, 7 days a week!
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e 95¢ for ths"fu-si mmuts ')Sq sé:h additional m:fmts, If wiu are under ,, | =x:1i
U-. (lad 18 be supg‘ﬁ] 's-pssenfsp_snmsslsn before calling, Hotline tsq‘u‘irss AT
Touch-Tone 1s hnns.sngl.gsmpf‘"’ available in the US. Call length deter- ., A
mined by ussr svsrsgls_lsngﬂ} i5 sur‘mmutss Messages subject ts TUva
change vnthuulﬂsﬁce S OUATYE 1\ \s 2
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ELECTRONIC ARTS®

P.O). Box 7578, San Matco, CA 94403-75378 PRINTED IN JAPAN




