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1. INTRODUCTION

THE GDRGONITES™ ARE FACING OFF AGAINST THE CaMmMANDO ELITE™
IN A BATTLE FOR SURVIVAL. THE COMPUTER CHIP THAT IS SUFPPOSED
| TO MAKE THESE TOYS STRIKE BATTLE POSES AND ARTICULATE BATTLE
COMMANDS HAS BEEN SWITCHED WITH TOP-SECRET ARTIFICIAL
| INTELLIGENCE CHIPS., THE TOYS ARE NOW WALKING, TALKING, AND
OPERATING HEAVY WEAFONRY. ONLY ONE ARMY CAN SURVIVE AND (T'5
UF TO YOU TQ DECIDE WHO. 7’5 THE WAR ZONE AND YOU’RE THE
GENERAL. TAKE CONTROL AND LEAD THE ARMY OF YOUR CHOICE
AGAINST THE COMPUTER OR A FRIEND.

"BeEwAaRE, THERE WILL BE NO MERCY”

A WARNING:

CHOKING HAZARD - SMALL PARTS
NOT FOR CHILDREN UNDER 3 YEARS




2. GETTING STARTED

Your WAR ZONE UNIT SHOULD CONTAIN:

*

*

*

BASE UNIT

CENTER DIVIDER

168 BLACK PEGS

84 RED PEGS

20 CLEAR PLASTIC BASES

GoORGONITE™ ARMY: 3 INSANIACS™, 2 FREAKENSTEINS™,

2 OcuLAas™, 2 SLAMFISTS™, AND 1 ARCHER™

CoMMaNDO EuiTe™: 3 Kip KiLLIBANS™, 2 BuTcH MEATHDOKS™,
2 Nick NiITros™, 2 Brick Bazookas™, AND 1 CHIP HAZARDS™

THIS INSTRUCTION MANUAL, INCLUDING STANDARD TROOP
DEPLOYMENTS.

CENTER DIVIDER

BLACK PEGS

RED PEGS

BASE UNIT

LINSCREW THE BATTERY DOOR TO INSTALL/REPLACE BATTERIES. TURN
THE BASE UNIT DVER AND REMOVE THE BATTERY COVER. INSERT 4
YAA’/LR6 BATTERIES (NDT INCLUDED) INTD THE GAME UNIT, MAKING
SURE TO ALIGN "+’ AND “-"" AS SHDOWN. REPLACE THE BATTERY
COVER.

TO ENSURE PROPER FUNCTION:

— D0 NDT MIX OLD AND NEW TIGER RECOMMENDS
BATTERIES.

— DO NOT MIX ALKALINE, STANDARD,

OR RECHARGEABLE BATTERIES.

— BATTERY INSTALLATION SHOULD
BE DONE BY AN ADULT.

— NON-RECHARGEABLE BATTERIES
ARE NOT TD BE RECHARGED.

— KRECHARGEABLE BATTERIES ARE
TD BE REMOVED FRDM THE TOY
BEFORE BEING RECHARGED (F
REMDVABLE).

— RECHARBGEABLE BATTERIES ARE
ONLY TO BE CHARGED UNDER
ADULT SUPERVISION (IF
REMOVABLE).

— DONLY BATTERIES OF THE SAME DR
EQUIVALENT TYPE AS RECOMMENDED ARE TO BE USED.
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— BATTERIES ARE TO BE INSERTED WITH THE CORRECT POLARITY.
— EXHAUSTED BATTERIES ARE TD BE REMOVED FROM THE TAY.
— THE SUPPLY TERMINALS ARE ND TO BE SHORT-CIRCUITED.

NDW PLACE THE CENTER DIVIDER ONTO THE BASE UNIT. THE CENTER
DIVIDER IS KEYED 50 THAT IT WILL ONLY FIT ONE WAY. ONE SIDE OF
THE CENTER DIVIDER SHOWS A PICTURE OF CHIP HAZARD™, THE DTHER
SIDE SHOWS A PICTURE OF ARCHER™.

CAREFULLY OFEN THE PLASTIC BAGS CONTAINING THE PEGS, BASES,
AND SOLDIERS. DIVIDE UP THE PEGS AND PLACE THEM IN THE
COMPARTMENTS ON THE BASE UNIT. MAKE SURE THAT BDTH PLAYERS
HAVE A FAIR NUMEBER OF BLACK AND RED PEGS.

NEXT, SEFPARATE THE SOLDIERS. PuT ALL THE GORGONITE™ SDLRIERS
DN THE GORGONITE™ SIDE AND ALL THE COMMANDD ELITE™ SDLDIERS
ON THE CoMMANDO ELITE™ SIDE. (EXTRA STORAGE SPACE IS
AVAILABLE BENEATH THE PLASTIC TARGET PLATE ON THE BASE UNIT.)
IKEEP THE CLEAR BASES TO ONE SIDE.




INSANIAC™

KILLIBGAN™

FREAKENSTEIN™

MEATHOOK™

NITRD™

USING THE CONTROL PAD

GORGONITE™ CONTROL PAD
1-6 LOCATION BUTTONS

T

ANITES

ON/OFF
7-10 LOCATION BUTTONS

LAUNCH/CANCEL

USING THE BASES AND SOLDIERS
THE CLEAR PLASTIC BASES ARE
DESIGNED TO FIT ONTO THE TARGET
PLATES IN THREE DIRECTIONS. SIMPLY
PLUG THE BASES INTO THE GPS
(GLoBAL PoOSITIONING SYSTEM)
TARBGETING PLATE ALONG ANY
STRAIGHT LINE (DR USE THE
STANDARD TRODP DEPLOYMENTS
FOUND IN THE BACK OF THIS MANUAL
FOR PLACEMENT). ONCE THE BASE IS
IN PLACE, YOU CAN PUT THE SOLDIERS
ON THE VERTICAL SUPPORT. (THERE IS
A HOLE ON THE BOTTOM OF EACH
SOLDIER THAT WILL FIT ONTO THE PEG AT THE TOP OF EACH BASE.

NOTICE THAT THE SOLDIERS ARE FREE
TO MOVE ON THE BASES. DURING
PLAY, YOU CAN TURN THE SOLDIER TO
DNE SIDE IN ORDER TO REACH THE PEG
HOLES ON THE TOP OF EACH BASE.

2 @

OcuLa™ SLAMFIST™

ARCHER™

ENLARGED ICONS FOR REFERENCE

COMMANDO ELITE™ CONTROL PAD

o O

O O O EMERGY
@ COMMANDO ELITE

Kirp
KILLIGAN™

1§ @ 5 § ©

BuTtcH Niek
MEATHODOK™

Brick CHie

NiTrRo~ Bazooka~ HAzARD™

ENLARGED ICONS FOR REFERENCE

THE CONTROL PADS ON THE BASE OF THE LINIT INCLUDE:

ON/DOFF

FIRE/SELECT
TROORFS/CANCEL

10 LOCATOR
BUTTONS

(LABeLER D71-10)

To TURN THE UNIT ON OR DFF. THE UNIT
FEATURES AN ENERGY-SAVING MODE AND
WILL AUTDMATICALLY SHUT DFF IF NO KEYS
ARE PRESSED FOR 5 MINUTES.

TO FIRE WEAPONS AND CONFIRM
SELECTIDNS.

TO CANCEL A SELECTION AND TO SEND OUT
suPPORT TROOPS (IN GAME 3 DONLY)

TD SELECT TARGET LDCATIONS AND TO
ENTER NUMBERED CHOICES. ALSD USE
THESE BUTTONS (IN GAME 3 ONLY) TO
SELECT NEW TRDDRS FOR LAUNCHING.
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USING THE TARGET GRIDS ON THE GLOBAL
POSITIONING SYSTEM (GPS)

THERE ARE 4 GPS TARGET GRIDS ON THE GAME: 2 HORIZONTAL GRIDS
ON THE BASE OF THE UNIT (FOR PLACING THE CLEAR BASES AND
SOLDIERS) AND 2 VERTICAL GRIDS ON THE CENTER DIVIDER (FDR
KEEPING TRACK OF HITS AND MISSES).

THE GPS TARGET GRIDS ARE DIVIDED INTO 100 "HEXES” (6-5IDED
SHAPES). EACH TARGET HEX HAS A LABEL THAT CORRESFPONDS TQ
THE COLUMN AND ROW OF THAT HEX. THE FIRST 2 DIGITS OF THE HEX
REFER TO THE COLUMN, AND THE NEXT 2 DIGITS REFER TO THE ROW.
FOR EXAMPLE, ALL OF THE ROWS ON THE FIRST COLUMN (ON THE LEFT)
BEGIN WITH 01. S0O THE FIRST HEX (ON THE TOP) OF THE FIRST
COLUMN IS cALLED 0101, THE SECOND HEX IN THE FIRST COLUMN IS
0102, AND s0 ON. THE TENTH HEX IN THE FIRST COLUMN WOULD BE
01 10. RIGHT NOw, THE ADVANCED GPS sYSTEM PROBAEBELY SOUNDS
CONFUSION BUT DON'T WORRY. THE LABEL OF EACH HEX IS PRINTED
ON EVERY TARGET PLATE, FOR YOUR REFERENCE. AFTER JUST A FEW
GAMES, WHEN YOU ARE FAMILIAR WITH THE LABELING SYSTEM, IT WILL
BECOME SECOND NATURE TO YOU.

3. SETUP

INSERT THE BATTERIES, ATTACH THE
VERTICAL DIVIDER TO THE BASE LNIT, AND
DIVIDE UP THE PEGS, CLEAR BASES, AND
SDOLDIERS AS EXPLAINED PREVIOUSLY.

THE NEXT STEP IS TD PREPARE THE
SDOLDIERS FOR PLAY. YOU WILL NEED ONE
DF EACH SOLDIER FROM EACH ARMY.

THE SOLDIERS ARE:
BORGONITE™ ARMY — INSANIAC™,
FREAKENSTEIN™, OCULA™, SLAMFIST™, AND ARCHER™.

ComMAaNDD ELTE™ — Kip KiLLIGaN™, BuTcH MEATHDOK™, Nick NITRO™,
Brick Bazooka™, CHIP HAZARD™.

FIND A CLEAR BASE FOR EACH OF THE SOLDIERS. NDTICE THAT EACH
BASE HAS A NUMBER OF HOLES IN THE TOP SURFACE: EITHER 2, 3, 4,
or 5.

sIZE-4
BASE

INSANIAC™ FREAKENSTEIN™ SLAMFIST™ ARCHER™

Kip KiLLicaN™| OcuLa™ Brick Bazooka™| CHIP HAZARD™
ButcH MEATHOOK™
Nick NiTrO™

THESE HOLES CORRESPOND TO THE RANK OF THE SOLDIER: THE
HIGHER THE RANK, THE BIGGER BASE YOU WILL NEED. THE LOWEST

[S)

.

RANKED SOLDIERS (INSANIAC™ & KiP KILLIGAN™) ARE PLACED ON A
CLEAR SIZE-2 BASE. THE NEXT RANKED SOLDIERS (FREAKENSTEIN™,
OcuLA™, BuTcH MEATHODK™, & Nick NITRO™) SHOULD EACH BE
PLACED ON A S5IZE-3 CLEAR BASE. THE SECOND RANKED SOLDIERS
(SLamMrIsT” & Brick BAZOOKA™ ) SHOULD BE FLACED ON SI1ZE-4
BASES. FINALLY THE COMMANDERS DF EACH ARMY (ARCHER™ & CHIP
HAZARD™ ) SHOULD BE PLACED ON THE SIZE-5 BASES. EACH PLAYER
BEGINS THE GAME WITH DNLY 1 OF EACH KIND OF SOLDIER. YOU WILL
HAVE SOME SOLDIERS AND BASES LEFT OVER. SET THESE ASIDE FOR
NDW.

EACH PLAYER SHDOULD TAKE A SEAT ON OPPOSITE SIDES OF THE GAME.
(IF YOu ARE PLAYING A 1-PLAYER GAME, MAKE SURE YDU SIT ON THE
SIDE WITH THE ON/OFF BuTTGN.) TURN THE UNIT ON BY PRESSING
THE ON/OFF BUTTON ODNCE. YOU WILL HEAR AN OPENING MUSIC
SEQUENCE AND THE NARRATOR WILL TALK YOU THROUGH THE REST OF
THE SETUP PROCESS.

NOTE: AT ANY TIME DURING THE SETUP YDU CAN PRESS THE
TROOPS/CANCEL BUTTON TDO CANCEL YDUR LAST SELECTION AND
BACK UP TO THE PREVIOUS STEF.

SELECT GAME

WHEN PROMPTED TO “"SELECT GAME”, YOU SHOULD PRESS 1, 2, 0R 3
TO SELECT THE TYPE OF GAME. THEY ARE:

GAaME 1 — Toy STORE TERROR- THIS IS THE BEGINNER'S LEVEL. IN
THIS GAME, PLAYERS TAKE TURNS, ONE AT A TIME. WE RECOMMEND
THAT YOU BEGIN AT THIS LEVEL.

GAME 2 — NEIGHBORHDOD ASSAULT- AN INTERMEDIATE LEVEL. [N
THIS GAME PLAYERS GET DNE TURN FOR EACH SOLDIER THEY HAVE
LEFT, THEN PASS PLAY TD THEIR BPPONENT,

GAME 3 — ALL-OuT WAR- EXPERT LEVEL- THIS IS THE MOST
CHALLENGING OF ALL THE THREE GAMES. IT HAS ALL THE FEATURES
DF GAME Z, BUT IN THIS LEVEL, PLAYERS CAN ACTUALLY SEND IN
SUPFDRT TRDOPS IN THE MIDDLE OF A GAME! WE RECOMMEND THIS
LEVEL FOR ADVANCED PLAYERS ONLY.

SELECT PLAYERS

NEXT YOU WiLL BE ASKED TO SELECT THE NUMBER OF PLAYERS. FOR A
1-PLAYER GAME, PRESS O 1. FOR A Z2-PLAYER GAME, PRESS D2. IF
YOU SELECT A 1-PLAYER GAME, THE COMPUTER WILL PLAY AS YOUR
OFPONENT.

CHOOSE YOUR ALLEGIANCE

DECIDE WHICH ARMY YOW WQULD LIKE TD COMMAND. |IF YOU WISH TO
BE THE GDRGDNITE™ ARMY COMMANDER, FRESS O 1. IF yOu wisH TD
LEAD THE CoMMAaNDO ELTE™, FRESS D2. YOUR OPPONENT WILL
AUTDMATICALLY PLAY THE DTHER SIDE.

IN A 1-PLAYER GAME, YOU CAN PLAY AS THE ComMMANDD ELITE™, BUT
YOU WILL SIT ON THE GORGONITE™ SIDE OF THE UNIT. ONLY THIS
CONTROL PAD IS ACTIVE IN A 1- PLAYER GAME.
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SELECT TROOP LOCATION

THE NEXT STEP IS TDO PLACE YOUR SOLDIERS ON THE BOARD, THEN
ENTER THEIR LOCATIONS INTO THE COMPLUTER. YOU CAN CHOOSE
EITHER STANDARD TROOP DEPLOYMENT or MANUAL TROOP
DEFLOYMENT.

To cHoose A STANDARD TROOP DEPLOYMENT, FLIP TD THE BACK
OF THIS INSTRUCTION BOOKLET. THERE YOu wiLL see 100 PRrRE-
PROGRAMMED SET-UF PATTERNS FOR YOUR ARMY, CHOOSE ONE DF
THESE PATTERNS FOR YOUR ARMY, THEN PLACE YOUR SOLDIERS ON THE
GRID AS SHOWN. PAY CLOSE ATTENTION TO THE CODE NUMBER SHOWN
FOR THE PATTERN YOU CHODSE. WHEN THE NARRATOR PROMPTS YOU
To "SELECT TRODP LOCATIONS", YOU SHOULD ENTER THE CODE
NUMBER AND PRESS FIRE/SELECT T0O LDCK IN YOUR LDCATION.

AN DPTION FOR EXPERIENCED PLAYERS ONLY IS MANUAL TROOP
DEPLOYMENT. To cHDDSE MANUAL DEPLOYMENT, WHEN THE
NARRATOR PROMPTS YOU TD “SELECT TRODP LOCATIONS', YOU
SHDULD IMMEDIATELY PRESS THE FIRE/SELECT BUTTON. THIS wWiLL
PUT YOU IN MANUAL TROOP DEPLDYMENT MoODE.

THE NARRATDR WILL NOW PROMPT YOU TO ENTER THE EXACT LOCATION
OF EACH OF YOUR SOLDIERS. STARTING WITH YOUR LOWEST RANKED
soLDIER (EITHER INSANIAC™ OR KIP KILLIGAN™) THE NARRATOR WILL
ASK YDOU Ta "SELECGT LOCATION 1”. USE THE KEYPAD TD ENTER THE
LDCATION ON ONE END-POINT OF THE SOLDIER AND PRESS FIRE/
SELECT TD CONFIRM YOUR LOCATIDN. THE NARRATOR WILL NOW ASK
vyou TO “"SeLECT LOCATION 2", USE THE KEYPAD TO ENTER THE
DTHER END-POINT OF YOUR SOLDIER AND PRESS FIRE/SELECT TD
CONFIRM YOUR SELECTION. YDUR SELECTION IS NOW LOCKED IN AND
THE NARRATDOR WILL RESPOND “READY’. REPEAT THIS PRDCESS FDR
EACH SOLDIER. MAKE SURE YDOU DO NDOT TRY TO POSITION ANY
SOLDIERS OFF THE UNIT, DR ACROSS ANY HEXES ALREADY OCCUPIED
BY ANDTHER SOLDIER, OR YOUR SELECTION WILL BE CANCELLED.

IT IS POSSIBLE FOR ONE PLAYER TO cHDOSE STANDARD TROOP
DEPLOYMENT AND THE OTHER PLAYER TO CHOOSE MANLIAL
TROOP DEPLOYMENT.

IF YOU ARE PLAYING A 1-PLAYER GAME, DON'T WORRY ABOUT SETTING UP
THE COMPUTER'S SIDE. THE COMPUTER WILL RANDOMLY PLACE HIS
SOLDIERS ON THE BOARD, AND KEEP TRACK OF ALL SOLDIERS DURING THE
GAME. THERE IS NO NEED TO PLACE SOLDIERS ON THE OPFPOSITE SIDE.

4. TIME FOR BATTLE

AFTER YDOU HAVE FINISHED THE SETUP PROCESS, YOU WILL HEAR AN
ALARM SDUND. NOW THE COMPUTER DECIDES WHICH PLAYER GOES
FIRST. IF THE GORGONITE™ ARMY GDES FIRST, YOU WILL HEAR
ARCHER™. IF THE COMMANDO ELITE™ GOES FIRST, YOU WILL HEAR
CHiP HAZARD™. NDW THE BATTLE BEGINS!

THE DBJECT OF THE GAME IS TD DEACTIVATE ALL DF YOUR OPPONENT’S
SOLDIERS. IN DRDER TO DEACTIVATE AN ENEMY SOLDIER, YOU MUST
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FIND AND SHDOT EACH LOCATION DOF THAT SoOLDIER. [F vyau
DEACTIVATE ALL DF YOUR DPPONENTS SOLDIERS BEFORE THEY
DEACTIVATE ALL OF YOURS, YDOU WIN THE GAME.

ATTACK

WHEN IT IS YRUR TURN, THE NARRATOR WILL PROMPT YOU TO “"SELECT
TARGET, FIRE". YOU MUST NOW TRY TO GUESS THE LOCATION OF YOUR
OPPONENTS SOLDIERS, AND DEACTIVATE THEM. PICK A TARGET HEX
AND USE THE KEYPAD TO ENTER ITS COORDINATES, THEN PRESS FIRE!

ONE OF YOUR S50OLDIERS WILL FIRE THEIR WEAPON AT THE TARGET HEX.
YDOU WILL HEAR THE SOUND DF THE WEAPON FIRING. |F YOU HEAR THE
ATTACK FOLLOWED BY SILENCE, YOU KNOW THAT YOU MISSED. TAKE
ONE DF THE BLACK PEGS AND PLACE IT ON THE VERTICAL TARGET
PLATE AS A REMINDER.

HDWEVER, IF YOU HEAR YDUR WEAPON FIRING, FOLLDWED BY AN
EXPLOSION, YDU WILL KNOW THAT YOU HAVE A HIT! THE NARRATDR
WILL TELL YOW EXACTLY WHICH SDLDIER YOU HIT. PLACE A RED PEG IN
THE VERTICAL PLATE TO MARK THAT SPOT. YOUR DRPPONENT MAY
PLACE A RED PEG INTO THE BASE OF THE TARGET SOLDIER AS A
REMINDER THAT IT HAS BEEN HIT.

ONCE YDUW HAVE LODCATED YOUR DPPONENT'S SOLDIER, YOU SHOULD
TRY TO HIT THE REMAINING LOCATIONS ON THAT SOLDIER. REMEMBER
THAT EACH SOLDIER LIES IN A STRAIGHT LINE, AND FIRE AT THE
SURROUNDING HEXES TO FIND THE REMAINING POINTS OF THE TARGET.
WE CALL THIS STRATEGY IDENTIFY, ISOLATE, AND INCINERATE.

9. SENDING IN SUPPORT TROOPS

THIS IS AN OPTION THAT 1S AVAILABLE IN GAME 3 ONLY AND IS DNLY
RECOMMENDED FOR EXPERIENCED PLAYERS. THIS DPTION ALLOWS
YOU TO GAIN REINFORCEMENTS DURING THE BATTLE.

IF YOUR ARMY IS INTACT, YOU WILL NOT GAIN ANY REINFORCEMENTS.
HOWEVER, IF YOU START TD LDSE, YOU WILL BEGIN TO SLOWLY BUILD
UP ENERBY THAT YDOU CAN USE TD SEND IN SUPPORT TROOQPS. WATCH
THE RED ENERGY METER ABOVE YOUR CONTRQOL PAD. AS ENERGY
BUILDS, THE ENERGY METER WILL LIGHT UP. TO SEND OUT THE LOWEST
RANKED SDLDIER (S1ZE-2) YOU MUST HAVE 2 ENERGY. TO SEND DUT
s1ZE-3 SOLDIER, YOU MUST HAVE 3 ENERGY, SI1ZE-4 REQUIRES 4
ENERGY, AND SIZE-5 REQUIRES 5 ENERGY.

YOu CAN STORE UP ENERGY IF YOU WISH TO SAVE UF FOR A HIGHER
RANKED SOLDIER, BUT YOU CAN NEVER STORE MORE THAN 5 ENERGY.
ALSD, WHEN YOU SEND DUT SurPPDRT TROOPS, YOU LOSE ALL YOUR
ENERGY. S0, EVEN (F YDU HAVE 5 ENERGY, IF YOU SEND DUT 1 s1ZE-2
RANKED SOLDIER, YOU WILL LDSE ALL 5 ENERGY. WATCH YDOUR
ENERBY CAREFULLY!

To seND OUT SUPFORT TROOPS ON YDUR TURN, PRESS THE TROOPS
BUTTON. THE ENERGY METER WILL FLASH, SHOWING YOU EXACTLY HOW
MUCH ENERGY YOU HAVE avAlLABLE. NEXT, SELECT THE SOLDIER YOU
WISH TO SEND QUT. THE BUTTONS 01-05 ARE LABELED WITH YOUR
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SDLDIERS, S0 USE THESE BUTTONS TO MAKE YOUR SELECTION. [F YoUu
DD NOT HAVE ENOUGH ENERBY FOR THE SOLDIER YOU CHOOSE, YDU
WILL HEAR AN ERROR BEEP AND YOUR LAUNCH WILL BE BANCELLED.

HOWEVER IF YOU HAVE ENOUGH ENERGY TO SEND DUT ADDITIONAL
TRODPS, THE NARRATDR WILL ASK YOU TO “SELECT LocATioN 17.
USE THE KEYPAD TO SELECT ONE END POINT OF THE NEW SOLDIER,
AND PRESS FIRE/SELECT To coNFIRM. THE NARRATOR WILL THEN
ASK YOU TO “"SELECT LOCATION 2" AND YOU REPEAT THE PROCESS TO
SELECT THE OTHER END POINT OF THE SoOLDIER. (THIS PRDCESS IS
IDENTICAL TO MANUAL FLEET LOCATION). MAKE SURE WHEN YDU
ADD YOUR NEW SOLDIER TO THE BOARD THAT YOU DD NOT TRY TO ADD
IT TD A LOCATION ALREADY OCCUPIED BY ANOTHER SOLDIER, OR YOUR
REINFORCEMENTS WILL BE CANCELLED,

6. STRATEGY TIPS

GAME 1: TOY STORE TERROR

THIS IS THE EASIEST GAME, 50 YOU HAVE TIME TO EXPERIMENT WITH
VARIOUS STRATEGIES. SINCE YDU DNLY GET TO FIRE ONCE PER TURN,
THERE IS NI ADVANTAGE DR DISADVANTAGE T FIRING AT MANY
DIFFERENT TARGETS. TAKE YOUR TIME AND PLAY THIS LEVEL SEVERAL
TIMES BEFORE YOU MOVE ON TO THE NEXT LEVEL.

GAME 2: NEIGHBORHOOD ASSAULT

THIS IS THE INTERMEDIATE GAME. IN THIS GAME, YOU GET TD FIRE
DNCE EACH TURN FOR EVERY SOLDIER YOU HAVE LEFT. 50, IF you
HAVE 5 SOLDIERS REMAINING, YOU GET TU FIRE 5 TIMES BEFORE YOQUR
DPPONENT TAKES HIS TURN. IN THIS GAME, UNLIKE IN GAME 1, 1T IS
IMPORTANT TO DEACTIVATE YDUR DPPONENTS SOLDIERS AS QUICKLY
AS POSSIBLE. ONCE YOU FIND A SOLDIER, ZERD IN ON IT QUICKLY AND
FINISH HIM OFF. YOU SHOULD SPEND A GREAT DEAL OF TIME
MASTERING THIS LEVEL BEFORE YDU MOVE ON TO GAME 3.

GAME 3: ALL-OUT WAR

THIS UNDDOUBTEDLY IS THE MOST DIFFICULT LEVEL, RECOMMENDED
ONLY FOR VERY EXPERIENCED PLAYERS. |N THIS GAME, YOU CAN
ACTuALLY SEND IN SUPPORT TROOPS IN THE MIDDLE OF THE
GAME! THIS MAKES IT VERY DIFFICULT TO KEEP TRACK OF YOUR
DPPONENT'S SOLDIERS. YOU WILL NEED TO PLAY MANY TIMES TD
FERFECT YOUR STRATEGY. SHOULD YDU ELIMINATE YOUR OPPONENT
QUICKLY AND SYSTEMATICALLY? OR SHOULD YOU TRY TD CRIFPLE HIS
SOLDIERS ONE BY ONE, THEN CRUSH THEM ALL IN ONE SWIFT STROKE?

7. THE FATE OF YOUR ARMY RESTS IN YOUR HANDS

To WIN THE GAME, YOU MUST DEACTIVATE ALL OF YOUR OPRPONENT'S
SOLDIERS BEFORE THEY DEACTIVATE YOURS. WHEN THE GAME IS
DVER, YOU WILL HEAR 3 LOUD EXPLDSIONS SIGNALING THE DEFEAT OF
THE LOSING ARMY, FOLLOWED BY A SHORT VICTDORY PHRASE SAID BY
THE LEADER OF THE WINNING ARMY.
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8. DEFECT AND DAMAGE

IF A PART OF YOUR SMALL SOLDIERS WAR ZONE 13 DAMAGED OR
SOMETHING HAS BEEN LEFT ouT, DO NOT RETURN THE GAME TQ
THE STORE. THE STORE DODESN'T HAVE REPLACEMENT PARTS.
INSTEAD, WRITE TO US AT:

TiceER ELECTRONICS, LTD. REPAIR CENTER
980 WoobpLANDS PARKWAY, VERNON HiLLS,
lLuinois 60061, U.S.A.

PLEASE INCLUDE A NOTE WITH YOUR RETURN EXFLAINING THE PROBLEM
ALDNG WITH A SALES 5LIP, DATE, PLACE OF PURCHASE AND PRICE PAID.
WE WILL DO DUR BEST TO EXPEDITE YOLR RETURN PROMPTLY.

9. 90-DAY LIMITED WARRANTY

TIGER ELECTRDNICS, LTD. (TIGER) WARRANTS TO THE ORIGINAL CONSUMER
PURCHASER OF THIS PRODUCT THAT THE PRDDUCT WiLL BE FREE FROM DEFECTS IN
MATERIALS DR WORKMANSHIP FOR 90 DAYS FROM THE DATE OF DRIGINAL
PURCHASE. THIS WARRANTY DOES NOT COVER DAMAGES RESULTING FROM
ACCIDENT, NEGLIGENCE, IMPROPER SERVICE DR USE OR DTHER CAUSES NOT
ARISING DUT OF DEFECTS IN MATERIALS OR WORKMANSHIP.
DURING THIS 90-DAY WARRANTY PERIOD, THE PRODUCT WILL EITHER BE REPAIRED
DR REPLACED (AT TIGER’S DPTION) WITHDOUT CHARGE TO THE PURCHASER, WHEN
RETURNED WITH PROOF OF THE DATE OF PURCHASE TO EITHER THE DEALER OR TO
TIGER.
PRrROOUCT RETURNED Ta TIGER WITHOUT PROOF OF THE DATE OF PURCHASE DR
AFTER THE 90-DAY WARRANTY PERIOD HAS EXPIRED, BUT PRIOR TO ONE YEAR FROM
THE ORIGINAL DATE OF PURCHASE, WILL BE REPAIRED DR REPLACED (AT TIGER'S
BPTION) FOR A SERVICE FEE OF U.S.$26.00. PAYMENTS MUST BE BY CHECK OR
MONEY ORDER RAYABLE TO TIGER ELECTRONICS, LTD.
THE FOREGRING STATES THE PURCHASER'S BOLE AND EXCLUSIVE REMEDY FOR ANY
BREACH DF WARRANTY WITH RESPECT T THE PRODUCT.
ALL PRODUCT RETURNED MUST BE SHIPPED PREPAID AND INSURED FDR LDSS DR
DAMAGE TO:

TiIGER ELECTRONICS, LTD. REPAIR DEPT.

980 WoDoODLANDS PARKWAY

VERNON HiLLs, ILLINDIS 60061, U.S.A.
THE PRDOUCT SHOULD BE CAREFULLY PACKED IN THE ORIGINAL 80X OR OTHER
PACKING MATERIALS SUFFICIENT TO AVOID DAMAGE DURING SHIFRMENT. [NCLUDE A
COMPLETE WRITTEN DESCRIPTION OF THE DEFECT, A CHECK IF PRODUCT IS BEYOND
THE S0-DAY WARRANTY PERIDD, AND YDUR PRINTED NAME, ADDRESS AND
TELEPHONE NUMBER.
THIE WARRANTY IS IN LIEL DF ALL OTHER WARRANTIES AND ND DTHER
REPRESENTATIONS DR CLAIMS OF ANY NATURE SHALL BE BINDING ON DR
OBLIGATE TIGER IN ANY WAY. ANY IMPLIED WARRANTIES APPLICABLE TO THIS
PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE LIMITED TD THE NINETY (50) DAY PERIDD DESCRIBED
ABOVE. IN ND EVENT WILL TIGER BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR
CONSERUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR
MALFUNCTION DF THIS TIGER PRODUCT.
SOME STATES DO NOT ALLOW LIMITATIONS AS TO HBW LONG AN IMPLIED WARRANTY
LASTS AND/DR EXCLUSIONS DR LIMITATIONS DF INCIDENTAL OR CONSEQUENTIAL
DAMAGES, SO THE ABOVE LIMITATIONS AND/DR EXCLUSIONS DF LIABILITY MAY NOT
APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC RIGHTS, AND YOU MAY ALSO
HAVE OTHER RIGHTS WHICH VARY FROM STATE TD STATE.
FOR MORE INFORMATION ABOUT TIGER ELECTRONICS, DUR PRODUCTS AND BEPECIAL
PROMOTIONS, PLEASE VISIT ourR WEBR SITE AT WWW.TIGERTOYS.COM
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STANDARD TROOP DEPLOYMENTS
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