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GCGametek Customer HelatTion=s

Telephone: 1 305.935.80548
Fax: 1 305.932.8k51

8 a-m- to 8 p-m-+ Eastern time

Game Hint and Tip Line:
1L 900.903.-GAME (42L3)

&40¢ per minute charge-
Touch tone phone required-

Minors must have parental

permission before calling-
Available 24 hours
Svstem BRequirements

VALKYRIE runs on color Macs in
25k colors with 4 Megs of Ram
1-700k free required-. a b&0Z0 or
later with System -

Slow Mac Considerations

Some of the more detailed mis-
sions may run too slow on early
Macs. If you are running an LC or
LC II you can try toggling off
the sound and selecting the
ESmall Screen size- The Dogfight
Training 1 vs. 1 mission will
probably run the fastest.

ENTS THEBLE OF CONTENTS= THE

HETRODEBCTION. ... ... f e s ab e s v =4
BETTING SERRBTIED (..... .. c.vuuvaa =
g 2 e e S e e - P [
FLYING YOUR HELICOPTER .......... (=]
EHDERPIT GAUGES ... ... cccccccasecas g
FLIBH ) CONTHULS. /@ . s eicc e pnenas 12
WERPON-SYSTEMS. ................ 1
MIENLY BFTIEBNE . ... diinias 15
COMBRY TIPS - i iiaianpanesaas 20
AEPLRAY FOR LERARNING ............ 2}
THE MIESIONS ... . S“»cccccncnmanas =D
TRAINING GROUNDS. ... ........ g -
DOGFIGHT TRAINING 2 ¥5. 1 .26
DOGFIGHT TRAINING 1 ¥S. 1 ....27
DOGFIGHT TRAINING 2 ¥Vs. 2 ...28
DOGFIGHT TRAINING 1 ¥S., 2....28
DOGFIGHT TRAIHNHING 1 ¥5. 5....29
ROLLINE METRL. ... . -.%3..4...... 29
BREAK BRIDBES A .\ ... i SU
PROTECTL & DESTRLIEY .. . .. 38%. .. 351
LEVEL ISLRND ... g . ...... 32
BRI S . oo ol . P . nnnh e e =
CUSTOMER RELATIONS . ........... 3D
COMPUSERYE MEMBERSHIP ....... 36

TFRRERERNTY ... oy ln et e =




UCTION INTRODUCTIOHN IMNTEOD

VALKEYRIE- the new helicopter com-
bat machines will be taking vyou
into battle- Your piloting jour-
ney will begin in the Training
Groundsas learning to flys how to
aim and fire your missiles~. and
wreaking havoc with your machine
guns- You'll blow up warehouses
and oil tankss and you'll blast
other helicopters out of the sky-

Your VALKYRIE helicopter has a
mouse-controlled joystick for
forward/reverses,s left/right move-
ment. Up and down movement is
controlled via a fly-by-wire sys-
tem. You request hover. rate of
climb- or rate of descent-. and
the helicopter will figure out
how to set the main rotor to com-
ply with your input- This greatly
simplifies your job of flying and
will allow you to devote your
attention to threat detections
target acquisition-. and accom-

plishing your missions-

The VALKYRIE has a top speed of
178 mph- It will climb at a rate
of L-000 feet per minute- with a
ceiling of close to k2-000 feet.

Note: The first b-000 rfeet are
achieved much quicker than the
second -

IICTION INTEODUCTIOHN INTEOD

The VALKYRIE comes equipped with
a forward-aimed. rapid firing
machine gun and 38 side-pod
mounted Air-To-Ground missiles.-
The machine gun can be aimed any-
where you can See on sScreen as
you are flying- You have approxi-
mately 5 minutes of machine gun
ammunition available before

reloading-

Your VALKYRIE will remain flying
only about 15 minutes before
refuelings so missions are quick

and intense-

After you have conguered the
training missionss there are 9
more difficult missions for you
to master . These missions can be
attempted in any order and
repeated at anytime-

As you become successful and col-
lect mission Medals.s you will be
promoted from the lowly Warrant

Officer Candidates to as high as
your skill and wits can take you.

i Laus_Jrp———
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Copy the VALKYRIE folder onto
your Hard Disk: Before launching
VALKYRIE~ be sure your computer
is in 25k color display mode-
VALKYRIE will only work 1in
256 colors.

Note: To check how many colors
your monitor is set for. find the
Monitor program in the Apple
Control Panel and double click on
it You'll see options for:
Black & White+ 4+ 1k~ 25E-
Make sure 25k is highlighted by
clicking on it. Always close the
Monitor window and any other con-
trol panel programs as they can
affect performance of VALKYRIE -
i1Ff left open-

You are now ready to launch
VALEKEYRIE:- After the opening
segquence-, you will see a credit
dialog-: Press return to close the
dialog box-

Note: If you do not want to view
this opening sequence next time
yvou run VALKYRIE~ simply press a
key after launching and the pro-
gram will skip to the sign-in
dialog-

Pilot Sign-
In Dialog

VALKYRIE allows vyou
to have 10 active

pilots.: Each time
vou begin VALKYRIE you will be
asked to identify yourself.
Simply type in your name or han-
dle- or click on a previously
named pilots select the skill
levels and click Okay. It's best
to stay at the Novice level for a
while until full understanding of
your VALKYRIE is achieved-

After you sign in- you automati-
cally enter the Training
Grounds mission- Use this mis-
sion to gain familiarity with
your VALKYRIE helicopter. There
is nothing threatening in this
missiona so you need not worry
about being attacked-

If you can't wait to get flying-
take a look at the keyboard
assignments on the enclosed card-
Be sure to read the next section
for a complete description of
your VALKYRIE helicopter-
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There are two modes in VALKYRIE-
the pause mode and the flight
mode. You are in the pause mode
whenever the normal Apple arrow
cursor is wvisible- In the pause
mode you can activate the menu
items. save/load files and do all
the normal Macintosh menu activi-
ties. When you enter the flight
mode. the arrow cursor disappears

and you are flying your VALKYRIE-

Enter the flight mode by clicking
in the program window-

You should now hear the sound of
vour VALKYRIE from the inside of
the helicopter. As you look out
the front window-,s you will see
another helicopter- There is also
a third helicopter flying toward
you- coming from your right.

You can leave the flight mode and
pause at any timesS to do thiss
press P or the delete key- The
helicopter sound will stop and
the arrow cursor will return-
Click in the window to enter the
flight mode again-

Note? If you would like to turn
the engine sowund offas press the
L key-

IUIGES COCEPIT GRAUGE =

Here is a descrip-
tion of the gauges

in your cockpit:

Looking from left
to right-s the first
item is the ODIGITAL/ANALOG

ALTIMETER. The top readout is
feet above sea level and below

that is a slide bar that gives a
representation of how high you

are above sea level. The little
box on the slide bar shows vyou
the last 100" above the gound. As
yvou climb- the box empties of red
and turns white- Red represents
the ground so as the box fills
with red- you get closer to the
ground. This is a helpful warning

when you fly over mountains.

The next item is= a side view of a
helicopter- This is the @ DAMAGE
DISPLAY. As the VALKYRIE sus-
tains damage-, you'll see little
red flashing circles show up in
this display-: Most hits will line
up along the bottom of the gauge-
But.: if you take specific hits,
for example~ if your tail rotor
gets hit- or if your guns are
jammeds you'll see the red flash-
ing dot.over that part of the
helicopter. Landing at a friendly
air base will repair the heli-
copter- Your helicopter can blow
up with any hits but will ALWAYS
blow up on the sixth hit-



UGESE COCEPIT GAUGES CC

The next gauge down has three
digital readouts: ®@The first 1s
your current mission helicopter
kills. below that is the mission
elapsed time~ and the bottom num-
ber is the current pilot’'s total
helicopter kill record-
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To the right is your @ COMPASS.-
It has a digital readout in the

center and a yellow representa-
tion of your heading-

The center gauge is your @RADAR.
You Wwill see helicopters-. mis-
silesas trucks-. and tanks on this
gauge-.- Helicopters are diamond
shaped and color coded. Your side
1s represented by tan- the enemy
is green- Missiles show up as
little red triangles-. Trucks and
tanks are white boxes. You'll
notice that helicopters can dis-
appear and reappear from the
gauge- This will happen if there
is a mountain or building between
you and the other helicopters

“~ COCEKEPIT GHUGLGE>= LL

The next gauge to the right is
feedback on your control sur-
faces. the @ STICK FEEDBACK
gauge.- The yellow circle is where
your joystick is and corresponds
with where you move the mouse.
While you are on the grounda-s the
stick remains centered. Along the
top of this is the @TAIL ROTOR
POSITION INDICATOR. As you
enter left or right rotor com-
mands- you'll see a yellow bar
grow in that direction- On the
right side of the gauge is the

© COLLECTIVE POSITION INDPI-
CATOR. As you enter up- a yvellow
bar will display up- and will
display downa. as down 1s entered-:

To the far right. the last upper
digital gauge is your @ AIRSPEED.
Top speed is 178 mph-

The three gauges below the air-
speed indicator are labeled G-, M-
and F. These stand for @ GUNS,
MISSILES. and FUEL-.- Green repre-
sents full and they empty down as
each is used-

Above the gauges. out the windown
you can see your machine gun aim-
ing square and your missile aim-
ing crosshairs. More on these

later -
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To begin flying the VALKYRIE you
must make sure you are in the
flight mode- To do thisa. click on
the VALKYRIE window and press the
R key once- This tells your heli-
copter to climb slowly-.- Notice
the yellow bar to the right of
the stick feedback gauge 1ndicat-
ing slow climb. Also notice the
digital altimeter is counting up
as you are climbing- lWhen it reads
50+ press H: H is the Hover key-

To move VALEYRIE forward-. move
your mouse forward. You can see
the yellow circle on the feedback
gauge move forward. Anytime vyou
feel out of controls press H to
hover. Notice also that moving
the mouse to the left or right
will not only move yvou 1in that
direction- but will also turn

your helicopter-

To turn your helicopter with the
tail rotor. which can turn you
faster during flight maneuvers or
will turn you while hovering-
press @ a couple of times. & will
turn you to the left. W will cen-
ter the tail rotor and E will
turn the helicopter to the right.
Again- W will center the tail
rotora. or you can counter right
input with left inputs or you can
press H for hover. which centers
all control devices-: Left/ Kight

FROLS FLIGHT CONTROLS FLIIG

rotor input is displayed above
the Stick Feedback gauge-

To ascend press the K key and the
UP T key four times- Press the F
key to cancel the up movement. F
centers the up/down input without
effecting the other controls- To
descend. press D.

You can tilt your head wup or down
from inside your helicopter with
the S and X keys. Use § to look
up and the X key to look down- If
vou are looking forward and start
flying fast forward-. the program
will automatically tilt your head
up - And-. if yvou go from flying
fast to flvying slows the program
will automatically tilt your head
back to the forward position.

Note: You can override this
anytime by pressing § or X as
desired-
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Machine Gun

To fire the machine gun-. press
and hold down the mouse button-
You can see tracers fire 1in the
center of the aiming box- Aim
your machine gun with the mouse
by pressing the space bar-. This
will toggle between flight con-
trol and machine gun aiming-
Pressing the space bar turns the
aiming box red. This tells you
that the mouse will control the
aiming box- Now move the mouse
around and notice how it moves
the aiming box. If you press the
space the bar againa
the box will return
to black and the
mouse will again
control your heli-
copter.

Mis=siles

Missile aiming is accomplished
with the crosshair sight. Press N
to fire a missile. Use the UP T
key to move the missile sight upa-
and the DOWN {key to move the
sight down.: To aim a missile left
or rights turn the helicopter
using the @ or E keys-.

PTIOHS MEHU OPTION= MEHL 1

Sawing

You can Save your
position at any
time. Simply enter
the pause mode~, and
select Save As. ..
You can then load
this file at a later date and

continue your mission. If your
pilot has died since you saved
the file- you will be asked to
select a new pilot.

Selecting NEW will restart the
current mission- If you just
died- NEW will restart the cur-
rent mission and create a new
pilot with the previous name-
allowing you to skip the Pilot
Sign In dialog-

There are a variety
of viewing positions
available to you-
The normal view is
INSIDE YOUR HELI-
COPTER. This is a first person
view- The next positien is CHASLEL
CAMERA. This is a wview from an
imaginary helicopter following
you- Next is TOWER CAMERA. In

each mission there are several

tower positions and sometimes
other locations that will pan to
follow your helicopter as you
fly- The nearest tower 1s auto-
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matically selected- The next wview
is MISSILE CAMERA. This camera
follows your current missile
through the air.- If none are fly-
ing- the camera is located at the
side of your helicopter. Continu-
ing downa the next viewing posi-
tions are inside perspectives
from the other helicoptersa. as
available in each mission- You
can change the viewing position
in the normal way by sSelecting it
from the menu- You can also
change the viewing position
dynamically while flying using
the Command key and the corre-
sponding camera number.

The next menu item
is MISSIONS. Here
is where you can
select a mission to
fly. Start with the
Training Grounds.
You will find complete mission
descriptions later in this manual-

Settings comes next.
You can select CAN-
NOT CRASH or CAN
CRASH: When either
one is selected. it
will have a check
mark by it. CANNOT CRASH means
you can fly through buildings-
into the ground~s through trees
and into mountains without dam-

FTIONHS MEHU OFPTIONS MEHU 0O

age- If you select CAN CRASH-
then be careful. All of these
activities can kill you- Even
landing too hard or moving too
fast while landing will kill vyou.
But you will get more points when
CAN CRASH is selected and it
makes flying a lot more exciting.

Next is CURRENT PILOT CAREER
DETAILS. This will present a
dialog box that shows the partic-
ulars of the current pilot's
career- When you complete mis-
sionss the mission medals will be
displayed in this dialog. If you
select GOOD as the skill level at
the beginning of a missiona the
mission medal will include a
green bar underneath it-. An
EXPERT skill level will include
both the green bar and a blue bar-.
This allows you to return to com-
pleted missions at higher skill
levels and get added credit.

Then comes CHANGE PILOT/SKILL
LEVEL- You can change the pilot
at anytime~ but doing so will
reset the mission. Skill Levels
can be changed without effecting
the missiona but the skill level
selected at the beginning of the
mission will be the skill level
you are credited with when you

complete the mission-
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After that is TOP TEN PILOTS.
This will show the ten best
pilots to date. If they are dead-
you will see a cross by their
names- Also- notice the line
under one of the names. This line
shows you which pilot's career
details will be displayed when
you click on CAREER DETAILLS-
You can move this line by click-
ing on the pilot you want to find
out about-

CHANGE KEYBOARD COMMANDS. This
allows you to customize the key-
board assignments-

The next item is REPLAY. When
you select this. the last few
seconds of action will be replay-
ed- You can view this from any
camera angle using the command
key and the number of the camera
you want- To cancel the replay-
press the P or delete key- To
spead through the replay. press
the * key- Press it again to
return to normal speed.: Press 0O
the zero key. to freeze frame and
press it again to cancel the
freeze frame-. Use the = key to
reverse replay action-.

PTIOHNS MEHU OPTIONS HMEHMHL O

You can create a larger replay
buffers- which means a longer
replay time- by setting the
CURRENT SIZE in system 7-0. and
the PREFERRED SIZE within sys-
tem 7-1 to 2-400k-

Note: For System 7 and later. use
Get Info from the desk top with
VALKYRIE highlighted- Every 200k
larger you add- will increase the
replay time~+ up to 2-400k-

The last menu item
is SCREEN SIZE.
This will allow you
to select a smaller
window size- This

is only useful if
you are using a large monitor
with a slower Mac: You can get
slightly better performance by
selecting the SMALL SCREEN.
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Fighting Helicopters

There is a major
difference between
aiming 1in an air-
plane and aiming
vour VALKYRIE. In
an airplane you
would change the angle of your
aircraft to put the aiming device
on the target. This DOES NOT
work well with your helicopter.-
DO NOT try to fly yvour gunsight
onto the target. Instead. set up
yvyour approach-. then- switch to
aim mode and aim your gun sight-
You will be much more successful

in this manner-.

Missiles are intended as Air to
Ground Weapons. despite the fact
that the other helicopters will
use them against you- They are
not very effective Air to Air.

Note: Use your machine gun to
attack other helicopters-Try not
to allow an enemy helicopter to
get behind you-

Many battles will begin with a
head-to-head pass- Try slowing to
25-75 mph as the enemy gets in
range- Wait for the enemy on the
radar to leave the border and
enter the circle of the gauge-
This tells yvelh that. he 18 1n
range- It is pretty easy to hit

AT TIPS COMEBAT TIPS COMEBAT

an enemy helicopter with your
machine gun if you are flying
directly toward him. at the same
altitude. Buts it 1is also pretty
easy for the enemy to hit you!
You might try using one R key-
press as you get close to the
enemy- 3Set up your direction and
speed- then toggle to the machine
gun aim mode. press the space
bar« aim and fire away. It is not
enough to put the targeted heli-
copter in the middle of the aim-
ing box- Watch closely where the
tracers are going. Try to make
the tracers the black dots go
into the enemy helicopters cock-
pit window- You may have to aim a
little high or a little low to
actually hit the enemy. Remember
that it will probably take sever-
al hits to bring the enemy down-
KEEP FIRING!

DPeflection shootinga that isa
shooting at the enemy when he is
not flying directly to or away
from you but flying at an angle-
is very difficult. You will have
to lead the helicopter. This
takes practice. Use the Training
Grounds to practice this-

Note: IfFf you are in big trouble
and trying to evade the enemy-
ery fFlying at fyll climb or
descend. This makes it difficult
for the enemy to hit you-
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Blowing up Trucks=s

You can use the
machine gun or your
missiles to blow up
a truck. Using the
machine gun 1s eas-
ier. You can blow
up just the trailer or just the
cab. You'll usually want to hit
both-. so watch closely and make
sure both are hit.

Blowing up Tanks

You'll probably
have to use a mis-
=ile to blow up a
tank- Tanks are
pretty hard to hit
and you must lead
them just right. They move at the
same speed as trucksa. 45 mph- sO
you c€an practice launching mis-
siles at trucks in the Training
Grounds. One method is to paral-
lel their speed from a little bit
behind and then launch one mis-
sile at a time. Watch uhare the
missile hits-. then make minor
adjustments and fire again-. If
the crosshair moves too much with
one key press-. try raising or
lowering the helicopter a little-
Tanks fire back-. so don't get too
close!

Ground Gun=s and SAMS

These little nuisances cannot be
destroyed. so beware! SAMS stands
for SURFACE TO AIR MISSILES-
The ground guns/SAMS are always
surrounded by tan or green hexa-
gons. The friendlies are tann-
enemies are green- Be careful
about flying directly toward or
away from these threats. Also-

don®*t fly low over
them- These guys
are best avolidedn~a
when possible-

wilili

Building=s_, 0il
Tanks, and Bridges=s

Use a missile and aim for the
middle of each- These are not
very hard to blow up- Practice
shooting them from long range or
zooming over them at top speed
and firing at precisely the right
moment-
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Remember to use the replay with
different camera angles. espe-
cially after you get shot down-.
This is a great way to learn what
you did wrong or how you shot
down the enemy- Don't forget to
do this before you select a new
mission. When you select a new
missiona the program erases the

replay buffer.

Alsor when viewing the action
from a different helicopter. the
cockpit displays the gauges of
that helicopter except for the
stick feedback gauge. which is
always feedback of your heli-
copter- This means you can tell
how many hits a helicopter has
sustained-, or if its gauges are
knocked out. Replay a head-on
pass viewing from the enemy heli-
copter and notice exactly when
you hit him. You can see the
tracers coming in from your heli-
copter and this will help vyour
aiming-

MISSIONS MISSIONS MISSIONS

It is recommended that you prac-
tice the Training Grounds and
the Dogfight Training before
moving on to the other missions-.
Each successive mission is more
difficult and builds on skills
learned 1n previous missions-

Training Grounds=s

2. Warehoyse

Objective: Destroy 0il Tank
Farm- Warehousesas Trucksa.s and

Helicopters.

Locations: 0il Tank Farm is
directly East over the moun-
tain. Warehouses are S/5SE-
follow the road. Trucks are on
the roads- use the radar to
locate them-

Completion Terms: At any time
during the mission when you'wve
compiled 8-000 pointss vou will
be given the mission medal and
promoted -
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Summary/Notes: Training Grounds
are just that. a place to
train-. practicea. and get
familiar with yvour VALKYRIE
helicopter. There is nothing
threatening here- The only way
to die is~ if you fly into some-
thing~. and not even then. if you
have Cannot Crash selected-
Continue this mission for as
long as you like- You will be
given this mission medal and
promoted when you are consid-
ered proficient.

Dogfight Training 2 v=_ 1

1. Main Baze 2. [memy Base 3. Canyon of Death

This is you and a wingman versus
l enemy at a time-

Objective: Destroy Enemy
Helicopters-

Locations: Enemy Base is directly
North-: ¥You and your wingman
take off from the same base-
south of the Enemy -

MISSIONS MISSIOHNS MISSIONS

Completion Terms: You must
shoot down 4 enemy helicoptersa-
then return to base and land on
a landing pad-

Summary/Notes: Do not fly too
close to the enemy base where
ground defenses are located-
You can use your friendly
ground defenses to your bene-
fit. Remembers. you are only
credited with helicopters you
actually shoot down. 1f your
wingman or ground defenses down
the enemy-~ you do not get cred-
it The enemy will attack the
closest helicopter. This allows
you to use your wingman as a
shield. Try staying just far
enough away not to be attacked-s
but close enough to blow up the

enemy -
Dogfight Training 1 vs. 1

Objective: Destroy Enemy

Helicopters.

Locations: Enemy Base is direct-
ly North.: You take off from
your bases south of the enemy.

Completion Terms: You must
shoot down b enemy helicoptersa
then return to base and land on
a landing pad-
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Summary/Notes: Hide behind
mountain ridges. Destroy enemy
base buildings for added points.
Pon't let the enemy on your tail-

Dogfight Training 2 vs. 2

Objective: Destroy Enemy
Helicopters-

Locations: Enemy Base is direct
ly North- You and your Wingman
take off from the same base-
south of the enemy -

Completion Terms: You must
shoot down b enemy helicoptersa-
return to base and land on a
landing pad-

Summary/Notes: Try to coordi-
nate attacks with your Wingman-.
Watch your radar and be aware
of both enemy helicopters.

Dogfight Training 1 ws. 2

Objective: Destroy Enemy
Helicopters-

Locations: Enemy Base is direct
ly North- You take off from
your base-.r south of the enemy-

Completion Terms: You must
shoot down b enemy helicopters-
then return to base and land on
a landing pad-

MISSIONS MISSIONS MISESI0ONMS

Summary/Notes: Try to sepa-
rate enemy helicopters. Keep
your eyes peeled and watch your
backside-

Dogfight Training 1 vs. S

Objective: Destroy Enemy

Helicopters.

Locations: Enemy Base is direct-
ly North- You take off from
yvour basea south of the enemy.

Completion Terms: You must
shoot down b enemy helicoptersa
then return to base and land on
a landing pad-

summary/Notes: One of you ver-

sus three of them: This is not

an easy mission-

Rolling Metal

Objective: Stop all enemy Tanks
from reaching the 0il Tank Farm-.
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Locations: From your base- the
enemy force has invaded to the
N/E- Your ©0il Tank Farm is
located to the N/UW.

Completion Terms: All tanks
must be destroyed before they
reach the 0il Tank Farm and you
must land at either one of your
bases on a landing pad-

Summary/Notes: Enemy Helicopters
need not be neutralized for
success.: You or your Wingman
must destroy the tanks. Use
Missiles to blow up tanks. You
have 10-15 minutes before they
reach the 0il Tank Farm-. Watch
out for ground guns to the N/E.
Take into consideration what
your wingman is doing when
planning your attack. Remember-
tanks show up on your radar as
white boxes-

Break Eridges

Objective: Blow Up the Three
Enemy Bridges-

MISZSSIONS MISZSSIUOMS MISSITUMN S

Locations: Enemy Territory is
across the mountain range to the
West.- Find the bridges by flying
along the river.

Completion Terms: Destroy all
three enemy bridges and return to
a friendly base and land on a
landing pad-.

sSummary/Notes: There are a
variety of secondary targets
including Trucks. Warehousess and
0il Tanks. Watch out for ground
guns. Use terrain to your advan-
tage-s when possible.

Protect and Desftrovy

Objective: Protect your convoy
of two Tanks and one Truck and
ensure it arrives at your forward
base- Destroy the Enemy's two
Tanks and one Truck in route to
their forward base-

Locations: From your main base
you have a secondary base to your
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N/W- The forward base is directly
North of your secondary base-. The
main enemy base is directly North
of your main base- He has a sec-
ondary base to your N/E. Hilis for-
ward base is directly East.

Completion Terms: At least one
of your ground vehicles must
arrive at your forward base which
takes about 1Y minutes. You must
destroy all three of the enemy
ground vehicles. It does not mat-
ter whether you or your wingman
does it- Once your vehicle(s)
arrive at your forward base and
vou have neutralized the enemy
convoyas return to your base and

land on a pad-

Summary/Notes: There are sig-
nificant ground guns and SANS
sites along part of the enemy
route and at each base- You must
decide when to stay and protect
vour ground vehicles- and when to

attack his vehicles-

Level Island

1. Halm Base 2 Secomdary Bage 5. Enemy South Base 4. Enemy Mabn Bage

L ‘Warshouse Depof E, Bridgs F. Dal Tank Farm

MISZSSIOHS:S MIEZE=<IONS MISSIONS

Objective: Destroy Everything on
Enemy's Island!

Locations: Enemy Territory is
the island to the N/W- He has
multiple complexes including a
0il tank farm to the northa. a
warenouse compound nearbys an
airport in the middle of the
islanda and a secondary heli-
copter sight to the south-

Completion Terms: Everything
must be detroved- Nothing must
remain standing-, Iincluding towers
and hangars: Also. destroy all
trucks-, trailers-. and tanks.
Keturn to base and land safely on
a pad-

Summary/Notes: This is a major
undertaking-. You will probably
need to destroy part of the
island~s return for fuel and arma-
ments-s and then finish the island
off. Try to avoid the enemy heli-
copters and ground guns/SAMIS as
much as possible- You may be able
to hover away from ground sights
and lob missiles in-
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I want to thank all my testers
for their time and effort in con-
tributing to VALKYRIE- I espe-
cially want to thank my primary
testers-, Bill Judd-. Ed Alter. and
DPonald A Hill. Sr-- who have
been testing this program almost
from its beginning- Their wvalu-
able input and keen insight 1is
present throughout this project.

VALKEYRIE was created by Donald A-
Hills Jr- 1993 Copyright Donald
A. Hilla Jr. All Rights Keserved-
VALKYRIE is produced by Gametekn
Inc. VALKYRIE is a trademark of
Gametek-. Inc. Gametek is a trade-
mark of IJE~ Inc-. 2999 North East
191kst Street-. Suite 500, North
Miami Beacha. FL 33180+ U-S-A-
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Producer: Karen Hunter

Production Manager: Sherry Kross
Quality Assurance: Bobby King

Art Director: Steve Curran
Illustration: Digital Art

Design: Steve Curran/John Tombley
Manual Design: John Tombley
Manual Edited by: Stacey Ruderman

INS CUSTOMER RELATIONS CUE

Gametek Customer Relations

Telephone: 1 305.935.4054
Fax: 1 305.932.8b51

A a-m- to & p-m-4+ Eastern time

Game Hint and Information Line
2 900.-903-GAME (42L3)

80¢ per minute charge.
Touch tone phone required-

Minors must have parental
permission before calling.

Available 24 hours
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Free INnNfroductory CompusServe
Membership

As a valued Gametek customera. you
are eligible for a special offer
to receive a FREE introductory
membership to CompuServe N the
world's largest on-line informa-

tion service.

By joining CompulServes, you can
receive the latest news and prod-
uct announcements concerning
Gametek games: From the Game
Publishers Forum LCG0 GAMEPUBI-
vyou can download updates to your
favorite computer games or obtain
demos of soon-to-be-released com-
puter games-. You'll also be able
to trade tipss hints and strate-
gies with other Gametek computer
and cartridge game players in the
Gamers Forum LCG0O GAMERSII1.

To take advantage of this special
of fera call toll-free 1 800-.524.
3388 and ask for Representative
#43L to get your introductory
CompuServe membership which
includes a personal User 1D~ pass
word- %15 usage credit and an
entire month's worth of basic

segrvices free-

Gametek Limited Warranty

Gameteks Inc- warrants to this
original consumer purchaser of
the Gametek software product that
the medium on which this computer
program is recorded is free from
defects in materials and workman-
ship for a period of (90) days
from the date of purchase-: This
Gametek software program is sold
as is+« without express or implied
warranty of any kind. and Gametek
is nmot liable for any losses or
damages of any kind resulting
from use of this program. Gametek
agrees for a period of ninety
(90) days to either repair or
replace- at its option- free of
charge. any Gametek software
product postage paid- with proof
of date of purchase. at its
Corporate O0ffices: Gametek. Inc-.
2999 Northeast 1l9lst Streeta
Suite 500~ North Miami Beach. FL
331340~ U-S-A- 305-935-.3995.

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 Gametek software product
has arisen through abuse- unrea-
sonable use- mistreatment or
neglect- This warranty is in lieu
of all other warranties and no
other representations or claims
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of any nature shall be binding on
or obligate Gametek- Any implied
warranties applicable to this
Gametek software products includ-
inag warranties of merchantability
and fitness for a particular pur-
pose-s are limited to the ninety
(90) day period described above.-.
In no event will Gametek be
liable for any speciala inciden-
tal or consequential damages
resulting from possession. use or
malfunction of the Gametek soft-
ware product-

Some states do not allow limita-
tions on the duration of an
implied warranty or exclusions of
limitations of incidental or con-
sequential damages-s so the above
limitations and/or exclusions of
liability may not apply to you-.
This warranty gives you specific
rights. and you may also have
other rights which vary from
state to state-




