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Thank you for sedacting the Red Alarm™* Game Pak for the Nintendo® Virtual Boy™
System. Please read this instruction booklet thoroughly 1o ensure maximum enjoyment of
your new game. Save this booklat for future referance,

A WARNING

This product MUST NOT be wsad by children undar the age of seven (7) years. Anificial steren viskon
displays may not be eafe for such children and may cause serious, parmanent damage 1o thair vision,

Bedore using the Virtual Boy, carefully read the Virtual Boy Instruction Bookle! and the Consumar
information and Precaubons Booklet. Make sure before playing thal you corractly adjust the

hardware, including the IPD and FOCUS, Do not play if you are fegling tired. Discontinue use
iImmedeataly I you leal Ery, nauseabed or tred or if you eyes hurt or become strasned. Do nol usa

unlicensed or counlerfell games. Failure to lellow all instnections could injure you and cause sedous
damage to your vision or hearnng.

For addilional copias of the Virual Boy Instruction Booklet, call 1-800-255-3700

CHOKE HAZARD = SMALL PARTS

NOT FOR CHILDREN UNDER THE AGE OF THREE YEARS. Babées and young children could
choke on the Virual Boy Game Pak cover. Kaap tha Game Pak cover out of reach of small children.
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Before Starting The Game

When using the Virtual Boy, several adjustments must be made
before starting the game. For your health and safety, be certain to
perform these adjustments. If you wear glasses or contact lenses,

be sure to wear them while using the Virtual Boy.

Insert the Game Pak into the Virtual Boy,

then turm the POWER switch located on the
front of the controller to the ON position
When the screen pictured to the nght
appears, continue with the IPD and FOCUS

adjustments.

Press the START button to display the "IFLD
and FOCUS adjustment screen.” Both

adjustments are made using this screen.




IPD Adjustment

This adjustment sets Virtual Boy to the
distance between your eyes (the Inter Pupil
Listance)

While looking at the adjustment screen,
turn the IPD dial located on top of the
Virtual Boy until you can see a mark in all
four corners of the screen, as
shown In tha tollowing illustrabon;

The best adjustment may allow
you 1o see only three of the four
marks., When you have completed
the IPD adjustment, proceed with
the FOLLUS adjustmeant




Focus Adjustment ]

This adjustment makes sure that you
see the game image in the Virtual Boy
display clearly.

Move the FOCUS slider to the
CENTER POSITION as marked on the
housing. For most people, the center
position should give you the clearest
image

If the image is still fuzzy, then adjust
the FOCUS slider right or left until the

image is sharp and clear.




Automatic Pause Function

All Virtual Boy Game Paks contain an automatic
pause funchon.

After completing the IPD and FOCUS adjustments,
press the START button and the screen pictured &l
right will appear, The automatic pausa is presét to
the ON position. Nintendo recommeands that you
ALWAYS sat the automatic pause to ON,

To overrde the satting, use +—or -+ on the L oo
Control Pad, then prass the START button to begin

thie game.

After playing "Red Alarm® for 15 minutes, and
when complete a stage, the game will present Yyou
with the Autlo Pause Screan. At this point, please
take a break and give your ayes some rest. After
your rest is complated, press the START button to

restart the game
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The Red Alarm Story

A devastating World War ravaged the Earth for 70 agonizing yvears
beginning at the end of the 20th Century.

During the later stages of the war, an automated battle system named
K. 0. 5.7 (Killer Operating System) was developed.

Central to the "K. O. 5. program was a highly sophisticated neural net,

which included the compilation of all biotechnology data available.
This made the "K. O. 5. an extremely efficient and highly adaptable
weapon, able to rapidly determine and generate the most elfective

response to any external threat, It became known simply as KAQOS.

KAQS turned the tides of war, and the war ended with the establishment
of the "Commonwealth of Earth.” The new government promised to
establish a utopia, and its first move was o order the destruction of all
the weapons of war,

KADS was ordered shut down and all other weapon systems destroyed.
The world rejoiced and weapons were torn apart at a record pace.



What no one realized was that KAOS had become a sentient baing,
with only one goal: SURVIVAL! It turned off all external signs of

operation, and began secretly crealing a massive army of weapons
and brutal creatures,

Without waming, KAOS released its armies on the world to destroy its
new found enemy, all of humanity! The only weapon of war remaining

was a lone Tech-Wing Fighter!!

Your job, should you choose to accept it, is to pilot the Tech-Wing
Fighter, enter KAOS and destroy it from within! The fate of humanity
is in your able hands!!




Basic Controller Functions

START BUTTON

Accept menu item / Start the game / Pause.

L BUTTON

Fress while maneuvering to maneuver faster,

LEFT<"CONTROL PAD
Change menu item / Ascend / Descend / Left / Right.

SELECT BUTTON

Switch between the 4 points of view.




POWER SWITCH
Turns Power On and Off,

R BUTTON

Fires the Balkan Cannon. When locked
on, press again to fire a homing missile.

Used only during game piay.
RIGHT :»rCONTROL PAD

Evasive maneuvers.Used only dunng
game play.

A BUTTON

Accept menu item / Accelerate during
game play.

B BUTTON

Cancels menu item / Decelerate and
Reverse during game play. ﬂ



The Tech-Wing Fighter

| Shields |

Here is the Tech-Wing Fighter.
Developed during the war, this is the
only remaining weapon we have 1o

battle KAOS. You will take
this fightar inside KADS to

destroy it from within.
Learmn all youcan now to

ensura your suctess.

o

Balkan Cannon S
_— Homing Missiles




Balkan Cannon Homing Missiles

This is a rapid-fire direct energy These missiles will home in on
weapon. Alm well, for some their targets. Use them against
enemies are armored heavily armored targets.

shields

These are your datensas aganst

enemy fire. Maximum strength
15 10,




Options Menu

There are 4 choices on the options menu.

Title Screen START -
otart the gama.

OPTION : N

Go to the Option Select menu.

Option Select

Choose between Display,
Button, Eyes and Level.

IE11F Reaturn to the Title Screen.

Display Adjustment Menu

Adjust the Brightness and Depth with the left
and right of the Left < Control Pad.

" If there is too much depth, it may cause increased eye fatigue,
m s0 adjust it to suit your eyes.




Controller Functions Selection

Choose Type 1 through Type 4 by
using the Left - Control Pad.

LM i Ascand
?-II:I'.I'-I.'I'-.I .I:lﬁ:'-.-.'.r"ll'.l
LEFT Tuwen Ll
_______ FIGHT _'l_'L-'ll Figh
_______ ':ILII-:H__.T“_'LE_HI-I_ ___I_-'!Hr.ul:I ¥ L
CHAMNGGE Switch Point of View
IPD and Focus I Pause
Adjust the IPD and Focus to your SLIDE  |UP | Ascand
liking. Refer to Pages 4 - 7. DOWN Dascend
.l.rEl'-T Glip Lo
.LE'I"EJ' L it .-I'-I.II'_1"HT Sli_|.1_|-'-l_i_|:;r'l'
Wi [SHOOT ___|shoot
Choose between EASY, | SPEED LB Aconplarato
NORMAL and HARL. ; - -:SI'-‘EEEI D'IDWH.DE'-::HEI-:I'.“_'




Replay Controller Functions

Once you have cleared a level, or when the game
Is over, you may watch a replay of the Tech-Wing's
flight using various camera angles.

* Plaase ralar to the "Basikc Contmaller Functions®™ secton for the nameas of the Buttons.

-
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LEFT." CONTROL PAD

e ———— e e e ———— = —

View from above Start Button
View from the left d} View from the right Pause
‘ View from below
RIGHT="CONTROL PAD A Button

Zoom in ‘ Fast torward

|
View to the left ﬁ View 1o the right B Button
# AL

A




The Game Screen

The Red Alarm game screen displays
the following information:

(1) Score :

Displays your currenl score.
2) Fuel Gauge :

Indicates the amount of
fuel remaining.

(3) Homing Missiles :

Indicates the numbear of
Homing Missiles remaining.

(4) Booster :
Indicates the number of (6) Speed :

boosters remaining. [B] Backward, [0] Stop, [1] Slow, [2] Fast,
[T] Turbo.

Weapon Sight :
mremaurung in the shields. Only appears in the cockpit view point.

Indicates the power level



You may select NEXT STAGE, REPLAY
and CONTINUE from these screens.

Stage Clear and Game Over Screens

NEXT STAGE advances you to the next
51{53&-

REPLAY allows you to watch your progress
th Iroug I'l_’rrj_e previous :';.Iagt_;.

CONTINUE allows you to view up to 3
replays from the GAME OVER screen.

END allows you to pause the gama.

There are 2 pause menus: 1 during game play an:l
the other during replay. EXIT unpauses.

PAUSE DURING THE GAME PAUSE DURING REPLAY
Salect from EXIT, DISPLAY, Select from EXIT and END.
BUTTON or EYES, Please EMD retums you to the Stage

refer 1o Page 14, Clear Screan. d



Switching Camera Locations

There are 4 different camera locations to choose from.
Press the Select Button to switch between them.

The locations are as follows: Normal View, Tight View, Cockpit View
and 3/4 Top View.

Normal View:

Lhis is the standard view,
and the easiest way to fly
the Tech-Wing. This view
allows you to see enemies
benind you and engage in
Dog Fights. Masier this
view first.

h You may even switch camera locations while the game is paused.




Tight View :

Cockpit View

34 Top View :

In this view you are much closer to the
Tech-Wing fighter. This camera allows for
realistic flying, but it is hard to see enemies
behind you, so use Evasive Maneuvers
(Right <2 Control Pad) to evade them.

This camera angle puts you in the seat of
thé Tech-Wing! This view allows for the
Lock on sight to be displayed on the screen
and provides a powerful, close-up battle
experience.

This camera angle is much like watching a
Sci-Fi movie, but it is also the most difficult

to operate of the 4. Only the best play here!




Power Up Items

There are 4 glorious power up items in Red Alarm,

as shown here:

BOOSTERS

These turbo-charged engine
enhancears will allow you to genarate a

burst of speed by pressing the
accelerate button. If you are damaged,

they will be destroyed. Stock up to 4
maximum. Collecting mora than 4 will

gve you a 3,000 point bonus.

HOMING MISSILE

This weapon upgrade increases your
meaager allotmeant of homing missilas.
There are 4 levels of missile power and
B may be fired off in rapid succeassion.
L-ollecting more than the maximum will
give you a 3,000 point bonus




SHIELDS

Each shield item collected will repalir 2

of your 10 shields. If your shields are
full, you will collect 3,000 points.

BONUS POINTS

These babies increase your score by
3,000 each!




The Goal Of Red Alarm

Red Alarm allows you to enjoy the thrill of a 3-D flight
simulator.

Your goal is simple, destroy all the
engmies and obstacles generated by
KAQS as they fly freely in Virtual 3-D
space. Then destroy the central
neural net that makes KADS tick and
terminate the menace once and for all. o
The Tech-Wing fighter is the last hope gl il
of humankind, so be carefull Y

o
I.II
Iy
F




At the end of each stage you will
encounter a danger zone which is
guarded by a very powerful boss.
You must destroy the boss to advance to the |

next stage.

When you succeed in clearing a stage,
there is a "Replay” option. The "Replay” option is
a video taped recording which enables you
or a fmend to view your progress s
through the stage from a variety of diferent s
camera angles. o

If your eyes get tired, please take a break between
stages,




The Enemies

There is a great variety of both automated weapons
and creatures inside KAOS waiting to destroy you.

Here is but a small sampling:

| BATTLE MECH | KAPPER
A battle machine. An older, cheaper model.
JTends to attack in These aré evarywhere.
groups.
|
MU-17 l
A defensive weapon SPINNING DEATH
system. A floating defensive weapon.
Usually at portals. Found in the depths of KADS.




SPY POD HEAVY MECH

Spy technology with This human-shaped
few weapons. KAOS weapon is forged
uses these 1o keep from a titanium alloy.,

tabs on your location.

I DRAGON MECH
shaped like a dragon,
ATTACK MECH MOSQUITO MECH this mech will hunt you
A very powerful weapon Quick, flying mechs with homing missiles
system. Destroythem  which attack in groups. of its own.
as soon as they appear.




Meet The Bosses

HORK LANDER

This Is the stage 1 boss.

This boss is strong. Hork Lander
was hurriedly generated by KAOS
and hence some of s functions
are incomplete and some systems
unstable. '

Eﬂeware of its homing missiles!




BARBARAY

This is the stage 2 boss.

Barbaray is a large creature
that controls many of the internal
defensive mechanisms of KAQS.
Barbaray is face-shaped, but will
transform during battle!




* Master your evasive maneuvers, for they will
save you often.

* Avoid enemy fire at all costs!

* Adjust the speed of the Tech-Wing fighter to
best fit the situation.

* You are not required to destroy all the
enemies.

* Quickly destroy any enemies that are
protecting a boss.




* Collect all power up items!

* Take advantage of the
Automatic Pause function

to give your eyes a rest.

* Waitch the replays to learn
from both your mistakes
and successes.

* Always make the proper
IPD and Focus adjustments.




IMPORTANT: .t

WARNING. Copying of any Nintendo game is illegal and is sinclly prohibited by domestc and
imternational copyright laws. "Back-up” or "archival” copies are not authonzed and are not
necassanry 1o protect your software. Violators will ba prosacuted.

This Miettendo gama is not designed for use with any unauthornzed copying device, Use of any
such device will invalidale your Mintendo product warranly. Nintendo (and/or any Nintendo
licensae or distnbutor) is mol responsible for any damage or loss caused by the use of any such
dewsce. I use of such device causas your game 1o stop oparating, disconnect the device

carefully to avoid damage and resuma normal game play, I your game ceases o opérale and
vou hayve no davice atlached to i1, pleass contact yvour local authorized Mintendo retailler,

The conterts of this notice do not iInterfara with vour statulory rights.

This manual and ofher printad matler accompanying this game are profecied by domestic and
intemnational copynght laws.,

The rental of this game without permission of Nintendo or 1S oensees S sinctly prohibited.

For further informalion or assistance, please contact:

Mintando Consumer Assistance Hotline
1-800-255-3700 (U.5. and Canada)

Or your local authonzed Nintenda redailer.
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Nirtendo of Amenca Ino. (Nimendo™] warmans &0 T onging purchaser Tist s product (harcwars, game paks and Ricessrss| Bal

be trea fom oolacs i masaral and workmacship for g perod of Sres |3} months fom the date of purchase F & defect coversd by Fis

;@Fﬁ“mhmiﬂmﬂ warnnty penod, Nirmenos will efsin of miiacs the defscive poduct or component part, ai
dAciHIE of chamga.

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only)

Himlefidd maitasts o the odgnal porchaser thal the hardwane product snall e tes liom debssts » maleis ang workmanship for &

iNbcnal Fres (1) months beyond the ongiral 3-month wamasty pafisd descebed above. If o defect covered by this wamanty oocunsg

dring the nddfonal 3-mordh warmanty peeod, Nintends wll rapier ®w defecive narthwse product o oompaned free o changs. The

ongiral purchaser S omiked 10 e addlions 3-month bmted repsr warmnty only f the Consumaer Proof of Purchase Cand {pfisched 5o

Hm':i*;ﬁldhl whin scid} e swlumed promptly aher the dale of pucrese 10 Niskendo by % onginel purcheser o he crginal
. f

pulchaisr

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY
You may nesd only simple Instructions to cormect any problam with your product.

Cal the Consumer Assaiarcs Holbng gl 1-800-258-5700 rafher Than going 10 your suiaidis, Hinits o igscaton pre 4 a.m. in Monig
PRk Time, Morday - Salurday. and & am o T om, Pacific Tima, oh Sundays (Hmes sutiect o changel. i the problam carrol ba
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evpress InCiony serdie thicugh Binanda. | efe ifstances, R oy be nocessany tor you 10 ship b comglale produs. FRERGHT
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WARRANTY LIMITATIONS
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NEED HELP WITH INSTALLATION, MAINTENANCE,
OR SERVICE? CALL 1-800-255-3700.

Mintendo of Ameanca Inc.
PO Bow 857 Redmond, WA S8073-0857 LIS A PN TED I A



