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1. QUICK START INSTRUCTIONS

You, a Federation Psychic Soldier, are standing at the Landing Pad of
Samar City, a neutral satellite at the edge of the Quila Star System. It's up
to you to destroy the satellite system of the Imperial Army.

Getting Started

Start your computer with a DOS disk (2.1 or higher). If you wish to save
your progress, make sure you have a formatted floppy disk on hand. At the
A> prompt, insert Psychic War Disk 1 into drive A. Type PW and press the
ENTER key. Select NEW GAME from the message window on the game
screen. When prompted, insert Psychic War Disk 2 into the drive. Then,
type in your name (maximum of eight characters) and prepare to meet your
destiny.

To prove you are a true Psychic Soldier, you must obtain security clearance
before the game can begin. When asked, look up the correct ESP power
by using the Ally Information Table which is printed on a separate sheet of
paper. DO NOT LOSE THIS IMPORTANT DOCUMENT.

Get Going!

Start exploring Samar City. Use the up arrow key to move forward, the left
and right arrow key to turn left or right, and the down arrow key to tumn
around. If you are using a joystick, pushing it forward moves you forward,
pushing it right or left moves you right or left, and pushing it back turns you
around.

Some Advice from the Federation Supreme Council

1. Look for allies in Samar City. They will not attack you. Add them to your
party by pressing F2 and selecting Team up.

2. Enemies will attack you. SPACEBAR turns your psychic power against
them. If someone in your team has the ESP called Shield, then pressing
ENTER will shield you from their psychic beams.

3. The Imperial Army has hidden many items in their satellites. Try hard to
find them. You had better start mapping right away.

4. Defeat the Emperor Quila!

Don't forget to save your game often!

2. RECORD OF THE ESP BATTLE FOR THE GALAXY

The battle of the Extra Sensory Perception (ESP) soldiers begins. "Psychic
Soldiers" have NO time to rest.

Star Calendar Year 3530. The Imperial Army, attempting to conquer the
Galaxy, invaded the KGD Star Area. Overwhelmed by the Army's mighty
force, the leaders of the KGD Star Area were brought under total control.
However, the three major Federations of stars in the KGD area did not
succumb to the Imperial Army. That was the beginning of the First Star
War. The battle continued for three and a half years ending with the total
defeat of the Federation. The Imperial Army was in complete control. But,
in the underground, a soldier of the KGD was plotting rebellion.

With an android as a partner, soldiers traveled to an enemy station and
obtained the file of the ESP controlling mechanism device. With this, many
soldiers were released from the control of the device and were thus able to
exercise their own ESP powers. The Psychic Soldiers, with their regained
ESP powers banded together to defeat the Imperial Army. Although the
Imperial Army was victorious in the First Star War, the losses it incurred
weakened its combat power, and it faced defeat at the hands of the Psychic
Soldiers.

Finally, the 100 year rule of the Imperial Army ended. The KGD Star Area
was liberated. Peace and freedom returned in the Star Calendar Year
3652.

Although its retreat to the Mother Star System was inevitable, the Imperial
Army had not given up the desire to reconquer the KGD Star Area and fo
become ruler of the Galaxy. The psychic power of the KGD Federation and
the strength of the mighty Starfleet Armada of the Imperial Army were
almost equal in force. This is one of the reasons that the leadership of the
Imperial Army was hesitant about instigating a Second Star War. In order
to break the stalemate, the Imperial Army developed a device to create a
Psychic Wave.

The KGD Star Area began to develop a Psychic Network to prepare for the
attack of the Imperial Army.



Star Calender Year 3656. The Imperial Army finally succeeded in creating
a Psychic Wave. With this, the Imperial Army took the lead in the power
struggle. But information about this new development was quickly transmit-
ted to the Supreme Council of the Federation via Psychic Network by a
Federation agent who was placed in the Quila Star System. The Supreme
Council had a heated debate about developing a counter-measure, but they
failed to take any action. The Imperial Army, meanwhile, had loaded the
Psychic Wave device into a vessel and was ready to attack at any time.

The Supreme Council decided that an all out battle with the Imperial Army
should be avoided. They struggled to figure out which combat strategy they
should follow. The mood was tense but then good news arrived from the
federation agent. The satellite system of the Imperial Army had been
located! The Supreme Gouncil decided to destroy the satellite. A few of the
Psychic Soldiers were sent as secret agents to the enemy star sytem.

At the outer rim of the enemy star system there is a neutral satellite station
built for inter-planetary commerce. At this station, you, a Psychic Soldier
sent by the Supreme Council, meet a beautiful woman named Kayla. She
is actually the android who had saved the KGD Star Area earlier on,
restored in the form of a beautiful woman.

Unless the enemy satellite base is destroyed before the Imperial Army can
start an all out war, the KGD Star Area will fall into the hands of the Army.
The Supreme Council puts their trust in the ESP powers of you and the
other Psychic Soldiers. The destiny of the KGD Star Area is in your hands.

The "ESP Battle of the Galaxy" destined to be talked about for many years
to come will now begin. The battle will continue until the Imperial Army
is destroyed.

3. THE BASICS 1

Minimum Memory and Compatability Requirements .

To run Psychic War you must have:

1. IBM/Tandy or 100% compatible computer

2. MS DOS or PC DOS 2.1 or higher

3. CGA, EGA, VGA, Tandy 16 color, or Hercules Monochrome graphics
adapter

4. 384K of memory

5. A blank, formatted disk on which to save your psychic battle in progress

NOTE: If you get a memory error while trying to boot Psychic War ona
machine with 384K, you should remove all memory resident programs and
try again.

How to Make Backup Disks

It is a good idea to make copies of your original Psychic War disks and run
the program from your copies. Use the DOS command DISKCOPY to copy
the Psychic War disks onto blank floppy disks. If you have any questions
regarding the use of the DISKCOPY command, please refer to your DOS
manual.

Hard Disk Installation

If you have a hard disk, you may want to install the program on it. You will
need approximately 1 megabyte of free space on your hard disk to install
Psychic War. For the following example, it is assumed that you will insert
the original Psychic War disk into drive A and your hard disk is drive C. If
you insert the Psychic War disk into a different drive, please substitute the
correct drive letter in place of the letter A. If your hard disk is a drive other
than C, substitute the correct drive letter for the letter C.

1. Boot your computer to the DOS prompt.

2. You should create a directory in which to store the Psychic War files.
Make sure that the directory name that you choose does not conflict with
any of your current directory names. As an example, we will use the name
"PW." Type md PW.

3. Type cd PW to enter the directory.

4. Ingert Psychic War Disk 1 into the drive.



9. Type: copy a>.* This will copy all files from the Psychic War disk into
the directory called PW on your hard disk.

6. When this process is finished, insert Psychic War Disk 2 into the drive
and repeat step 5.

All Psychic War files should now be copied to your hard disk.

Selecting Graphic Modes

During boot-up, the Psychic War program will attempt to select the best
graphic mode available on your computer. However, to ensure that the
program enters the proper graphic mode, it is suggested that you follow the
procedure outlined below:

IBM or compatible with Hercules Monochrome card

On an IBM or compatible with a Hercules Monochrome card, Psychic War
will run in Hercules mode. To run the program in Hercules mode, type:
PW H.

IBM or compatible with CGA card

BBl On an IBM or compatible with a GGA card, Psychic War will run in GGA

mode. To run the program in CGA mode, type: PW C.

IBM or compatible with EGA or VGA card

On an IBM or compatible with an EGA or VGA card, Psychic War can run in
either CGA mode or EGA mode. To run the program in CGA mode, type:
PW C. To run the program in EGA mode, type: PW E.

Tandy 1000 series

On a Tandy 1000 series computer, Psychic War can run in either CGA
mode or Tandy 16 color mode. To run the program in Tandy 16 color
mode, type: PW T. To run the program in CGA mode, type: PW C.

Selecting Other Options

During boot-up, you can also select whether to use the joystick or turn off
the music. To turn ON the joystick, at the prompt type: PW J. To turn OFF
the Psychic War music, at the prompt type: PW S

Keyhoard and Joystick Commands

Moving around in the satellites

If you are using the keyboard, the keys works like this:
Up Arrow Key: Progress forward

Right Arrow Key: Turn Right

Left Arrow Key: Turn Left

Down Arrow Key: Turn Around

If you are using a joystick, pushing it forward moves you forward, pushing it
right or left moves you right or left, and pushing it back turns you around.

Getting to the Main Operation Menu
Pressing the ESC key will take you to the Main Operation Menu, regardless
of whether you are using the keyboard or joystick.



Once you are at the Main Operation Menu, use the CURSOR KEYS or the
joystick to move the pointer through the menu selections. Use the ENTER
KEY, SPACEBAR or joystick buttons to choose the menu selection that the
painter indicates. Select Cancel from the Operation Menu to return to the
game or to return to the Main Operation Menu [from a sub-menu].

During Patrols and Battles

Whether you are using the keyboard or joystick, you will need to use
the following keys during your patrols of each satellite or during battle
sequences:

F1 Key...Turbogun (Can be used only when a cartridge is attached)

F2 Key...Communicate with potential allies

F3 Key...Teleport (Jump one step back from a battle. Unfortunately, this
command will not always succeed.)

Once engaged in battle use these keyboard or joystick commands:
SPACEBAR or button #1...Psychic Beam

RETURN KEY or button #2...Shield (Can be used only when there are
individuals with shield capacity)

NOTE: Communicating (F2) and teleporting (F3) do not always succeed
during battle.

Special Keys

CONTROL - R
Ends the current game (without saving) and starts a new one. You will be
asked if you want to start a new game or load a saved game.

CONTROL - J
Toggles joystick control on/off. When you turn the joystick on, the program
will automatically calibrate the joystick.

CONTROL - Q
Quits the game without saving and exits to DOS.

ESC Key - Main Operation Menu

4, USING THE PROGRAM

Getting Started

1. Turn on your computer and monitor. Make sure you boot up your
computer using DOS (2.1 or higher).

2. Format a blank floppy disk on which to save your game in progress.
(Assuming you use drive A, type: FORMAT A:. If you have any questions
regarding the use of the FORMAT command, please refer to your DOS
manual.)

3. Insert Psychic War Disk 1 into drive A.

4. If you are running Psychic War from the floppy drive, at the A>prompt
type PW and hit the ENTER key. If you have installed Psychic War on your
hard disk, switch to the directory in which the Psychic War files are located.
Next, type PW and hit the ENTER key.

5. You will see the opening graphics. If you do not see the opening
graphics at this time then Psychic War most likely had frouble determining
the proper graphics mode for your computer. At this time please refer to the
section entitied Selecting Graphic Modes.

To prove you are a true Psychic Soldier, you must obtain security clearance [ 4 ]

before the game can begin. When asked, look up the correct ESP power
by using the Ally Information Table which is printed on a separate sheet of
paper. DO NOT LOSE THIS IMPORTANT DOCUMENT.

Press the SPACEBAR or ENTER if you have already seen the opening and
wish to skip the introduction and bring up the game screen.

Starting a New Game or Loading a Saved Game

At the game screen a message box will appear asking if you want to start a
new game or load a saved game. If this is your first game, or if you want to
start over, you will be prompted to enter your main character's name - YOU!
You can use up to eight characters.

If you are loading a saved game, you will be asked to put in your user disk
and type in the name of your saved game, then press ENTER. If you don't
remember the name of the game, press the down arrow key until you find
the game file that you want, then press ENTER.



Main Playing Screen - An Overview

1. Parameters
a. Displays current strength
b. Displays your party's combined psychic power

2. Android
Kayla is your reliable partner. You must find special parts and install
them on Kayla before she will be able to help you.

3. Battle Area

All of the participants of the game including yourself are displayed
here. You can have a maximum of three other members in your party.
This is also where your psychic battles take place.

4. Message Area
The information necessary to play the game is displayed here. Make
sure you read the fine print.

5. 3-D Screen
This is where all the action takes place. Watch it!

6. Secondary Message Area
This message area displays your current location and the direction in which
you are facing.

7. Command Area
This is your menu screen. ESC will display your main Operation Menu.
This is also where you can choose alternative action for your party.

8. Android Data Screen
This area displays information about team members, maps, and other
items obtained during game play.

9. Item Display Area
This area displays the critical android items and other items needed to
complete the game.

Android Data Screen
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1. Maximum body strength

2. Name (Maximum of 8 characters long)
3. Current body strength

4. Current level

5. Armor

6.Current Psychic Power

7. Maximum Psychic Power

8. lllustration of the player

9. Experience

10. ESP Powers

When the experience increases to a specific amount, your level will
advance. At this time your experience points will return to zero. However,
your body strength and psychic ability will increase.

Main Operation Menu

At the Main Operation Menu use either the up and down cursor keys or the
joystick to move the pointer to your desired menu option. Select an option
by pressing the SPACEBAR or RETURN key, or by pressing Button # 1 or 2
on the joystick.

At the Main Operation Menu, there are the following menu options as
shown below:

Ask Kayla

See ltems

ESP Power

Options

Cancel

As you obtain various items throughout the game, the content of the menu
increases.

Ask Kayla

In the beginning of the game, the android Kayla, is missing important
mechanical items that are necessary to complete the game. Your job is to
search out these items hidden in the various satellites and obtain them for
Kayla. As you obtain them for her, they will appear when you select

"Ask Kayla." These items are: the sensor, the mapper and the decoder.
Ask Kayla, and she will then use her abilities to select the correct map,
show you where you are, and decode secret messages for you. Be
advised: You'll have to find the repair room to assemble these items!

See items

In the beginning, the only item to review is your own status. As the game
progresses, you will be able o see a list of items you have obtained - such
as android mechanical items, weapons, cards and maps.

ESP Power

In the beginning, four psychic powers will be displayed - Empathy,
Marker, Mind Jump and Duplicate. Once you find an ally who possesses
one of these powers, then all other party members can benefit from that
psychic ability.

Options
Your two options here are Save Game and Sound.

Save Game

Itis a good idea to save your game frequently. If you choose to save your
game, you will be prompted to insert your user disk. You will be asked to
enter in a name for your saved game. It can be up to eight characters long.
Only use numbers andfor letters, then press ENTER. If you want to save
over a previously named game file, press the down arrow key until you find
the correct game file, then press ENTER.

If you are running Psychic War from a floppy disk, make sure you
have a formatted floppy disk handy on which to save your game.



If you choose not to save your game, you will be asked if you want to
continue playing the game. If you choose to continue, you will return to the
game. If you cheose to discontinue playing, you will go to an end screen
before returning to DOS. Make sure and save your program disks and user
disk in a safe place.

NOTE: The saved games are stored as (NAME).DAT with (NAME) being
the name you gave your saved game. To transfer your saved game to
another disk, just copy the (NAME).DAT file to another floppy disk or hard
disk. For example, to move the saved game "DUDE" from the subdirectory
PW on the hard disk, drive C to floppy disk, driveAtype: copy c:
\PW\DUDE.dat a:

Sound

If you want to play without sound, select this menu option. You will be
asked if you want sound on or off. This is also where you can turn the
sound back on, if you have already turned it off.

NOTE: If you want to turn the sound off before the game starts, at the A:

prompt type PW S and hit the ENTER key.

8. Advice from the Federation Supreme Council

1. Look for allies in Samar City. They will not attack you. Add them to your
party by pressing F2 and selecting Team up.

2. Enemies will attack you. SPACEBAR turns your psychic power against
them. If a member of your team has the ESP called Shield, pressing
RETURN will shield you from their psychic beams.

3. The Imperial Army has hidden many items in their satellites. Try hard to
find them.

4. Psychic Soldiers may possess the following ESP:

BEAM...The ability to transform psychic power into a beam and attack the
enemy with it (SPACEBAR).

TELEPORT...The ability to run away from the enemy during battle (F3).
SHIELD...Blocks the Psychic Beam of an enemy (RETURN).
SUCTION...The ability to absorb the Psychic Energy of the enemy.
EMPATHY...The ability to recover strength.

DUPLICATE...The ability to transform into an enemy shape.
HYPER...The ability to increase the power of the beam.

MARKER...The ability to memorize a location.

MIND JUMP...The ability to jump to a place you have memorized.
MAGNIFY...A mysterious ESP. Without this power, it may be impossible to
defeat the Imperial Army.

MEGA SHIELD...A shield with great strength to block the psychic beam of
an enemy.

GOOD LUCK, PSYCHIC SOLDIERS!



6. Stolen Imperial Army Secrets

WARNING:

The following maps and information were supplied to
the Federation Supreme Council by the Federation
agent spying on the Imperial Army in the Quila Star
System. These maps and information may provide
valuable help. However, true Psychic Soldiers, so
proud and confident of their own psychic abilities,

usually decide to rely on their own instincts. It's up to

you as a Psychic Soldier to decide whether you would

like the help offered by these secret maps.




Secret Information
1. YONTRY - can be found in the NRS room. Use it to restore strength
and psychic power.

2. MAPS - show overhead view of enemy territory.
3. VIP CARD - can be found in the VIP room on Sivad.

4. ANDROID - her functions are activated at the Repair Room on Samar.
MAP SELECTOR- lets you select the map of your current location from
among the maps you have. Look for the Lab on Sivad.

POINT SENSOR - lets you identify your current location in the base you're
in. Look for the Lab on Zellwal.

DECODER - lets you break the code in enemy rooms. Look for a computer
room on Rusteck.

5. Armor - there are three types of armor

TROGAN 3 - found in a Stock room on Zeliwal. It is the weakest armor.
RAMZES 6 - found in the Stock room on Rusteck. It is the second
strongest armor.

SHEEK 9 - found in the Stock room on Celtac. It is the strongest armor.

6. TURBOGUN - the weapon you need to defeat the BIOBEASTS. Look in
aroom on Rusteck. To use it you have to get a cartridge and load it.

7. CARTRIDGES - needed for the Turbogun. To load, select Turbogun

from the Main Operation Menu and select from the three types of cartridges.

GAMERA - found in a stock room on Rusteck. Effective against the
Biobeasts on Zellwal and on the middle level of Melser.

RODAN - found in a stock room on the lower level of Celtac. Effective
against the Biobeasts on the middle level of Celtac.

MOTHRA - found on the upper level of Celtac. Effective against the
Biobeasts on the upper level of Celtac.

8. CRYSTALS - are necessary to accomplish your final objective - to
activate the self-destruct sequence on Melser.

TEARS CRYSTAL - found in the VIP room on the lower level of Celtac;
implemented at the console on Melser.

BLOOD CRYSTAL - found in the VIP room on the middle level of Celtac;
implemented at the console on Melser.

SWEAT CRYSTAL - found in the VIP room on Shua; implemented at the
console on Melser.

9. E-Pack - needed to transmit from a transport room. It can be found on
Celtac and Shua. It can only be used once but you can get another by
going back to the place you found it.

10. ID BADGE - found in a Bio Room on Shua. It is used to get through
one of the two gates on Celtac. The BLOOD CRYSTAL is inside.

11. PSYCHOGUN - found in a Stock Room on Shua. Once you have it
your psychic beam changes and becomes stronger. It is difficult to obtain
but you'll need it to accomplish your final objective.

12. BEEFUN - Obtained in a room on Melser. It is used as a key for the
Launch Pad. After setting the auto-destruct sequence you have to get off of
Melser within a certain amount of time. This is accomplished from a certain
room at the Launch Pad using BEEFUN. Without the BEEFUN you will die
when Melser self-destructs, but you will have saved the Federation and
defeated the Imperial Army.

NOTE: Make sure you have Zupreen on your team - she has a psychic
power you need.

13. PSYCHOBARRIERS - Whoever passes through the barrier has their
physical strength cut in half. To disable the barrier, you must destroy the
PSYCHO OFF room. They are on: 1) the third level of Celtac; 2) Shua;
3) the 1st and 2nd level of Melser.



Satellite Maps
1. SAMAR

4 l # e'r] 4:z; L‘%
T s 1
t y

lu I
1T
+
H

K

£ L
t R




2. SIVAD |

B1 IF
(Dx
g BT
| T WO
I g
/! E‘L :
3 €Ny
7 @L | ‘%l
ha= Y
2F
EJ ele)
+ |

1F

TR

7 3
|

LT T
T

O 600

| Dol

—}TH"I‘UUT @

(G 3 R CTIE )

]




SIVAD Il

i1

LT

4F

[Ea

5)

eS8

B

5F |2

[

@

E

-

2]
@&t

B

2]

@ L

18

| F

ef 11 [+ 19

[@i‘;ﬁ

o~
8y




3. ZELLWAL

g Iy

- Lou T

4
T




4. RUSTECK |

CE_:"

H ey L L1 <f]

n &
@

|

4 .. i
HEEENENREIN
«E wh
N [N ES
fed 13
3 L T |8 E 10
trlt

R

_I_

F=kouT




RUSTECK Il

pi

3R




5. CELTAC |

g4

T RS
HHH

':JH .;; 9

3, [ L 7
=

= o I JL
TR M A N |

[EEFT FxARInTED

1T

T




CELTAC I




CELTAC i

TF

6k

gk

!

;
=15
Or

]

&l

1

-+

5G]

B

T @él.‘“:: - :‘

T

1S, o

gk

9B

(Of



6. SHUA

7T

b 1
HH+

51 3

o H‘j@‘)

L
H




7. MELSER |

Bl

=

—’ o T +1
Ll R

L 2 -+ L

¥ METTE R [T

TH- it

nis)

<M

t 'r._‘ 2 ] 4
Ftet T ]
T T E
H prt]
MM
-+t R RAR Y H o
] -+ .
+ T 3
T T k
oo 0 g .
Jﬁ E
r - r 3

B1

et @l




MELSER II

2R

L
.@:
F | 1. F ¥
A MEN)
ey Lk
i T . Ch-Las
@_.___ H o
4 .@L@T.._“ o
RIS
e
JF._“ r L. -

CJElCIEN

£ =1

@ruu.«._, s
|@F 3 £k

@ .50 nr_ 1
- -

@y = & H:.n -
AoF B F T
J..E DS E %.

8 O -

g B £

L S 10

J:r b ml ES)
. RS




7. CREDITS

About Kyodai Software Marketing, Inc.
KYWJDAI

Founded in February 1988, Kyodai is a joint venture involving 11 Japanese
personal computer software publishers and Brederbund Software, Inc. An
American company based in San Rafael, California, Kyodai brings best-
selling Japanese personal computer software titles to the North American
market. We at Kyodai believe that American computer users will enjoy the
converted Japanese programs for their superb graphics and their interesting
storylines - the same characteristics that made them best-sellers in Japan.

About Kogado Studios
KOGADO

Software Products
KOGADO STUDIO founded in 1916. It was incorporated in 1960 by Mr.
Kingo Tani. Starting as a design firm specializing in board games and dolls,
it has a history spanning the entire Showa era (1925 - 1989).

The firm's software development division was founded in 1982 by the then
general manager Akira Kila. Since then it has released a number of
products including Seal of Haja among others . Another representative
product is the real-time action role-playing game, Psychic War which was
released in June, 1987 for the NEC PC-88 and was an enormous hit.
Kogado has since continued to break new ground in computer games
creating a new genre based on combining a simulation game format with a
storyline. This so-called scenario/simulation is exemplified by their game
Schwarzschild.

Kogado has fostered the confidence of its customers through unique ideas,
enterprising prowess and graphics second to none. Its long history in the
design business gives it a decided edge over all the competition.

Additional Credits

IBM/Tandy Programmer: Ray Nakazato

Product Manager: Michael Shorrock

Quality Assurance: Don Walters, Eric Zeller, Alex Budge

Text Translation: Larry Tyrrell

Package and Manual Design: The Design Office of Wong & Yeo
Manual: Michael Shorrock

Special Thanks To:
Kogado Studios, Japan
Scott Tsumura

Dave Davis

John Eaton

Melissa Jennings

Yas Noguchi

IBM is a registered trademark of International Business Machine Corp.;
Tandy is a registered trademark of Tandy Corp.; Hercules in a registered
trademark of Hercules Computer Technology, Inc.




8. Kyodai's Limited Warranty Information

Kyodai warrants for a period of ninety (90) days following the original retail purchase of this
copy of Psychic War that the program is free from substantial errors or defects that will
materially interfere with the operation of the program as described in the enclosed user
documentation. This policy applies to the initial purchaser only.

I you believe you have found any such error or defect in the program during the warranty
period, call Kyodai's Technical Support Department at (415) 492-3592 between the hours of 8
a.m. and 5 p.m. (Pacific time), Monday through Friday. Kyodai technical personnel will
attemnpt to help you correct or avoid the problem. If any such error or defect cannot be
corrected or reasonably avoided by the customer, Kyodai will inform you how to obtain a
corrected program disk (or, at Kyodai's option, Kyodai may authorize refund of your purchase
price).

This warranty gives you specific legal rights, and you may also have rights which vary from
state to state.

Disk Replacement Policy

If the disk supplied with this product fails within ninety (90) days of purchase for any reason
other than accident or misuse by the customer, please return the defective disk together with
a dated proof of purchase to Kyodai Software, 58 Mitchell Bivd., San Rafael, CA 94903, for a
free replacement. This policy applies te the original purchaser only.

Kyodai will replace program disks damaged for any reason, whether during o after the ninety
(90) day free replacement period, for $5 per disk plus a postage and handling charge of $2.50
per request, as long as the program is still being manufactured by Kyodai.

Limitations on Warranty

Unauthorized representations: Kyodai warrants only that the program will perform as
described in the user documentation. No other advertising, description, or representation,
whether made by a Kyodai dealer, distributor, agent, or employee, shall be binding upon
Kyodai or shall change the terms of this warranty.

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, KYODAI MAKES NO
OTHER WARRANTY, EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. KYODAI
DISCLAIMS ANY WARRANTY THAT THE SOFTWARE IS FIT FOR A PARTICULAR
PURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTIBILITY SHALL BE LIMITED
TO THE NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS
OTHERWISE EXPRESSLY AND SPECIFICLY DISCLAIMED. SOME STATES DO NOT
ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE
LIMITATION MAY NOT APPLY TO YOU.

NO CONSEQUENTIAL DAMAGES: KYODAI SHALL NOT BE LIABLE FOR SPECIAL,
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF KYODAI IS ADVISED
OF OR AWARE OF THE POSSIBILITY OF SUGH DAMAGES. THIS MEANS THAT KYODAI

SHALL NOT BE RESPONSIBLE OR LIABLE FOR LOST PROFITS OR REVENUES, OR
FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, DATA OR USE
OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF
THE PRODUCT. IN NO EVENT SHALL KYODAI'S LIABILITY EXCEED THE PURCHASE
PRICE OF THIS PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE
LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.

The user of this product shall be entitled to use the product for his or her own use, but shall
not be entitled to sell or transfer reproductions of this software or manual to other parties in
any way, nor to rent or lease the product to others without the prior written permission of
Kyodai.

Gopyright 1989 Kyodai Software Marketing, Inc. Al rights reserved.

For technical support on this or any other Kyodai product, call (415) 492-3592

For more information about Kyodai Software Marketing, Inc. and our products, write to us at:

Kyodai Software Marketing, Inc. 58 Mitchell Blvd. Suite C-14 San Rafael, California 94903

PLEASE DO NOT MAKE ILLEGAL COPIES OF THIS SOFTWARE

The software you are using was produced through the efforts of many people:
designers. artists. programmers. distributors. retailers and other dedicated workers.

The costs of developing this and other software programs are recovered through
software sales. The unauthorized duplication of personal computer software raises
the cost fo all legitimate users.

This software is protected by federal copyright law. Copying software for any reason
other than ta make a backup is a violation of law. Individuals who make unauthorized
copies of software may be subject to civil and criminal penalties

KYODAI Software Marketing, Inc.

as a member of the Software Publishers Association (SPA). supports the industry's
effort to fight the illegal copying of personal computer software

Report copyright violation to:
SPA. 1101 Connecticut Avenue. NW. Suite 901

Washington, DC 20036 Kyodai

Proof of Purchase
Psychic War






