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AERIALARMAGEDDON!
It's World War | and you are the newest pilot in theArmy
Air Force. Your eyes almost bug out as you are led toyour
aeroplane, an awesome biplane fresh from the factory.You
l00k with amazement at the twin front-mounted rapid-fire
machine guns. You hear the crackling of the guns, the rip ofa
hit, and the screaming whine of a crashing enemy plane.The
time has come to put your training to the test, to findout
what you're really made of. It's time to join theWarBirds!
warBirds Is a simulation of aerial combat. You may playalone
and hone your skills, but the real thrills come whenyou
engage your friends in deadlydogfights.



GETTINGSTARTED
Push the ON button. The WarBirds title screen appears.After
a couple of seconds, the WarBirds theme will start toplay
and the credits will appear. Wait until the number of players
shown on the screen (In multiplayer games only—requires
Comiynx™ cable) matches the number of players. Whenyou
are ready to start the game, press A orB.
During the game, press PAUSE to pause the game. Pressit
again to resume play. If you wish to flip the screen,press
PAUSE and OPTION 2 at the same time. PressingRESET
will return you to the credits screen. From there youmay
choose to play another game using the same settingsor
select another configuration. Use either OPTION 1or
OPTION 2 to restart the game from the Death/Victory screen.
THE FLIGHTBRIEFING
Your commander meets with you and goes overthe
characteristics of yourplane.
ATTENTION

PILOTS!CHOOSE
YOUROPTIONS...



Because your plane is brand new, you are allowed tohelp
decide which features your plane has. Look at thechalkboard.
There are six options. To select an option, move the joypadup
or down to move the commander's pointer to thedesired
option. When the commander points to an option youwish
to change, move the joypad right or left until yourchoice
appears, then move on to the next option. In amultiplayer
game, each player may choose his or her own characteristics.
It's not necessary for all players to set their planes upthe
same way. The following sections describe each game option.
You may choose the amount of ammo you carry foryour
machine guns. The choices are 200 Rounds, 400 Rounds,800
Rounds, and Unlimited Ammo. Unlimited Ammo is thebest
choice for inexperienced pilots, but once you earn yourwings
and learn to aim you'll crave more of a challenge. Onceyou
have used all your ammo, you'll have to land and getmore.
This Is one of the most crucial options. It lets you decidehow
much damage your plane can take before you spinuncon-
trollably toward an unavoidable doom. The choicesare:
Unlimited Damage: Your plane is practically invincible.
You cannot get shot down. The only way you can lose Isif
you crash yourplane.
Minimal Damage: Your plane can withstand alarge
number of hits before being blown out of theair.
Tournament Damage: Damage to your plane increases
the closer the shots get to the cockpit. A dozenwell-aimed
shots will send you spinning to theearth.
Critical bamage: Just like Tournament Damageexcept
that a single critical hit can explode yourplane.3



You'll want to select Unlimited Damage the first time youfly
SO you can learn to operate your plane without worrying
about getting shot down. Once you learn to fly, forgetabout
Unlimited Damage: it will only win you the title of first class
wimp. Real pilots need danger and excitement. Minimal
Damage is the right choice for your next few flights. Youcan
get shot down, but you can take a bunch of hits beforeyou
crash and burn. Tournament Damage Is the favorite choiceof
experienced pilots. Your plane will take more damage the
closer the bullets are to your head. Critical Damage is forreal
war heroes, the cream of thecrop.
In a one-player game, your enemy will automatically have the
same damage rating as you do unless you pickUnlimited
Damage, in which case the enemy will have Minimal Damage.
(It wouldn't be much fun if no one could get shot down!)In
multiplayer games, the damage option is a good way toeven
the odds between experienced pilots and rookies. Letthe
rookies have Minimal Damage while the more experienced
pilots choose Tournament or CriticalDamage.
You may choose to allow or ignore collisions between planes.
Choosing No Collisions will allow your plane to flyright
through an enemy plane without sustaining any damage.For
more realism, choose Collisions. With Collisions on,hitting
another plane leads to your certain demise. This optionis
another good way to even the odds between heroesand
rookies. Let the rookies have No Collisions while theexperi-
enced pilots choose Collisions. This way, if two planeshit,
only the one that selected Collisions will crash while theone
with No Collisions will enjoy the explosion and fly onunharmed.



Lives
You may choose 1, 2, 3, or unlimited lives. The number of lives
you have determines the number of times you can crashor
get shot down before the game ends. When you lose alife,
you also lose your score and begin again near the ground.In
a one-player game, the enemy always has only onelife.Start
You may select either a Dueling Start or a RandomStart.
This selection determines where you start the game. If,for
example, two players both select Dueling Start, theywill
begin by flying straight at each other. If they bothchoose
Random Start, they can be anywhere In the skies, high or low
and in any direction. This adds to the challenge becauseyou
will have to hunt down that dirty scoundrel of an enemy
before you can blow him away. Of course, players do nothave
to make the same selection. Ir one player picks DuelingStart
and the others choose Random Start, then the firstplayer
will start at the usual place while the other playersare
scattered all around theskies.
warBirds has two game modes: Flight Simulator andArcade.
Flight Simulator makes your plane fly like a real world War|
biplane. Arcade puts a high-powered engine In yourplane,
providing less realism but a whole bunch ofaction.
When you like all the options shown on the chalkboard,press
either the A or B button. In a multiplayer game, you'll seea
message telling you to wait until all players have set up their
planes. In a one-player game, you will see the Mission screen.
TheMission screen allows you to choose one of sixmissions.
Milk Run is the perfect mission for beginners. It's justyou
against one other Inexperienced pilot. All you have to doIs
get the other guy before he toastsyou.5



Double Teamed pits you against two relatively inexperi-
enced pilots. Your task is to blow them both away before they
get you. Sounds tough? Hey, no one said it would beeasy!
Red Baron lets you go head to head against thefamous
Ace himself. There's only one Red Baron, but as anybeagle
can tell you, he's TOUGH! He can fly that little plane like
nobody before or since. Few have beaten him. Can you doit?
Paths of Glory adds even more challenge. This time it's
you against three planes. Even though those three enemies
are not the best in the air, they are no silouches. Plus there
are three of them and only one of you. It will take allthe
luck you can muster and all the skillful moves you canmake
to beatthem.
Pair of Aces challenges you with two top-notch pilots
who are out for blood. You'll have to be really good ifyou
don't want to end up inside a smoking pile ofcrumpled
metal andcanvas.
The Swarm puts you up against three big-time pilotswho
know how to shoot you down so many ways you'll bedazzled
by their expertise, if you survive long enough tonotice.6



Use the joypad to move the commander's pointer untilit
points at the mission you want to fly. Pressing OPTION 1at
this point flips the chalk board and returns you toOption
Select mode. Pressing OPTION 2 toggles the music offor
on. When you're ready, press A or B tobegin.
THECOCKPIT
Pause the game and take a moment to familiarize yourself
with the gauges in thecockpit.

The airspeed indicator shows how fast you are flying. Naturally,
diving increases your speed and climbing slows you down.If
the airspeed Indicator arrow Is In the red zone, your airspeed
is too low and the plane will stall. A stall drops the noseof
the plane until your airspeed is high enough torestore
normal flight. Keep in mind that the gauge's red zone Isonly
an estimate of when the plane will stall. The actualstall
speed of your plane varies with altitude and increaseswhen
your plane is in a tightturn.7



Altimeter
The altimeter shows how high you are above the ground.You
will need to keep a close eye on this gauge to make sureyou
don't get too close to the ground and crash. Each notchon
the gauge equals about two thousand feet. Notice that there
are two arrows, a yellow one and a red one. The yellowarrow
Indicates hundreds of feet and the red arrow showsfeet.
watch the altimeter as you press up on the joypad todive
and you'll notice that the red arrow moves much faster than
the yellow arrow. When the yellow arrow gets into thegreen
zone, you are In danger ofcrashing.
If you press the B button while you press up on the joypad,
you will see the entire control panel. The two top gaugesare
the same ones you see while you ook out the front ofthe
plane. The two lower gauges are the compass (on theleft)
and the oll gauge (on the right). The compass Is verysimple;
It shows the direction you are flying. The oll gauge showsthe
condition of your plane. Every time you are hit, you loseoll
pressure. The arrow on the oll gauge moves counterclock-
wise. If the arrow enters the red zone, you're in trouble. Your
plane will catch fire and spin uncontrollably toward the
ground until it hits earth with a loudexplosion.
In addition to the gauges, you can see your ammo feeding
Into your machine gun. The ammo feeder Is below thecon-
trol panel. Each bullet icon represents two secondsof
nonstop shooting. Since the feeder only shows 14 bullets, the
number of rounds visible will not change until youhave
fewer than 28 seconds of ammo left. When you run outof
ammo, you will have to land and reload. If you playwith
unlimited ammo, you may shoot at will. You will never runout.



squadronColors
You will also see a symbol showing your flight team. These
symbols are actual World War | squadron symbols. The four
symbols and thelr team colorsare:

The team colors also appear on wings and tails of theplanes,
as well as on the barns on the ground. Learn to look for the
colors, especially if you are after one certainplane.
LOOKINGAROUND
If you hold down the B button while pressing the joypad,you
will be able to look in the direction pressed. This allowsyou
to search for enemy planes. Learn to keep an eye out inall
directions to protect yourself from sneakattacks.9



I'VE GOT YOUNow.



FLYING THEPLANE
The joypad works like the stick in a real plane. If youwere
actually flying a biplane, you would push forward on thestick
to dive and pull back to climb. On the joypad, pushingup
drops the nose and makes you dive. Pushing down liftsthe
nose and causes you to climb. Pushing right or left onthe
joypad causes the aircraft to roll right or left. Yourplane
turns in the direction it rolls, with steeper banks resulting in
tighterturns.
In a real aircraft, the pilot must continually work thestick
and the rudder to controi the plane. In WarBirds, the joypad
Is used to set the amount of pitch (nose up/down) androll
(bank) you want to maintain. The airplane willautomatically
maintain the setting you establish until you press the joypad
again or the plane stalls orcrashes.
The longer you push the joypad in one direction, themore
radical the maneuver. In other words, if you barely tapthe
joypad up, then release, you will dive very gradually. Ifyou
keep pressing the joypad up you will go into a steepdive.
Hold the joypad up long enough and you will go into a loop
and start to climb again. Along these same lines, youwill
bank more steeply the longer you hold the joypad rightor
left. Do it long enough and you will actually rollover.
In Flight Simulator mode, the steering is a little more complex.
Many World War | biplanes used a rotary motor.Because
rotary motors spin rapidly clockwise, the planes couldroil
faster to the right than to the left. The same is true ofthe
plane in this game. You can equalize the steering bycutting
the engine (and stopping the motor’s spin), but going too
long without a motor is hazardous to your health. Thejet
engine in Arcade mode does not spin like a rotary motor,so
your plane will turn with equal speed in either direction.11



If you roll your airplane into a tight turn, your airspeedwill
continue to decrease until the plane stalls and yournose
drops. If you wish to maintain your airspeed in a tight turn,
drop your nose slightly before rolling into the turn. Thiswill
maintain your airspeed, but it will cost youaltitude.
You can cut your motor on purpose by pressing OPTION1.
This helps you turn tighter, especially to the left. If youturn
off the engine, you will need to press OPTION 1 againto
start theengine.
Since you have unlimited damage during your first flight,
take the time to practice various turns, loops, and rolls. Ifyou
want to succeed as a pilot, you will have to get used tothe
way the plane moves and how the ground I00ks from various
points in a loop or roll. It's common to get confused atfirst
and lose track of which way is up, especially in theclouds,
but with a little practice you'll learn to feel where youare.
Just be sure to keep a close eye on the altimeter. Unlimited
Damage does not prevent you from crashing into the ground.



If you ever hear a “"boinging” sound, that means youhave
flown into the edge of the playing area. Turn around andget
back into theaction.Landing
If you are flyingwith limited ammo, you may need to land
your plane once in a while to replenish your supply. Landinga
plane is a little tricky, but it gets easier withpractice.
The first thing you have to do is find your own hangar.You
cannot land if you are not near the right barn. Your hangar
will have your team color on theroof.
Next, bring your plane down until the red altimeter arrow
points to the green zone. Make sure you keep the plane level
in the green zone or you will hit theground.
Make sure your air speed is less than half the maximum (six
o'clock on the gauge). You can lower your airspeed byshut-
ting off your engine (press OPTION 1) or climbing slightly.
AS you get close to your hangar, shut off your engine.The
engine must be off toland.
When you are close to your hangar, press OPTION 2 to indi-
cate that you want to land. If you did everything just right,
the plane will stop and the landing crew will come outand
resupply yourplane.
When your plane is resupplied, you will automatically resume
flying at a lowaltitude.
Don't land unless you really need to. When you're onthe
ground, you are an easy target. If you play with a big supply
of ammo, there is no need to everland.13



A Tomb with aView
If you lose all your lives, you are out of the game. Ifothers
are still playing, you will be able to ook out of yourgrave
and watch the action. This feature is called Grave Sight.Press
the A button to change your point of view. Use the joypadto
look around. Enjoy the action until you can come back to life
for another game and try to dobetter.STRATEGY
Try to get behind the enemy. Your enemy's plane, like yours,
has two forward-mounted machine guns. If you arebehind
your enemy, you will be able to riddle his plane, but hewon't
be able to shoot back atyou.

WHEREDID
YOU COME FROM?



If a plane Is on your tall, there are a few maneuvers youcan
make to change from prey into predator. Try to do aloop
and come out behind or above your enemy. Turn offyour
engine to slow down so the enemy will fly past you.Fly
evasively; it's hard to anticipate themovements
of a ducking and dodgingpilot.
Don't waste ammo. You will be forced to make a tricky land-
Ing and become a sitting duck for hostile players topractice
on. Fire only at close range and when the enemy Iswithin
your sights. NO guts, no glory. If you are going to shoothim
down, you have to get in there and mix it up withhim.
Use your gauges. Keep in mind, however, that the horizon isa
useful helper that requires no special action toview.
Try to get an altitude advantage over your enemy.Your
enemy won't see you coming. The enemy also will beunable
to shoot upward because the rapid ascent will causethe
plane to stall. Turn off your engine while diving todecrease
your airspeed, allowing you to get maximum effect outof
your aggressiveposition.
Look out the sides and rear of your plane often toprevent
unpleasant surprises. Remember, you can't fight whatyou
can'tsee.
Clouds are useful to a pilot who Is In trouble. They aregreat
to hide In. If you are being chased, turn 90 degrees Inevery
cloud youenter.
Watch for smoke trails. They will help you locate damaged
enemyplanes.



You gain higher ranks for destroying more enemy planes.The
table below shows the ranks and the number of air victories
needed to reach eachrank.Rank Victories
Target .. 0
ROOKIE . ..... 1Pilot... 2
Lieutenant. . . ......Le 3
Flight Leader... .........iii, 4oR 5
(0F 101 | |2XE 8
wing Leader . .........ee 16
Major .ee 24
colonel....... 32
General........... 48
Air Marshall . ........... 64
Field Marshall ............ 80
ACE Of ACES . . ..ee 99
After 99 air victories, you will be able to continue playing,
but you will not get credit for shooting down anymore
planes. A player's air victories will be zeroed if thatplayer
crashes or gets shotdown.16
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