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7 We are delighted that you have chosen Iron Storm for play on your SHEHA
| Saturn™ System. We hope that you will continue to enjoy this and ull of
~ our games for the SEGA Saturn™ System. Due in part to the numers
- requests we've had for strategy games, this game now rests in your huis,
~ Please continue to tell us what YOU want, because we are always {nterestod
) in what YOU think of our games and what games YOU would like (o see
5. rteleased 1n this country.
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~ Handling Your SEGA Saturn Disc |
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.Thls Sega Saturn DISC is intended for use exclu sively with:
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Since you cannot save games directly on a compact dise, the
Sega Saturn™ is equipped with Internal Backup RAM. Mol
CD games have a save feature that uses it. If you are having
difficulty saving games, you may need to delete some previ
ously saved data or copy some of the save data to a Backup
RAM cartridge. If your memory is full, you will need to make
room by deleting save data from the Backup RAM.
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Accessing the Memory Manager
To access the System Settings menu quickly, when you turn on
your Sega Saturn™, hold down the Right and Left Shift buttons
on the controller ( If the game unit 1s already turned on, press the
RESET button while holding down the Left and Right Shift

buttons). From the System Settings Screen, select Memory
Manager.

Ui 00

From this screen you can either delete specific, any, or all of
the save data files in the System Backup RAM. The box below
describes 1n detail how to delete save data. Remember, once
save data is deleted it can never be recovered...so don't come
crying to us if you delete something you really wanted.
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with the system's backup memory. For assistance in fixing this
problem, call 1-800-USA-SEGA.
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Y Button

#* Moves to the next available
unit.

Right Button

#* Moves the cursor forward
to the next available unit.

Z. Button
_Start # Accesses the Unit Info.

Screen.

Used to finish the turn.

C Button

Select a unit for movement.
Used to confirm menu
commands.

#  Accesses the unit menu.

Left Button

Moves the cursor back-
ward to the previous avail-
able unit.

Direction Key

#  Moves cursor on the screen.

7 Moves cursor on menu
items and in boxes that re-
quire a response.

B Button

# Cancels commands.

A Button
X Button # Displays map of the area.

# Used to access game menu.

# Battle animations on/off.

R
T A

bR

a
o

B e R
S i i ; PRSI T S SRS e R I S e S A S T iR
¢ Bl

S

TeE

' A i W) A i, o i R iy \ \ i e L B o BN, R i KR Rt

ik

W -P-,_ s % Al K y y oy o \ iR . TR
DR ek ol = gy | fon el T
A A "iﬁﬁaﬁ‘:@h e e e e e e Y i o el I - i

oo e

#  Displays map of the area.
w Lised to access Game
Menu.

# Cancels commands.

C Button

v Select a unit for movement.
# Used to confirm menu
commands.

Start Button
% Used to finish the turn.
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In order to win a battle you'll need to maintain a solid front line by
purchasing or allocating units. Purchasing equipment 1s essential in
order for you to effectively win the battle. However, since funds are

limited, it may be wise to skip a turn between purchasing units to allow
the war funds to accumulate.

o qirfield or port under your occupation; however, multiple eround units can
be purchased and placed outside of the headquarter's building.

To purchase weapons, make sure the cursor 1s at a location where
it is possible to buy units (airfields, ports, and bases). Press the
"C" button to call up the unit commission menu.

Next, select "MAKE" and the Purchase Screen will appear. Select
a weapon to purchase, then press the "C" button. The unit will be
placed on the playfield, and its turned will be ended.

= ¢ity, airfield, and port. However, multiple units can be placed outside of
headquarters. Allocating weapons 1s preferable to making them since War Funds aren't

affected, and the unit's experience i1s retained. NOTE: Allocate can only be used in
Campaign Mode.

To allocate, move the cursor to a location where it 1s possible to
produce units (cities, airfields, ports, and bases), and press the "C"
button. The Allocation Menu will then appear.

Next, select "TALLOCATE" from the menu. The Allocation Screen
will appear. After selecting which unit to allocate, press the "C"

button. The unit will be placed on the playfield and its turn will be
ended.

I you press the "C" button on the folder icon of the Allocation
Menu, a list of units will be displayed according to their type. To
allocate units from here, choose a unit, and press the "C" button.
The unit will be placed on the playfield and its turn will be ended.

Cancels the command.
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The key to winning a battle 1S to occupy as many cities, airports, and military ports as
possible. The number of locations occupied has a direct bearing on the amount of revenue
that will be generated, which, 1n turn, affects the number of weapons that can be pur-
chased. Cities, Airports, and Ports can be occupied by using Infantry men. However,
cities, airports, and military ports that are destroyed cannot be occupied, unless they are
rebuilt.
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To carry out an occupation, first select the Infantry men to use and
press the "C" button. The range of movement for that unit will then
be displayed. Move the unit onto the enemy city, airport, or port
(within the Infantry division's range) you wish to occupy, and press
the ( button;

Next, the Combat Menu will be displayed. Choose the "DONE" | R v e |
command and the men will be displayed on the city. The Occupa-
tton Menu will then be displayed.

It you select “"TAKE,” the men will take the city, airport, or port.
This will increase the amount of war funds generated per turn.

_
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Cancels the command. The men will stay on the city, airport or port;
however, it will not be claimed for their country.

After you have flmshed moving all units a.nd/ or purchasing new weap- | %2
ons, the turn must be ended in order for the battle to proceed. Toend | “#>
a turn, press the START button. The START Menu will appear with
the following two options:

Cancels the command.

Ends your turn, and proceedis with the battle.
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" but @n agwm ohce the .ma;;_, is di

OI‘ t-d a .RAM Cartridge. To use the Backup RAM carmg
sure the cartridge is inserted in the Saturn befo
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If this option is turned on, you can only see enemy units that
are within a few hexes of your units. This is the most realistic
setting, but it makes the game harder. Turning this "on" turns
off the enemy movement display.

If this option is turned off, all enemy units are visible on the
screen, This 1s less realistic, but easier for the novice player.
Turning this "off’ also turns on the enemy movement display.
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There are four different weather conditions that may be encountered durmg the
| game elear cloudy, rain, and SNOW. .

If this option is turr‘;led on, weather is active and will affect all
~units. If the weather becomes to severe, this can prevent
units from proceeding or attacking. Thts 1S the most realistic |
setting, but also more dlfﬁcult

Wedther eond1t10ns will not be dlsplayed when the eptlen is __
tumed off. This is less reahsuc but easier fer novice playerq
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.If th1s eptlen 18 tumed 'on, the playmg fleld 18 dmded up
_into a series of v191ble hexes at all tlmes Th1s makes it '_
_.'eamer te esttmate dlstanees: between Ally and enemy umts .

-f If th1s eptmn 15 tumed eff the hexes wﬂl only be VlSlblef T
_When movmg umts It may be advantages to tumed hexes]i o

g;eff‘ since th1s allews an unebstrueted wew ef the terraln
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This refers to the 3D rendered animations of '._"unitSfengzagin g in battle.

If this option 1s turned 'on, 'the battles will be dlﬂplayed in glorious BB on eaoh
encounter. When 'off' is selected, the animation will be replaced by summary
boxes at the bottom of the screen. The "X" button on the controller can also turn
this on and off directly from the playfield.

SUPPLY

Determines how troops will receive SUpphes during the battle.

By having supply on, supplying fuel and weapons to units that arej'iri need of

supplies is handled by the CPU. In this case, fuel and weapons will be sup-
plied even though 1t may not be absolutely necessary. This command is very
useful for players with copious war funds.

If the option 18 off, repairs and refueling will be handled manually by the 3

player If war funds are fi ght this is the preferred setting. |

SOUND

Allows sound optmns to be modlhed

AUDIO Turns ON or OFF BGM (musm) or SE (Sound effects)

BGM SEL. The BGM of dlfferent natlons can be a‘;slgned here To change
music, use the Direction Key to hlghhght the music, and then press the ”C”__ .
~ button to scroll through the dlfferent themes that are avallable Once the desned

| mus1c 1S selected pres:s the ”B"‘ button to retum to the System Menu f

SND TEST Sound test Plays the dlfferent muﬂcal themes as Well as thef-.;'.-
sound effects u&ed durmg the game |

Th1s 13 only avaﬂable n the STANDARD M.DE W1th thls one can

dec:lde Wthh forces the CPU will control Note that the USER must

' contml a.t least one force
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Overview of the play area. In C mpai gn Mo-de;i_z

will display the nation's 'zs‘t'at'u.s,' troops, victory condi-
tions, battle briefing, key bases, and tactical infor

tion at any time. Note: Map conditions change after the battle is over.
Make sure to consult these screens again to see the final outcome of
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| Upgrades weapons. A unit can be upgraded once it has
reached maximum experience on the graph ‘The units that
" are available to carry out this command are dependent on the
dates (year month, day) or original upgrade and improvement. After placmg theunitat §
the appropriate location (ground units on cities, planes on airfields, and boats at mﬂ]tary
ports), the upgrade command can then be carried out. There must be sufflment war funds |
available to carry out this command. Note: A unit cannot be upgmded afrer it ha:f moved

To upgrade a unit, push the "C" button and the range of movement | 224

ey

will then be shown, push the "C" button again. The Combat Menu
will then be displayed. Next, choose "UPGRADE" and the Up-
grade Screen will be displayed. Then, choose which unit upgrade | feveze, . @R
package to use, and then push the "C" button to confirm the decision. The unll wﬂl
then be upgraded and an "E" will be displayed on the unit symbol.
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'_"‘_-:_and atmck The top num?"f;' L
_ ber is the unit's current.':'-_'__:-iﬁ‘-__ f-umt s curmnt mnd1t10'n.f__;,-_
.'_-.jcondltmn and the bottom | and the bottom is tha ne{*’fﬁ;}{'._".;fi
s.ws the new. CGl’ldltIOﬂ . condinon, | L
e W e Dmplays chang&a, _1f any,_._--'- |
ta tha umts d@fen |
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Merge two umts 111t0 one. Two damaged unlts can be merged together
to form a new unit. ‘When the units are merged their energy, number of
1 bullets, experience, and trammg experience wﬂl be averaged together .
= If the combined number of units exceeds 10, you'll receive one full unit of 10, and the |
. lemamder will be lett Wlth the Dther umt Remember Umts can fml y be ]omed ;f they are '

| -_fhe mme rype |

i TR
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. _.:-To ]O]l’l two umts push the ”C” button and the range of movemem | -r—;;:'r”""'
~ will thenbe shown. If the unit doesn't need to be moved, press the | s
. at button; otherwme move lhe unit next to the other umt Press._i |
-:.-"'.the ”C ! buttcm

When the Combat Menu is dlsplayed choose' ”JOIN" Next move_

_-the cursor to highlight the other uml Press the o bulton ‘The | |
g @p units will be Jomed dnd an' ”E” mll be dlsplayed on the unit
symbol |
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Convert units so they can be transported. Certain weap--
ons can convert into transport trucks or aircraft so that they
can be transported and setup closer to the front lines. Units
can be converted at any location, except Air Infantry Men Wthh can only be converted

into an Aircraft transport at airfields. Aircraft Transports can convert back to Air Infantry
Men at almost any location except on the ocean, and destroyed bridges. NOTE: Aircraft

Tr amparf cannot transform if the weather is Rain or Snow | -

To convert a unit, push the "C" button and the range of movement
will then be shown. Push the "C" button again.

The Combat Menu will then be displayed. Next, choose "CON- | Egnicoces -*::%U
VERT" and the unit will be converted. The unit's turn will then be | 28i. il 5
ended. To convert a unit back to its original form follow the previ-
ous commands.

e emia -



ane has used all-_z'_

" to reload the
L e | plane w1th new bomba Wedpons can be changed by Selectmg d]ffDI'—

. 'ent armament pa(,kages After the plane has been armed the plcme WI]I alse be resup—

| . phed Remembér An azrplane can only be armed at azrﬁeid& . -

f __-f: -To arm the plarle push the "C" buttan and the range of mevement wﬂl:f !
. ';then be shown Push the "C" button again. From the Combat Menu ChGOSe':'f ::Zj"_
. --"ARM dﬂd the: armament sureen wﬂl be dlsplayed L

From the Armament Screen, choose which armament package {0 use by Fror oo ]
-moving the Direction Key to the right or left, then press the' ”C” butt@n
-The unit w;lll be rearmed and its turn Wlll be ended | s .
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"’ﬁ ol Gun §
L0 Bomb §

| -Armored peraonne] c:amer j-:: SHC U-mt"wnh half caterpﬂler '_

| Aircrafe. L

i "Sealad unlt W]th Cﬂtﬂ]’p{]- P

_f"lar tread that allows 11; to

. fldVLl on Wdtﬁl‘

| FIXED Non moblle Umt

| ES ;;_Fﬂm :so]dxan L
_;_j?'ff:.Foat soldlers m a Ieep
- :_:.Supp] )’ C Ei_ l

tlead (Wheeh on. fmnt f:
 tread on. the back)

_ ' -gUmt with Wﬁ:dk caterpi l-- |
. lartrend. . N
HC  Unit with weak ol cat- ||
f_.'f:j'Brpllchr tledd (whee’[s 011; He
~ front, tread on the back). ||
"‘*f--:-{-:.f'Thm unit's mmb.l.ll..ty w;_;
c B e "'“"':"111111[6@ t[} E&S}’ 'EQI'I'E]JH\. 5-
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Bf}mb enemy alrfields, cﬂ;les, and brldges. A p]ayer can reduc:e: |

 their airfields and ciies, ThlS alst;\ restricts their ablhty to place

new Weapons Bombing bridges will halt enemy units- fmm advancmg NOTE You; .

c ann@t bomb an area .r,f anoﬂwr umt LS occupymg rhat hex

In order to bomb an area, ﬁr&,t move the bomber to the gelected
targf:t Once the aircraft is at that location, press the "C" button. L
The Combat Menu wﬂ] dppear wnh the' ”BOMB” bptlon hlgh—- -
hghted . |

Next press the: o button and the bombmg run wnl] be carrl ed out
After the run, the target will explode and an ”E” w:lll be dlsplayed | |
on the umt bymb()l s1gn1fy1ng the end of 1t<; turn .
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the amount of war funds the ene'-_;‘;__'_gy earns per turn by destroymg '

! et '::'I. 1% 'ﬁﬂ- ﬁ‘ q",‘ﬁ:‘l" mewp: .::: i !

_Rebulld destroyed alrﬁelds, ciilles, and brldges. Destroyed%

R BUN,_,  property can only be rebuilt with _'Engmeermg Corps. vehicles.
.~ . ction, it will consume Gne-f'_f"'_5,;"-._);.'
.1‘ CI_tless a;re rebuﬂt they wﬂl be

Every txme the un 1t came:s '_;.@'_ it acc cms’,}}.;,-,__

Nextpressth | ,,___:5_?{_5-}button, and the men wﬂl ge to work carrymg
it the rebulldm_g' project.. Once they are f1mshed rebmldmg, an
E wﬂ] be dlspla,{;{:__ed on the unit symbol e .




tain types of terrain that will make it impos Slble tounload ground
. ~ "units. Therefore, you are only allowed to unload them on the-'
| beaches or m111tc1ry ports After a ground unit has been unloaded, its tum wﬂl be ended.
They will not be. able to move until the next turn. NOTE: Umz‘s can continually be
unZoaded fmm rhe transport ship, as l.«mg as there is avaalable spﬁzce m Zﬁmd zhe units. A

“;f Unload ground unlts from a transport shlp There are cer- |
i
l

Wm \m NG UNITS

" -Before Iandmg ground troops‘. they must ﬁrst be loaded on a traHSport ship. 8
. __"'Umts can only be loaded on a transport ship at a rru11tary port( even if the port
~ is not your own). Transport ships can only hold a certain number of ground
units. Check the transport's information to find out how many units it can carry.
f a transport ship is attacked after there are a number of units on board, and the
_  -shlp suffers damaﬁe the number of units on board will also be decreased.

-To load a gmund umt on a transport shlp, ﬁrst make Sure that_' |
. the transport Shlp 1s docked at a mllitary port N ext choose |
~ which unit to load and press the "C" button. o range of ||
- movement will then be displayed. Move the cursor onto the |
traHSport Shlp and press the ! button |

Afterthe Load Menu has appéared select ”LOAD” to allow | §:
 theunit to be placed on the shlp ( or ”CANCEL” to abort the
operatlon) |

| _j:-.iTo land gmund tmOps the Shlp must ﬁrst be placad at el—'ijj'f |
| ther a beach or a mlhtdry port .nce the Ship 15 at that-_-'}_'_j.f.;_

~ location, press the "C" button. The Combat Menu will be |
. idlsplayﬁ:d Wlth the ”LAND” 0pt1on selected Press the ”C"_-'?'@. _'
. button and a hst of ground umts wﬂ] then be dlsplayed

. Next qelect whlch umt to unload Press the' ”C” button tOf
__conﬁrm your ¢ decision. A hex ran ge will then appear around
__,_._-_"5__the Shlp Next choose Where to 1and the umt Fmaﬂyj Pl‘esq_j;ff

| 'the ”C” button t@ land the umt . . 8550, iraci
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Unload planes from aircraft carriers. Planes must be ]aunched. .
JNL | before the aircraft has moved. Planes can continue to launch
: from the carrier as long as you have places to put the units.
NOTE An azrcmﬁ carrzer can stzll be moved after planes have been lamched

...AN “”*'“‘%-r

| Before dlI‘pldl’lB% can be launched fmm the camer they must be on the carrier.
. '_'-'Alrcraft carriers can only hold a certain number of azrplanes (Check the unit's
~information to find out how many planes _1_t can carry). If the carrier is attacked
~ after there are a number of planes on board, and the ship's endurance is de-
- creased, and the number of planes will be decreased accordingly.

To land a plane on a carrier, first select the plane and press the
- "C" button. A range of movement will then be displayed.
Move the cursor onto the carrier and press the "C" button.

After the Load Menu has appeared, select”" LOAD" to allow
the plane to land on the carrier ("CANCEL" to abort the
operation). |

LAU N Ch «fjg] NG 7
To launch airplanes from an aircraft carrier, first select the | facese .« 5
carrier that is carrying the airplanes, then press the ”C” but- | e
ton to pull up the Combat Menu

LANES

. ;W1th the ”LAUNCH” éommand selected press t_he ”C” but--'.:
_ fon. Nexi, se]ect Wthh plane to launch and press ‘the ”C”f._ '-
‘.-'i.'__‘_--button agam A hﬁzx_ range Wlll then appear around the_f

carrier. Chmse where to place the plane, and then press the:ﬁ. |
"C" button to perfenn the operation. L

o Removes a unit from the playing fie]d Durmg certam stages* .
i ’ ﬁ< of a battle it may be necessary to remove a unit from the playmg-f’

~ ! field in order to make room for new weapons. Toremove a unit,
place the cursor on it. Then press the "C" button to pull up the Combat Menu Next .
choose REM.VE from the Combat Menu, and press the "C" button agam o

l“inally, conﬁrm your decision by choosing "REMOVE." (If you don t Want to' '-
remove the unit, select "CANCEL.") .




. basel ._.;game the fltst game baeed en hl.Stt):_f}f%-_"? |
. s such every name and place in the game had to be ehee-_

'.Amther difficulty was in tl
in some degree. Some used loeal romanizations for foreign words F-r example ""Bru;.-
sels™ could alse be rendered “ Bruxelles ™ “Antwerp ceuld als*. be rendere

nese e -mb“l g ns i gnered thest
__e Onf.ff smtch and always shtwed them. ---;;flestre'{?ﬁ'ed ities,

kL

| On a related subject, some of you may wo
B copyright of the game being 1988. This is be
| Daisenryaku (the original Japanese name)
i came called simply, Daisenryaku. In fact, Supi
| published for the PC-Engine (Turbografx, in th
to have 1t ported way back in 1991. Basically

Everything else has changed, as you can see [§
o by comparing what you have here with the
pictures from Super Daisenryaku at the right.
"3--The only mterestmg feature that Super*:-

"_‘i::-_'i.;_?_:'-':_:jte set the computer to all S1des allowin g the eemputer to play
"""3"5'-:?":_':1tse1f unattended Perhaps that will show up in IRON ST.-E RM 2,
| ~ which wﬂl be done, if the dem and fer thlS game 18___ 112 A
| | enough here. For now, thou sh, w ~ - Bt

while. See you i m a few weeks
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18135 Clear Creek Rd.
Redding, CA 96001
(916) 243-3417

Sega and Sega Saturn are trademarks of SEGA ENTERPHIEES LTD. Irun Storm is a trademark of SEGA Enterprises, LTD, licensed by Working Designs. _
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