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Thank you for selecting the fun-filled "CONFLICT" game pak
by VIC TOKAI INC.

This official seal is your assurance that Nintendo® has reviewed
this product and that it has met our standards for excellence in
workmanship, reliability and entertainment value.

Always look for this seal when buying games and accessories
to ensure complete compatibility with your Nintendo Entertain-
ments System®”

LICENSED BY NINTERDO
SR

Seal of Quality
“This gami s Beensed by Mintendo® for play on the
Mirtemado ENTERTAINMENT SYSTEM:

“Hindendo and Ninbendo Enfertainment System ane
ragistineed rademarks of Mntendo of Amanica nc.”

—— SAFETY PRECAUTIONS ———

Please take time to read the important instructions in this booklet. Observing
the step by step instructions and complying with wamings will be your personal
guarantee to greater game satisfaction over a long period of time.

1) This is a high precision Game Pak. Do not store it in places that are very
hot or cold. Mewar hit it or drop it. Do not take apart.

2) Do not touch the connectors. Do not get them wet or dity. Doing s0 may
damage the Game Pak and./or the Control Deck.

2} Do not clean with benzena, paint thinner, alcohol or other such solvents.

4) Store the Game Pak in its protective sleeve when not in use,

5) Always check the Game Pak edge connector for foreign material before in-
serting the Game Pak into the control Deck.

6) There may be areas on your screen that are not accessible, but this in no
way will impede game play.
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| 1| | GETTING STARTED |

GOAL

1) Game QOverview

This is a war-simulation game which pits two powerful enemies against
each other in modern warfare. The player is in command of the move-
ment, battle operations, and supply of all his units.  During battle, if the
NORMAL mode has been selected, the player assumes personal control
over the action.

@& Victory And Defeat

Yow goal is to bring the enemy under your control, and ultimately to
conguer all of his territory.  In one-player mode  there are 168 maps to

choose from, In two-player mode there are 15 maps.  Victory is achieved
with the defeat of the enemy commander's unit.

MOTE : The commander's unit, a tank unit, is indicated by an "H"



2. CONTROLLER PARTS ‘I 3. START UP

Game contral |2 as follows. @ Selection of Mode & Number of Battle Units
: Pushing the START button on the Title Screen will bring up four selec-

- : tions, 1 Player, 2 Players,3 Units and All Units.
% Control pad  : Selection, cursor 1 Players BLUE = Player, RED = Computer
@ [_—“J!ﬂ% %I @@ A button : :';::e:::el':ica activate 2 Plavers e e Tt
— B botton  Son achion émel 3 Unlts 3 units can be moved at ¢nce
' i All Units All units can moved al once
START button : Unit function indicated e
SELECT button : Battle made selected NOTE: All-Units mode is more difficult.  Three-unit mode is recommaend-
A button ed for beginners.
| B button
| START button @' Level of Difficulty (FAME POINT)
SELECT button 1 Selecting 1-Player mode the level of difficulty appear on the screen.
Gontrl padt If the level is high, FAME POINT (FP) will be necessarily lower.
MNOTE: FP is important in the production of new arms.  If your FP is high,
you can produce several different types of units. If your units cccupy a
town o an airport; or win a battle, you gain FP.




3 Map Selection

Any map from 1 1o 15 may be selected
However, map 16 is reserved for 1-Player
mode. Upon winning a battle in each of
the fiftean maps, you receive an impoartant
password which later must be input be-
fore {‘.'f‘l1l?:rll'l!'__] map sixiean

In map 16 there are three levels of diffi-
culty. In order to play on this map,
however, you must have first secured all
previous passwords from map 1 through
map 15.

Mote that, although proper passwords
may havea been used, you cannot change
levels upon entering a new map. For
gxample. if you have used level one
from map 1 to map 10, you cannot
change to level two from map 11 through
15

MAP SELECT

(2] [GAME PLAY |
MOVEMENT

1.

Selecting Units To Go Into Action

The Control Pad will allow you to move the cursor to your selection
Pressing A button will make your selection (DECISION).
Prass the B button twice 1o exit this screen

Production

Maoving your cursor to the picture of the factory brings up the Production
Screen, (Sea 11th page)

Uz the Control Pad to move the cursor to the unit that you wish to
produce.

Use the A button to select (decide) which unit to produce.

NOTE : YOU CANNOT PRODUCE A UNIT AFTER ALL PRESENT UNITS
HAVE MOVED. For example, in 3-unit mode you may produce after 1 or
2 units have moved, but not after all 3 have moved.
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@ Function of Units

After moving the cursor to the selected unil, pressing the START button
will display the function of that unit. Pressing the START button once
mowe will bring you back to the original screen.

I Unit Movement

Bringing your cursor to the word MOVE, then pressing the A button will
initiate a unit mowve., The Control Pad sets the direction. The A button
will execute the move.

NOTE : To cancel a move you must first direct the cursor to the word
MOVE in the Command Window. Then press the B button to change
the window to the YES NO options. Finally, move the cursor to the word
MO and press the A button

2. PRODUCTION

Moving your cursor to the picture of the
factory brings up the Production Screen.
The units indicated on the screen will be
those that you can presently produce. How
many units you can produce depends on
your FP. There are two basic types of units
to produce, those for air combat and those
confined to ground warfare. You can select
only one type per turn (that is, only one unit production is possible until all
units have been moved).

NOTE : If you manage to destroy the command unit guarding the factory,
the factory itself will disappear.

11



3. BATTLE

When an enemy unit is adjacent to your unit, you can engage the enemy
in battle. Pressing the Control pad determines which adjacent enemy unit
will be engaged. Pressing the A button twice begins the battle.

(1) Battle Screen

<Graphic Window: ({Message Aread
The action in progress
will b showen i e

Graphic Window

Command COMMUmIQues
and battle reports

{RED Arrmy>
{BLUE Army> Unit Mame
Unit Namea Endurance Power
Endurance Powes . ::""“"‘“ | Arnmauriiion
Armmunition —

{RED Army>

Command Area

Command Area

Z Battie Mode

There are two types battle possible, NORMAL and AUTO.

<NORMAL >
In this mode you can react to each indident as it occurs. In other
words, you will be able to direct return fire against an attacking enemy.
You will also be able to give appropriate commands in response to what
is indicated in the Message Window

<AUTO?

In this mode all action i3 determined by
the computer. Pressing the SELECT
button during a battle will allow you to
switch modes. Pressing the Gontrol Pad
will move the cursor to your choice of
moda.  Pressing the A button after this
will put you into your selected mode.

NOTE : The mode and the scroll speed of the Message Window can
change only once per battle scene.



@ Commands (IN NORMAL Mode) (DEFENSE COMMANDS)
You should use appropriate defensive maneuvers against enemy attack.
There are a variety of maneuvers that you can select. There are usually

Commands available during battle are as follows.

(ACTION) ! six basic maneuvers,
ATT  Attack » Changes to Weapon Select Window. ; :
Der  Defense, -+ Changes to Defense Select Window. | MANEUVER 1 | MANEUVER 2 | MANEUVER 3
Rer  Retreat, » Allows defensive actions and, at timas, a retreat. | MANEUVER 4 | MANEUVER 5 MANEUVER 6
{WEAPDON SELECT COMMANDS: MANEUVER 1 MANEUVER 2 MANEUVER 3
Some units give you a weapons option. Chances of avoiding  Chances of avoiding  Chances of avoiding

, i ; enemy fire are nnt enemy fing ang high enamy fire are high
Your choices are limited to two per unit. 80 high. But this againgt normal aginat soscial
The nommal chowce is standard equipment, can set up a good N pTEnE equipmeant.

Coures attack

for which there is no ammao limit, The

sacond choice is for special eguipment. MANEUVER 4 MANEUVER 5 MANEUVER &

- e I ; Chances of avoiding Chances of avoiding  Locates enemy and
There is a limit on ammo for special | LR enemy fire are high  enemy fee are high,  evaluales the
weapons., The special weapons have SHATTER T against both normal  You can also counter- situation.

more fire power and better accuracy than | and Wb;:a' equip-  aftack easily.
. 4 men £ Yo
the normal weapons. Of course, the use of some special weapons may CARnot Codmter

be inappropnate depending on the type of enamy that you encounter. atack

NOTE : At imes maneuver 5 is not available.
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4. SUPPLIES

A unit's fuel and ammunition can be re-supplied. There are two mathods
of supply. One is to use supply vehicles or cargo aircraft, A second
method is to move your unit to a town or airport where you can use spacial
supply commands. Although both methods will allow you to completely
refuel and stock up on ammo, only a stop at a town or airport will allow you
to re-supply a unit that requires aguipment repairs.

(3] [MAPS AND CHARACTERISTICS |

The maps are organized into hexgons. These hexagons can be mountains,

woods, sea, towns, or airports.  The terrain in each hexagon has a direct
effect on maneuverability and the extent to which you can take evasive

action.

LPLAINS> = (WOO0DS)
Maneuverability (usage 1) Maneuwverability (usage 2)
Defense normal Defense up by 3

Evasive action nomal Evasive action down 20%

{BARREM TERRAIN:

Manauverability (usage 2)
Defense normal
Evasive action nomal

CMOUNTAINS

Maneuverability (usage 3)
R Defense up by 3
___-:: Evasive action down 20%

17



s (SHOALS
B Maneuverability (usage 2)
B8 Defense nomal

Evasive action rormal

(BRIDGE>
Maneuverability (usage 2)

e Defense up by 1

Evasive action down 10%

CTOWN:

Maneuverability (usage 1)
Defense up by 2

Evasive action down by
200

Land units supplied &
repaired

{SEA»
Land unit cannot move

CAIRPORT
Maneuverability (usage 1)
Defense nomal

Evasive action nomal
Air unit supplied and
repaired

{FACTORY?>

No unit can go through
Defense up by 2
Evasive action nomal
Unit supply location

'4| [ INTRODUCTION TO MILITARY UNITS

1. UNIT TYPES

Both BLUE and RED forces have 18 types of units. Each of these 18 is
classified as one of the following:

Attacker .- Air to Ground Jeap oo Ground to Ground
Fighter ---xcaceeeo Ajir to Air Commando -« Grnd-Air; Grnd-Grnd
Helicopter ------ Ajr to Ground Infantrymen
Battle tank ---..- Ground to Ground  Supply vehicle
Flag tank --------- Ground to Air Supply plane
2. ADVANTAGES AND DISADVANTAGES OF MILITARY
UNITS. The chart below illustrates the advan-
tage each of these four weapons has
FIGHTER over its opposition. Amows point to the
weapon with the weaker advantage.
ATTACKER + BATTLE TANK All four of the units charted on the left
are stronger than the supply plane,
\ / supply vehicle, infantrymen and com-
FLAK. PAMNZER mandos.

18
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3. CAMP
1 BLUE CAMP

- i P MOYING FLE IFE SHELL F. P LFama B

eloped to fight off of an aircraft carrier It is wsed by the LS

The Phantom [l was c ;
other countrias It froms the core of fighting potental

Mavy, Air Force and t
the West Side camp

SPECIAL WEAPON

welopad to sq
" can carfy heawvy payl

The Fighting Falcon was
axoelhnt manaunneral

bstitute for the F4 by supporting the F15
ads and has inexpanive [

TYPE MOVING | FUEL FI SHEL F.P. {Fa ]
Fighte T P o7
D W '..':-‘ S WEAPDN AMA
The Eagle 15 : largest and strongest weapon at the West Side camp It i= v-_-r'r e
pensive bo produce, bul extreme il Saudi Arabia and |srasl cOmmanly pur

chase this weapon

MOVING JEL FE SHELL F.P.iFame Po
1 8 15 = g

SPECIAL WEAPON

ME1 VIULCAN I AAM

The Advanced Tactieal Fighter is p

g mass producod e ol Evanti
replaced by the more advanced YF: "

tly b

lopment

which is currently umndar

AT ¥PE

1 Attackor | : =

AP MKEI BOMB

STANDARD WEAPDN

The Corsair 1l was developed by the U.5. Air Force to replace the A4 and fight off of
an aircraft carrier. The parts wera taken from the F8 and are undergoing development
for rmprovemeht

MOVING | FUEL LIFE SHELL |F.P.(F
8 G 15 1.2

GATL GUN| SPECIAL WEAPON MHEI BOME

ted, ground support attacker with large loading

functioms well in low altitude Hights

The Thunder Bolt 11 is & L, ng
capacities, Because of its strong body structura
giving it a ground attack advantage

FUEL LIFE SHELL | F.P. {Famg Paintl

21



3 | - - - T
AH-15 TYPE | MOVING | FLUEL LIFE SHELL |F.P: {Fame Point) MOVING | FUEL LIFE SHELL |F.P.{Fams Poin
Huiry L 4 3 . - 1 | . I 4 |
Cobra fatt 7 9 15 &3 5 8 15 14
STANDARD WEAPON | 20mm MACHINE G SPECIAL WEAF 12, Trmin MACHINE GUN | SPECIAL WEAS 120mm TANK GLIN
The Huey Cobra 1= an attack helicopter which was develo _ed from the LUHI1 The 5 Thia Abrams began mass production in 1980, It is the latest vers of the battle tank
type is an improvement made for attacks against tank The Al type uses a 120mm shell It s the Wast Side camp’s  sStror tank and is
comparable o The Leopold 11 tank of Germany
LIFE SHEL F.P MOVING FUEL LIFE SHELL | F.F
1E ; 1800 5 B 15 14
AL 2.Tmm MACHINE GUIN SPECIAL WEAPON 105mm TANE GUN
The Apache is the strongest helicopter used in tank attacks. The MBDA3I was developed to replace the M4 Patton tank This MBT has mary var
body structure and has a powerful mechanism which launches Fire Darts when att ations used in over 20 countries The A3 type has the latest equipment and is an im-
ground weapons provement of the sarlier Al type
AV-38 TYPE MOYING | FUEL LIFE SHELL |1 M247 TYFE FLEL LIFE SHELL | F_P. (Fame Point)
| : T t T T - | Sargoant FLA 1 1 t +
Harrier Attacker k 3] 1E H 56( Yark PA 5 P ] E
. 1 | 1 ; - ] | i | ]
STANDARD WEAPON | 25mm MACHINE GUN] SPECIAL WEAPON MEE3 BOME STANDARD WEAPON nm MACHINE GUN| SPECIAL WEAPON
i - i | 1|
The Harrier is an improved version of the original Harrier YTOL attacker deweloped in The Sergeant York is a flak panzer equipped with two 40mm shells and a search radar
England. It has a large loading capacity for an attacker It also has a long flying capable of pursuing the MABMBT flag tank
range

22



The Chaparral

The Tow Miss
cost etfactive

The KC135 is a tanker which was reconstructed from the

airplang

¥ WEAPON

CABINE GUN

flak panzer

CABINE {

equipped with &

SPECIAL ¥

Srdevwreler

i= & tank equipped with a fow missile

TYF MOVING | FLEL Ft
=] :
Bmm MACHINE GUN|  SPECIAL

=% used to refusl other aircraft in mad-1Hight

. BT07

NS OENEET

Fount)
-] 8]
A4
SHM
ground to air missile
5 F.P. (Fame |
= 1

e TOW ATM

It is light weight and

plane This

The

O t#am of

Their equipm

The Commandos are
are at a better

Supply Vebhicle

rfantrymen con

W and dofons:s

o

the alite saldiers
ydvantage than the infantrymen

supply

of Tour peopla

v poor; but they

Bocause

ammunil

Yol

ion or

Thay are the lowest ranked soldiers

are always ava

they are aguipped with missiles

kvl
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2 RED CAMP

MIG -2 P MOVING FLIEL LIFE SHELL F.P. (Fam#& Poent)

AG-23

FLOGGER Fighter 1 i i =) S000
WEAPON |23mm MACHINE GUN | SPECIAL WEAPON AEFID A

The Flogger is a variable wing fighter which was developed as a  substitution for the
MIG21 It is the East Side's main fighter plang There are many variations, but the

type used in this game is tha MF

TYPE MOYING FLE LIFE ot

WEAPDON [ 30mm MACHINE GUN| SPECIAL WEAPON AA-11 AAM

o5t powerlul Soviet fightor plane It is just short of being
most powerful plane

The Fulcrum is now the
equal to the U.S. Air Fox

1 v FUEL LIFE SHELL F.P. [Fame Paint)
i 3 1 =] T}
DARD WEAPON | 23mm MACHINE GUN | 5P L WEAPON ALAMO AAM

The Flanker is a new brand of fighter which was recently exposed to the West Side 1
flies excaptionally high in spite of its large body It is comparable to the F15

26

F. . [Famee Podnt)

2] 15 1] TROO

DARD WEAPON | 30mm MACHINE GUN | SPECIAL WEAPON ALAMO AAM

experimental fighter intended to fight against the F23

=HELL E.P. [Fame Paintl

SPECIAL WEAPON
Tha Fitter plane was originally an SUT fighter. A variable wing was ac
the varsatility to be both @ fighter and an attacker

- TYFE .-
e, B0 il R = 1E 12

SuU-E35

A WE

GLUN | SPECIAL WEAPON BOMB

The Frogloot is a low altitude attacker that was produced to be a compehitnéee highter
against the U5, ATD attacker




- . . . .
el B Attacker 7 5 18 24

] B 2400

LRIt B STANDARD WEAPON | 23mm MACHINE GUN| SPECIAL WEAPDN SWATTER ATM
The Hind is the most famous Soviel attack helicopter Its construction utilized pafis
al tha MiB t is sometimes known 85 the Flying Tank Its meain s s 0 @ o

ground attacks

M-8 TYPE MOVING [ FUEL LIFE SHELL | F.P. (Fame Point)
HAMOC Attacker | I 5 [ as | 12 FR00
ARDH WEAPOMN .30..-.-. '\!-!.UHINE_. GUN| SPECIAL WEAPON SAIRAL ATM
The Havoeo is new grownd .||;1a.|:k hiehcopler It iz comparable to the AG4 of the
West Side
WAK 38 TYP | MOVING | FUEL LIFE . SHEL F.P. (Fama Paint)
FORGER st [ 15 1 & | 78 | -5 | %800 1
STANDARD WEAPON :E.h"'l: MACHINE GUN | SPECIAL WEAPON BOMB
The Forger V/STOL plana W.:.i'_'- developed to compete againsl the F.I.':rrn.-r Im this

game, both planes are given larger loading capacities and lenger fiying ranges

28

=24 TYPE MOVING | FUEL LIFE SHELL |F.P. (Fame Paint)

TYPE MOVING | FUEL LIFE SHELL | F.P. (Fame Point)
T=ED Battle | } . | 1 |
tark ! 15 14 BO00

Ri

0 WEAPON | 14.5mm MACHINE GUN SPECIAL WE

125mm TANEK GL

The TEO is the Russian's latest main battle tank improved from the Ted, I is eguipped

with 125%mm shells and a Bas turbine enging. For this game, it s eguipped with a
risflective armor

T¥PE MOWING | FUEL LIFE SHE F.P. (Fame Point)
T=§3 Hattle 3 + - " t .
tank 5 L] 15 14 4200

STANDARD WEAPDN | 12 Tmm MACHSNE GUN | SPECIAL WEAPON | 11Smm TANK GUN

The TE2 was produced as a substitution for the T54/55. It is the best selling tanker
made in the U.5.5R

the Ml

I this game, tha tanker has been improved to compete against

z5u-g3 | TYEE | MOVING |  FUEL LIFE SHELL | F.P. {Fame Point)
FLAK | | ! . !
AL PANZER 5 | & 15 3000

| 1 | . 1 |

STANDARD WEAPON [23imm MACHINE GUN | SPECIAL WEAPOMN

It loads four 23 mm machine guns
by used in the Middie East and in Vietnam

Thi Silka is a flak panzer uséed to fight planes
on a PT-1b hody It was comr




SA-B TYPE MOVING FUEL LIFE SHELL |F.P. (Fama Pgint)
FLAX 1 1 1 = :
GECKD PANZER = G 13 .| 4600

STAMDARD WEAPON CARBINE GLUN SPECIAL WEAPON GECKD SAM

The Gecko s a ground to air missile tank which has evohied from a ZIL16 truck and

a SAb tank

TYPE MOVING FLEL LIFE SHELL [F.P. (Fama Point)
ERDM 7 Battle I T T 1 T = 1
tank B & | = 1000

STANDARD WEAPGN CARBINE GUN SPECIAL WEAPDN SWATTER ATM

The BROMZ2 is a small, lightweight, armored car It is equipped to  battle a tank
missile

TYPE MOVING FLIEL LIFE SHELL | F.P.(Fame Point]
Supply i ' !
=] L] 15 3000

el L=

 WEAPDN [23mm MACHINE GLIN SPECIAL WEAPON

The Candid is a supply transport plane It is used for both military and private
Assistance

an

TYPE MOVING | FUEL LIFE
Yehicla Sty T T
vahiche L) =] =

STANDARD WEAPON | 12 Tmen MACHINE GUN | SPECIAL WEA

This vehicle is used to transport suppites of ammumition or fual
capabilities

SHELL | F.P.(Fame Point)

1800

O

It has poor defense

k1|



This table illustrates how various BLUE camp weapons and froops wiould
compete against the RED camp weaapons and troops.

(4 [ RELATIONS |
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(COMPLIANCE WITH FCC REGULATIONS |

This equipment generates and used radio frequency energy and if nol installed and used
proparly, that is, in strict accordance with the manufacheers instructions, may causs
interferance 1o radic 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 gpecificabons in
Subpart J of Part 15 of FOC Rules, which are designed to provide reasonable protection
against such intederence in a residential installation, However, there is no quarantes that
interference will not occur in a particular installation, If this equipment does cause nter-
ference 1o radio television reception, which can be determined by turning thi equipment
off and on, the user is encouraged to fry to comect the interference by one of mors of the
following measunes

— Reonent the récening antenna

— Relocate tha NES with respect to the receiver

— Move the NES away from the recener

— Plug the MES into a different outiet so that computer and receiver are on different

CINGUs,

H necessary, the user should consult the dealer or an experienced radio/television technici-
an for additional suggestions.  The user may find the following booklet prepared by the
Federal Communication Commission helpful :

How to Identify and Resolve Radio — TV Interference Problems.

This booklet is available from the LS. Governmant Printing Office, Washington, D.C.
20402, Stock Mo, D04-000-00345-4.

| B

il

| 90-DAY LIMITED WARRANTY

220904 Lockness Ave. Torance, CA S0S01 Phone (213)326-8880

VIC TOKAI INC. warrants to the odginal purchaser only that the cartridge provided with
this manual and the software program coded on it will perform in accordance with the de-
scriptions in this manual when used with the specified equipment, for a perod of 90 days
from the date of purchase. If the program is fcund defective within 90 days of purchase, it
will be replaced. Simply return the cartridge to VIC TOKAI INC. along with a dated proof
of purchase. Replacement of the cartridge, free of charge 10 the original purchaser (except
for the cost of returning the cartridge) is the full extent of our lability.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR
WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF
MERCHANTIBILITY AMD FITHESS FOR A PARTICULAR PURFOSE, IF APPLICABLE, ARE
LIMITED IN DURATION TO 20 DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT,

VIC TOKAI INC. shall not be liable for incidental and/or consequential damages for the
breach of any express or implied warranty including damage o property and, o the extent
permitted by law, damages for personal injury, even if VIC TOKAI INC. has been advised
of the possibility of such damages. Some states do not allow the exclusion or limitation of
incidental or consequential damages or limitations on how long an implied warranty lasts,
g0 the above limitations or exclusions do not apply 10 you,

This warranty shall not be applicable to the extent that any provision of this wamanty
is prohibited by any federal, state or municipal law which cannot be pre-empted.  This
warranty gives you specific legal rights and you may also have other nghts which vary
from state to state.
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