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RETURNS

Products returned must have been delective within 90 days ol original purchase
U.P.S. or registered mail is recommended [or returns. For the best service. please be sure to:

1.Send the cartridge and sales receipt only.

2. Write the name of the product and the type of game system you have on the
front of the package.

3. Enclose a note explaining the problem vou've had with the product and stating vour
return address. tvped or printed clearly. inside the package.

Send to:

WARRANTY REPLACEMENTS
Activision
P.O. Box 3047
Menlo Park. CA 94025

91007



For a recorded message about our newest software. call 415 329-7699. For
technical help. call Product Support between 9:00 a.m. and 4:30 p.m. Pacific time
Monday through Friday: 415 329-7699.

For information about our products, write to:

Product Support
Activision
P.O. Box 3048
Menlo Park, CA 94025

For the best service, be sure to note the subject of your inquiry on the outside of
the envelope.
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This software product is copyrighted and all rights are reserved by Activision. The

distribution and sale of this product are intended for the use of the original pur-

chaser only and for use only on the computer system specified. Copying or duplicat-
ing this product for sale or other distribution without the express written permission
of Activision are violations of U.S. Copyright Law and are hereby expressly forbidden.
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and used properly.
that is. in strict accordance with the manufacturers’ instructions. may cause interference to radio
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 specifications in Subpart J of Part 15 of FCC Rules, which
are designed to provide reasonable protection against such interference in a residential installation.
However, there is no guarantee that interference will not occur in a particular installation. If this
equipment does cause interference to radio or television reception. which can be determined by
turning the equipment off and on, the user is encouraged to try to correct the interference by one or
more of the following measures:

* Reorient the receiving antenna
* Relocate the NES with respect to the receiver
* Move the NES away from the receiver

*  Plug the NES into a different outlet so that the computer and
receiver are on different circuits.

If necessary. the user should consult the dealer or an experienced radio/television technician for
additional suggestions. The user may find the following booklet prepared by the Federal
Communications Commission helpful:

How to Identify and Resolve Radio - TV Interference Problems.

This booklet is available from the U.S. Government Printing Office. Washington, D.C. 20402, Stock
No. 004-000-00345-4.




ACTIVISION LIMITED 90-DAY WARRANTY

Activision warrants to the original consumer purchaser of this computer software product that the
recording medium on which the software programs are recorded will be free from defects in
material and workmanship for 90 days from the date of purchase. If the recording medium is
found defective within 90 days of original purchase, Activision agrees to replace. free of charge, any
product discovered to be defective within such period upon receipt at its Factory Service Center of
the product. postage paid. with proof of date of purchase.

This warranty is limited to the recording medium containing the software program originally
provided by Activision and is not applicable to normal wear and tear. This warranty shall not be
applicable and shall be void if the defect has arisen through abuse. mistreatment. or neglect. Any
implied warranties applicable to this product are limited to the 90-day period described above.
EXCEPT AS SET FORTH ABOVE. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES.
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. INCLUDING ANY WARRANTY OF MER-
CHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. AND NO OTHER REPRESENTATION
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT
WILL ACTIVISION BE LIABLE FOR SPECIAL. INCIDENTAL. OR CONSEQUENTIAL DAMAGE
RESULTING FROM POSSESSION, USE. OR MALFUNCTION OF THIS PRODUCT. INCLUDING
DAMAGE TO PROPERTY AND. TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL
INJURY. EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO
THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY
TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER
RIGHTS WHICH VARY FROM STATE TO STATE.

Introduction

The Stealth Advanced Tactical Fighter, America’s most closely guarded
military secret, is in your hands. You're at the controls, flying top-priority
combat missions against enemy forces around the world.

Luckily, you're prepared for the worst. Your aircraft has all the right
stuff—maneuverability, speed, weapons capability, and deception. Once
you get the bogeys in your sights, you can pulverize them with missiles or
cannon fire, then move on to your next target. When the bad guys lock
on to your craft, you just kick into “stealth mode” and drive their radar
systems crazy.

Each time you complete a mission, you move on to another theatre of
war. Your opponents get meaner and tougher—but so do you, and soon
they won’t stand any chance at all.

Getting Started

Q Insert the Stealth ATF cartridge in your Nintendo Entertainment
System as instructed in your owner’s guide.

© Plug a controller into controller port 1 for a 1-player game. If two

© Turn on your game system and TV or monitor. The Stealth title
screen appears, followed by a brief game demonstration.

people are to play, plug in both controllers.



To interrupt the demo and begin play. press the START button on
your controller.
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© The title screen appears. Press any button again to go to the

Player Selection screen. Now press the SELECT button to switch
between 1-player and 2-player games. Press the START button to
make your selection.

NOTE: In a 2-player game, the players switch control of the Stealth
fighter each time one of them completes an assigned mission or is shot

down.

© You're ready to fly the first game mission. The Mission Description

)

screen briefs you on your combat theatre and assignment. Press
any button to begin the mission with your Stealth fighter in takeoff
position.

Strategy Tips

© Use your firepower wisely. You have a limited number of missiles,

but they're more accurate than the cannon—and your best bet at
long range.

Take care during landings. If you try to land too fast or too slow,
you can crash and burn—and lose one of your precious lives—even
if you've survived combat unscathed.

At higher mission levels, always try to position your Stealth fighter
behind enemy planes.

When engaged in a bonus round, move quickly to down the easily-
destroyed enemy craft before time runs out.

You'll have better luck chasing enemy planes if you're level or
only slightly banked.




Scoring

Destroy a plane with a missile 1000 Points
Hit plane with cannonfire 100
Destroy plane with cannonfire 1000

Fuel Bonus 0-4000
Damage bonus 0-900
Completion bonus 5000
Destroy a missile 200

Game Over

Each player has three “lives” for each game. Crash or get shot down, and
you'll losera life—and begin the same mission over again with the mission
briefing. ‘If you perish three times, you'll see a GAME OVER message and
return to the title screen. Press the START button to resume play.
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© To take off, first throttle up by pressing the A button on your
controller, then press the down directional arrow (equivalent to
pulling back on a joystick) to lift the plane’s nose off the ground.
Watch the speed gauge to check your velocity before you lift off.
You're flying! When your plane exits the top of the screen, combat
begins.

NOTE: During play, you may press the SELECT button to pause play at
any time; press it again to resume play. Each time you pause and
resume play, the game’s background audio mode changes from music to
flight sounds and back again.

Missions

Your job is to engage and destroy enemy aircraft. Maximum points are
awarded to the pilot who destroys bogeys while avoiding hits from enemy
weapons (see “Scoring” for more information). After you complete a
mission successfully, you advance to the next theatre of combat. Read
the Mission Description briefing, and prepare to take off again.

2-Player Dogfights

A second player may join the action at any time by picking up controller
2—he assumes control of the enemy plane closest to the center of the
viewscreen (this feature works in both 1-player and 2-player modes).




In Combat With the Stealth Fighter

Use your controller’s directional arrows to control the direction of flight.
Press the right arrow to roll the fighter to the right, and the left arrow to
roll the fighter to the left. Press the down arrow to climb, and the up
arrow to descend.

To bank your Stealth fighter, press two directional arrows simultane-
ously. Press up and right or down and right to bank right. Press up and
left or down and left to bank left.

You control the speed of the aircraft during takeoffs and landings by
throttling up (press the A button) or throttling down (press the B button).
In flight, the Stealth’s computer system automatically sets the flight speed
of the aircraft.

Here's a summary of how the directional arrows and other buttons on
your controller work when you're in combat:

Up Nose down
DOWN Nose up
LEFT Roll left
RIGHT Roll right

Landing

After you destroy the last bogey during a mission (or complete the bonus
round), the landing sequence will automatically appear. Your instrumen-
tation panel shows the following from left to right:

Q % of Engine Thrust

Q Speed »

Q Your Position Relative to the Runway
Q Angle of Attack

O Rate of Descent

You must learn the correct speed and angle of attack to make a safe
landing.

Scoring

In Stealth ATF, you earn points by shooting down bogeys, of course, but
you also earn valuable extra points according to how much fuel you have
left at the end of a mission and how little damage you've sustained.
Here’s what earns what:

)
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To fire your missiles, you should first lock on to the enemy plane. A
lock-on symbol appears together with an onscreen message. Press the B
button on your controller to fire.

Stealth Mode

To evade enemy missile attacks, press the START button during flight,
and you’ll enter the Stealth Mode. This makes you invisible to enemy
radar. Once you pass out of danger, you automatically leave Stealth
Mode. Enemy radar may once more track your progress through the
skies.

NOTE: You may use Stealth Mode only once per mission.

Bonus Rounds

Each mission features a bonus round to reward expert fliers—although
you must perform superbly during a mission in order to eamn the bonus
round.

During each bonus round, waves of enemy planes fly by without attacking
while, onscreen, units of time tick off. You can rack up big bonus points
by downing the bogeys before time elapses.

SELECT Pause and turn back-
ground sound on/off

START Stealth mode

A Fire cannon

B Fire missilé

To bank the Stealth Fighter, press the right or left directional arrows and
then release.

In the Cockpit

As you fly, you can make use of your cockpit indicators to monitor your
altitude, fuel supply, heading, angle of attack (AOA), and damage sus-
tained. You may also refer to your mission status indicators to check on
the enemy’s numbers and your own missile supply. Study the cockpit
control illustration on the next page to familiarize yourself with the
location of all flight and combat indicators.

<



COCkpit Control Panel To stalk the enemy, watch his position on your radar scope in the center
of the cockpit control panel. Maneuver your Stealth fighter into an attack
position by targeting the bogey just to the right of the center of your line-
of-sight indicator. When enemy craft come within range, they’ll become
visible through your windshield. Then you can blast away with your
cannons, or let fly with a missile when your automatic missile guidance
system locks on to a bogey—see “Firepower,” below, for details on using
your weapons.

1 N You can fly to high altitudes in your Stealth fighter. An onscreen warning
2 lets you know when you've reached your altitude ceiling or when you're
3 i flying too low. Pay attention to the low altitude warning if you want to
4 avoid splattering your craft—and yourself—all over the terrain.
5 )
Stealth Firepower
Combat pits you against several foes in daytime or at night. You have two
kinds of weapons at your disposal:
1 Current Mission Number 9 Angle of Attack imi
2 Lives Remaining 10 Damage Sustained © Cannons (unlimited fire)
3 Enemy Planes Remaining 11 Radar Scope © Missiles (8 per mission)
4 Missiles Remaining 12 Line-of-Sight Indicator
g gcore ¢ Altitud 13 Bog;iys To fire your cannon, get the bogey in your sights and press the A button
b F:g?emain;; 14 Artificial Horizon Indicator on your joystick control. You have unlimited cannon fire. This is just as
8 Current Heading well, since you must get off five accurate cannon shots at an enemy plane

@ ’ to destroy him. @



