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Thank You

...for Buying this Advanced TurboChip
Game Card, “Military Madness.”
Betore using your new TurboChip game card,
pease read ths instruction manual carefully
Familiarize yoursalf with the proper use of
your TurboGratx-16 Entertainment Super
System, precautbons concerning its use and
the proper use of this Turtn:f‘h:: game card
Always operate your TurboGratx-16 Super
Systemn and this TurboChip game card
according o instruchons., Please keep this
manual in a safe place for future reference

£ 1989 HUDSON S0F
TurboGrafx™-16 Entertas nme**t SuperSystem
TurboChip™ Game Card

WARNINGS

| Be sure power 13 turned off when chang:

Ing game cards
2 This 15 a precision dewvice and should not
be used or siored under conditons of
exoessive temperature or humidity
Do not forcibly bend your TurboChip game
cards
4 Do not touch the inside of the terminal
area or expose the SuperSystem to water
étc., as thes might damage the unil
Do not wipe vour SuperSystem ar Turbo
Chip game cards with volatile hquids such
a5 paint thinner or benzene.

Cal

on

Turbelhip game cards are made especially
for use with the TurboGrafx- 16 Entertain:
ment SuperSystem and will not operate on
ather systems

Any duplication, copyng or rental of this
software 15 strctly prohibited

Inserting the TurboChip Game Card

1 Remove the TurboChip game card from its
piastic case

2 Hold the TurboChip game card with the
picture side up and gently shae it into the
(zame Card Port untl you feel a firm click
(00 not bena the game card ar touch its
metal parts s this could erase the program)

3 Slide the Control Deck Power Switch to

the ON pasition (if your game card s not

inserted properiy, the Power Swatch will not

move all the way to the nght|

The title screan of your particular

TurboChip game card should appear on

VOUr TEIEISION.

o

War is Madness!

Watch it, Commander! Just over that next
crater 15 the AXIS Army, Fighting for the
Moon's scarce resources in the 21st Century,
this tme they've caught you off-guard!

As commander of Alled Forces on the surface
of the Moon, vou must eliminate the AXIS
threat. Dwect the actvities of aircraft, artillery,
toot soldeers and other military equipment
and resources. Use futuristic mditary tactics,
strategies and weapons as you attempt to
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reciaim theé moon's resources for planet Earth.
Plan your offensives. Move units into position
Attempt o capture the neutral factones for
addional reserves. Calculate your moves
and watch as experience, skill and ves. some-
times blind luck turn the tide of battie. But
hurry. I the enemy finishes “SAM” (their
Doomsday Weapon) before you finish them
it could mean the end of the Earth!

Play against the computer or against a friend
Cither way you're going 1o learn that war is
madness. Military Madness!



Object of the Game

Your goal is to defeat the superior forces of

the AXIS Ar my. Effectve strategees, battle
F ans amd (aches ang your Best weapons

Each battle is won when you either capture
the enemy prison camp or totally desiroy the
enemy torces. The war 15 over when al
16 enemy sirongholds have been defeated
your forces are overrun YOUr Preson arnr 15
captured or you surrender -*“-m' N3

STARTING THE GAME
Select a Playing Mode

A LR r rs .-a. i P T T
Atter property inserting your Turbolhig game
ara. the M gy "‘all e85 Lille sorean will

.
appear. Four playing modes are available

Start
This play mode starts at 'E. age | of the game
U pay agansl the computer

Manual
Thus play mode explams the rules and setup
of the game. It is recommended that you read

this mode pnor 1o game play

1P Continue
Lantinuation of one-parson play

2P Continue

Continuation of two-person play

N
-\.- ||:| !\.hﬂu.' e 1ﬂ'- l::"I- L...p-\._”l-\. SUrSar next

10 the playing mode you desire
Press the Run Button to Start the Game
Pausing the Game

MY n the " T T PR R Y
Lunng play, press the AUN Button 1o ents
[he SUrrender screen. You can pause play and

return 1o battle by selecting "FIGHT

Husuiting the Gama

IFIng f.la the game can be resel 10 the
'Il'- _: BEN by r-|||'l ll,'-] E' uf th £ ju ] r." EFIJ“.
ang pressi "-g the SELECT :!-._.":I 1 3f the

same time

Continuing Play

Atter the game 15 over, you may retum to Flow of the Game
oallie at the same kocation by pressing the Military Madness 15 made up of 16 base
I~ N Button. You can also "Continue™ at a stages and 16 advanced stages. To reach the
ater ime by entering the password from advanced stages you must successfully com
that stage. These names are displayed on the plete all 10 basic stages. Then wait for all of
maps at the beginning of each stage. Th the final screens 1o clear. You will then be
passwords are the same lor one-person or shown the first map for the 16 advanced
Two-person play sLages where an even ougher war with the
AXIS Empire waits. Good luck!

Password Entry Screen

Use the Directson Key to select the ketters, and Each Stage Ends with Capture or

gutton | to enter your chowges, Press the Complete Destruction

AUN Bution to continue play You must ether destroy the AXIS Army's
entire force, or gverrun the AXIS Prson

How to Use the Manual Mode Camp to win a batthe

In the manual mode, the rules of the game

are explained in smple, easy-to-understand

words and graphics

Using the Durection Key, simply move the

Sursor 10 the iem wou wish 10 ha

on the menu board and press Buttor I The
sxplanation beqing on the screen. Lse
Button Il to cancel the explanation



Operating Controls

Screen Displays

Enemy units are dishnguished from friendly
units through codor. Allied armies are
represented in blue, while Axis armees are
represented in greer

SN, Turn
S
: H_!E"I\ umber
B Mumbar of

! Units for
Numbar of nnlm 1

Units far
Player 2

TurboPad Operation
Lise the Dhrection Key to mowe the cursor, and
Button | to enter your choices. Use Button 1

tor cancelling your choices

The RUN Button and SELECT Buttons are
ysed for “unconditional surrender” This is
gxplainad further on

TurboSwitchas

Should be placad i the

L M/Jggl

RUN Buttan Buttaon |
Salect Button Button 11

Direction Key

Controlling Your Army

Hexes

Hexes.” shown below, are one of the cenfral
concepts of Military Madness. They are used
to represent distance and weapon movement

B
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Controlling Your Army
Refer to the command box located in the
upper-right corner of the game screen

Normal Movement
When it 15 yaur army 5 turn 10 mave, Seect
Shift” and press Button |. Then follow

thiese steps

1 Select the Unit You Want to Move Flace the
cursor on the wnrt you vsant (o move and press
Button |

2 Movamant Range Display Appears The
rrdreirmint range of the unit you've selectag w

be displayed by 3 seres of connecled heres

3 Setthe Destimation MMove the cursor 10 the

- r 1T, i At o e 4o mooa h -]
place you want 1o move sithmn Inese hexgs

I Rl . T
anQ press Betton |

Transporting

Some units can be loaded onto transport

units to be moved, Button | loads and unloads

Inese unins

I Seloct the Unit to ba Moved lace fhe cursor
an the unit 1o be moved and press Button |

2 Load the Trensport Unit MNow move the
rursar on 1op of the transport wnit and press
Buttan |

3 Move the Transport Unit Move tne transport
10 the desired location and prass Button |

10 umk0ad

Leaving the Factary

Follow this procedure to move out of &

factory. Duning one turn, a unit cannol be

both housad in and leave & taclany

1 Sebect the Factory "ove the cursor bo the hiex
whire the factory 15 located and press HButton |

7 Salact tha Unkt *oee the cursor b [he umil
vou want mowved out on the menu and press
Button |

3 Move the Unit Dut Move ihe cursor 1o the
desred locaton surrounding the factory and
press Button |




Attack Commands!

I
L

Curing your turn, whe n you select the
‘Attack” command and Press Button 1, y
begin combat, There are two ways of attack
ing: “Direct Attack” and “Indrect Attack”
“Direct Attack” is used 1o attack an BTy
gnit in 2 hex directly next to yours, “Indirect
ed to attack an enemy in @ hex
not locat -J-"ru fo you, You may not use
|"||]-II ct Atlack™ after mowing

Attack™ 15

1 Select Your Combat Unit Move the
cursor to the unit you want to stage the
attack and press Select Button

2 Inmitiate Combat Now move the cursar
to the unit you want to attack and press

Button |

3 Observe the Battla! The computer now

stages the battie as you watch the action

£ sure fo read the “Special Eflecls” sec
tion of this manual that follows!

Note: If you move into @ position whese an
attack 15 possible, the ava "'TIII""T"'-l:--.J
automatically be highlighted

HH ading the “Combat Results” Graph
When combat s himshed in one anga, the
results are ‘ih'_‘l' 1O 1N SCIEEn 1IN Uk 100
of a graph {when playing against the com
puter, the q aph only appears when you are
victorious). By looking at this graph, you can

ks

soe the results of the two sides’ strategies

The horizontal axs of the Combat Hesults
Graph shows ll1r: furn rumBers, and the
vertical axis shows the number of enemies
defeated. The combat units appear at the
top of the streen

“Guide” Command

Information about any undt

uﬂ'ra'ﬁ-ﬂ " J DIL&C ng [I'

mening ine .'![!.--:2" Mg '.'.

'5 ..-':.;--'x gan be Discontinuing the Game
n When you press the RUN -i utton. 3 screen

fisplaying the choices “Fight" and “Sur

;
- T T a-11 5
AUIGE alll Press

ing Button | The Weapons Data screer rendes” w |ar.:-€-=- J.“;"ES;'LEE T Button

will appear a5 showwn DE

“End” Command

When you select "End”

Fulfolul

your attack phase is over

Weapons Data

Name af Unit ——=

Unit
Configuration

Characteristics——s-

Numbar of
Elements and
Effactive
Exparience

P
(521}

hoose “Fight” to continue play or “Sur
ender” to discontinue play. Press the RUN
Button again to enter your choice

i

Power Display

b Flvhtrr has the ulcimate

LI III. - ¥ attaal i el
Tty st n: r i aow
ok power & ? TRar

iLies. Keep .n.-. g
the Hunt.er and the A .

i FALCON



Topography (Land Formations)

Topography s extremely important in a
tary operation. Mountains, valleys and other
natura ang man-made objecis can great
affect the ability of your forces to a‘.‘.:-'_h
mowve and defend themselves, The various
tvpes of terrrain sn Miltary r-.'.dl"l?:.ﬁ &re

CesCrped Delo

Level Ground Movement of motorcye
and troces o samewnat ndered

1]

-

Road All units can move normally

Desert Movement of all ground forces i
nindered

10

Valley (river bed) (nly foot soidiers
mechanized foot saldsers and fighter planes

- mtor
dy enie

Mountains Strong defenswe posiion, Other

Ty il o i R I
charaCiensiics are [Ne Same as 1or valeys

Hill Movement of all vehicles s hindered

Bridge Spans valleys. Charactenistics are the

same as for roads

Factary Units can be repaired here. If you
stop here. the umit wall b2 housed and cannat
08 moved [or ore fur

Prisan Camp | you capture this. you win
This 15 the mostamportant spat tor bath
armees, and should be highly defended

special Effects

The computer takes many co NSIGETANONS INTH

account -'-\.I"'l-"'.'" _j;lq-\:..-,u - -:| '|"-.-: L._..L.ﬁ..__r._ a4

a battle. Be sure o ':j-":.;l'l"'l;':.[!r_-l_.J
4 mife" mo s ..,__ = Th
pifects” explan |_'_| &Chi &y are

critical when i . Jnes -J-'.-"—_'J! ng e

AXIS Army

Effect of Experience (EXP)

Thas grows as your units are invohed i
combat. Your degree of experience s repre
sented on the screen by the nember of stars
that are shown. The more stars, the stronger

your foece!

Effect of Terrain

This refers to the defensve effect of moun
tamns. valeys, bridges, etc. Terrain has no
éffect on flying craft!

The defensie strength of a umit will differ due

to the effect of the terrain. Learn to use thes
effect to your advantage and atways take
mgher positions!

Ettect of Support

Your offensive and defensive strength is
Increased when you have Inendly units in the
wicinity of combat. The greater the number of
friend v units, the stronger the suppart effect

Effect of Encirclement [Surrounding
the Enemy)

'.’-r'hﬁ" :-'::::.'r ng. forming a “20C" (a circle)
around the enemy unit will cut the enemy’s

n:1h?n5 ve and defensive strength in hatl

About “Z0C" (Zone of Control)

*Z0C" refers to the 6 hexes (illustrated below|
which border a umit's position, A unit which 15
in an enemy unit’s “Z0C" will stop in that hex
However, even a unit which s encercled by the

a

enemy's 200" can move at keast one hex

11



Playing Tips

Iilkary kladnses oo hamih Ll 2 o ST g i = :
WIliLary W3Oness 15 3 mgh-evel simufatio Call the TurboGrafx ":_'-.r'-da'--f_?!-.j:!f:Eﬁ..ﬁ

game in which many realistic combat situa for addtional game-pla “-J' ips!
tions may anse. Three points of strategy w Monday-Friday 8:00 AM-11:00 PM
help you master the game Saturday 8:.00 AM.-5:00 PM. Central Time

1 Know Yourself/Know the Enemy
Head this manual tharoughly to familiarize
vourself with the basic elemants of the game

and the sirong and weak points of each unit

2 Carefully Study the Terrain

The AXIS Army has powerful troop strength

h_l. it vau Can !?. n '..:"_' I.E' rain 1o vour advan

y 'Ll

tage. the road to wictory will be opened
3 Use the Game's Special Effects Elullfullr

Using llr'-"EF" 3 '-‘-1’-'“‘:‘:"- LY WOLU W |

De able o stand up 0 even the strongest
urits of I'-:-J-.EJ-""

l'.

12

NEC TurboChip™ 90-Day Limited Warranty

REC TECHN W, IRECT warma f b HOW TO OBTAIN WARRANTY SERVICE

HOW LONG 65 THE WARRANTY U C ' '
=, Yk e i gk . '
LIMITATION OF IMPLIED WARRANTIES
WHO 15 PROTECTED ERCHANTARE (T AN ETNESE 0 & PRRTICLE &
EXCLUSION OF DAMAGES
WHAT 15 COVERED e TY FO AN
e - - -
ia
== I8 |_ T .I
i i i AT
: HOW STATE LAW RELATES TO THE WARRANTY
Iy Ny i jal 1 wl, - g . 8 S =
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