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Default Controls

 OPTIONS button  Pause game

 Directional buttons D-PAD left, right, down – Hold to activate tail   

    gunner mode

    D-PAD up – Gear up/down Hold to switch aircraft

 K button  Increase speed

 H button  Fire weapon

 J button  Machine guns

 l button  Decrease speed

 left stick  Steer aircraft

 right stick  Camera controls / tail gunner aiming

 Q button  Switch weapons

 W button  Fire weapon

 E button  Target camera

 R button  Machine guns / tail gunner fire

 N button  R3 (press RS) – Switch camera

DualsHoCK®4 Wireless Controller (arcade)
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Default Controls

 OPTIONS button  Pause

 Directional buttons D-PAD left, right, down – Hold to activate  

    tail gunner mode

    D-PAD up – Gear up/down Hold to switch aircraft

 K button  Increase speed

 H button  Fire weapon

 J button  Machine guns

 l button  Decrease speed

 left stick  Steer aircraft

 right stick  Camera control / tail gunner aiming

 Q button  Switch weapons

 W button  Rudder control

 E button  Target camera

 R button  Rudder control / tail gunner fire

 N button  R3 (press RS) – Switch camera

DualsHoCK®4 Wireless Controller (simulation)
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WelCome to air ConfliCts: PaCifiC Carriers

Air Conflicts: Pacific Carriers is an arcade flight simulator set in the Pacific theatre during World 
War II, featuring the aircraft and ships of the period and historically inspired missions. The 
emphasis is on intense dogfights, daring bombing raids, torpedo runs and exciting aerial missions. 

You can play for two sides in Air Conflicts: Pacific Carriers – United States Navy and Imperial 
Japanese Navy. Air Conflicts: Pacific Carriers tells you the story of three carriers in the Pacific – 
Enterprise from the US Navy as well as Akagi and Zuikaku from the IJ Navy. There are two USN 
campaigns and two IJN campaigns. 

The missions in this game are based upon historical scenarios in the Pacific theatre starting 
December 7th, 1941 in Pearl Harbor. Specifically, it displays the most infamous battles of the 
conflict between the United States and Japan, presenting the different views of two very different 
nations. 

single Player game

You experience the story of three famous aircraft carriers across four different campaigns. The 
Japanese campaigns unfold around two IJN carriers. US campaigns set you aboard the USS 
Enterprise, also known as “Big E”. 

Choose between the following modes:

•	 Campaigns
•	 Training
•	 Instant Battle
•	 Survive
•	 Replay Mission

Campaign – Battle
Battles are mandatory and represent the most famous World War 2 battles located at certain 
positions in the Pacific (Battle of Midway, Pearl Harbor, Wake Island Raids, etc). Every Battle 
contains multiple objectives to be accomplished using different airplane squadrons. The storyline 
progresses with every battle.

Campaign – missions
Missions are optional extra assignments, several of which are offered at any point in the campaign. 

The player may choose from the following options:

•	 Battle (mandatory) – carry out battles and develop the story further. There’s only 
one battle available to the player at any time.

•	 Watchtower (optional) – observation tower assignments, which can unlock 
additional missions.

•	 Patrol (optional) – aerial patrol which can unlock additional missions.

•	 Missions (optional) – play any unlocked mission.
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User Interface

note: 
to view your current objectives at any time, access the 

game’s pause menu (see “Controls” section).

airplane and 
equipment info

squadron airplanes 
and current pilot 

information

radar 
screen targeting reticule

secondary 
weapon indicator

Current speed, altitude 
and engine power

Radar Marks

 

Ground Target (building, ship, 
anti-aircraft, vehicle)  

Ally Aircraft

 Enemy Aircraft  

Mission Objective Marker (airport 
to land, checkpoint to reach or 
area where you will find a mission 
objective)

squadrons

The Three Squadrons

Throughout each campaign you are in charge of three different squadrons:

Squadron USN Campaigns IJN Campaigns

Fighter Squadron Alpha Flight Ichiban

Bomber Squadron Bravo Flight Niban

Torpedo Squadron Charlie Flight Sanban

At any given point in the campaign, each squadron has a different type of plane assigned to it. 
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Aircraft Equipment

Every airplane can carry limited payload, but you can switch between different airplanes of  
your squadron.

You can customize aircraft armaments for each squadron. The default equipment is a  
recommended setup.

Weapons 

There are two types of weapons – primary and secondary:

•	 Primary Weapons – Machine guns. You have limited machine gun ammo. Some 
airplanes may have two different cannon types to select from (see “Controls” section).

•	 Secondary Weapons – You can switch between bombs/torpedoes/cannons/rockets. 
The currently selected weapon type is displayed in the top right corner of the screen.

note: 
Different airplane equipment changes your 

airplane’s drag and thus impacts your airplane’s 
maneuverability.

In rearm and retreat situations, you are automatically given control of the next airplane in your 
current squadron.

If all airplanes in the current squadron are shot down or retreat before the current mission 
objectives are completed, the current battle or mission ends in failure.

Pilots

Each of your pilots features the following attributes:

•	 Name: e.g. Captain Horatio Carstairs
•	 Rank: 0-5 stars, representing the experience of the pilot and corresponding to rank.
•	 Experience Bar: A bar that fills up as the pilot gains experience. All pilots that survive 

a mission gain experience; the ones the player has controlled gain extra experience.
•	 Talents: Every other level, the pilot gains a special ability known as a “talent” (pilots 

start with zero talents and finish with three talents).
•	 Grade: Determines the quality of pilot talents (A+ is best). The A+ grade pilot with 

“dogfighter” talent cause more damage on enemy planes than a C grade pilot with 
“dogfighter” talent.

Ranks

The five star levels for the pilots correspond to military ranks as follows:

Stars USN Rank Abbreviation IJN Rank Abbreviation

0 Ensign ENS Shōi Si

1 Lieutenant Junior Grade LTJG Chūi Ci

2 Lieutenant LT Daii Di

3 Lieutenant Commander LCDR Shōsa Sa

4 Commander CDR Chūsa Ca

5 Captain CAPT Daisa Da

Squadron control

While flying a mission, you take command of an entire squadron, but only control a single airplane 
at any given time. You can switch between airplanes at any time. Based on your current airplane 
status different actions are taken:

•	 Rearm: When the airplane has plenty of health but is out of ammo, it returns to the 
carrier for reloading.

•	 Retreat: When the airplane is severely damaged, it returns to the carrier to avoid 
human loss.
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Difficulty 

You can choose between four difficulty levels:

•	 Rookie

•	 Pilot

•	 Veteran

•	 Ace

Aiming assistant

Aiming assistant is a feature which helps you to target enemies. The degree of auto-aim applied 
depends on the difficulty level selected. “Veteran” difficulty provides minimum targeting 
assistance, and “Ace” difficulty turn it entirely off.

Talents

Talents are what distinguishes one pilot from another and give each pilot unique abilities. 
Talents unlock as the pilot earns more experience in the game.

•	 Dogfighter – causes more damage on enemy planes

•	 Bomb Master – causes more damage on ground units

•	 Ship Sinker – causes more damage on enemy ships

•	 Tough as Nails – has more health points

•	 Flag Dodger – reduces damage taken from anti-aircraft fire

•	 Payload Genius – has more machine gun rounds

•	 Ejection King – better chances to be rescued after being shot down

•	 Survivor – takes less damage when health is low

Managing Pilots & Tips

You can manage your squadrons in the “Edit Rosters” tab on the mission selection screen. You can 
change the pilot order in squadrons or ‘save’ experienced pilots for later missions.

You can have a maximum number of 96 pilots on your carrier. You get new pilots after each 
successful mission, who are then added to the top of the standby list. If there are more than 96 
pilots, those on the bottom of the standby list will be sent home (i.e. deleted) in order to make 
room for new pilots.

When a pilot is shot down, he may be killed or become MIA (Missing in Action). When MIA, he 
sometimes can be rescued during airborne or watchtower patrols. Watch out for castaways!

When you fail a mission, the game is not saved. This also forces you to replay the mission and 
therefor you won’t lose downed pilots. When a mission is completed, the progress will be saved 
and any downed pilots will be lost.

note: 
Difficulty can be set before 

each mission or dogfight game.

Controls
There are two control schemes available:

•	 Arcade: Two axis aircraft controls – horizontal (left-right) and vertical (up-down)

•	 Simulation:	 Three axis aircraft controls (like a real aircraft) – horizontal, vertical  
and rudder

Camera views

•	 Third	person	camera	(default	camera) – View your aircraft from the rear.

•	 Free	camera	– Freely move the camera around your plane.

•	 Cockpit	camera	– A view from within the aircraft cockpit. If a PlayStation®Camera 
is connected, you can control the cockpit camera by moving your head.

•	 First	 person	 camera – Same as cockpit camera without instruments or cockpit 
interior displayed.

note: 
in multiplayer, automatic aiming 
is turned off and there are no 
difficulty settings – may the 

best pilot win!
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multiPlayer

In multiplayer game modes, you fight for control of the skies with up to seven friends in four game 
modes: Deathmatch, Team Deathmatch, Capture the Flag and Carrier Battle.

multiplayer modes

Deathmatch (DM)

The goal in “Deathmatch” is to shoot down as many opponents as possible. The player with the 
most downings wins.

Team-Deathmatch (TDM)

Similar to regular “Deathmatch”, but pilots are split into two teams and they should only down 
enemy planes. These will be marked in red on your radar.

Capture The Flag (CTF)

In “Capture the Flag” two teams compete for victory, which is achieved by having both flags at 
your team‘s home base.

Any player can take control of the enemy flag by flying close to the flag holder (or the enemy base 
if the flag is held at the base). Once your flag is taken by the enemy, you can recapture it in the 
same way.

Carrier Battle (D&P)

In “Destroy and Protect” two teams compete to destroy the enemy carrier, while at the same time 
protecting theirs.

CreDits
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teCHniCal suPPort anD Customer serviCe

If you have any questions or problems with one of our products, we offer you answers and solutions 
to the frequently asked questions at our forums: 
forum.kalypsomedia.com

You may also reach our technical support team via email at: 
support@kalypsomedia.com 

or phone:
Tel: +49 (0)6241 50 22 40 (Mo - Fr 10am GMT - 4pm GMT)
Fax: +49 (0)6241 506 19 11

International rates may apply!

Before contacting us, please make sure you know the complete product name and can provide proof 
of purchase. Please be as precise as possible when describing technical errors and include error 
messages and any other helpful information if possible. Please understand that we are not able to 
answer questions regarding general gameplay and hints via email or phone.
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YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND LICEN-
SE AGREEMENT (THE „AGREEMENT“) AND THE TERMS SET FORTH BELOW. THE „SOFTWARE“ 
INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ACCOMPANYING MANUAL 
(S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE MATERIALS OR DOCUMENTA-
TION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND ITS MATERIALS. BY OPENING THE 
SOFTWARE, INSTALLING, AND/OR USING THE SOFTWARE AND ANY OTHER MATERIALS INCLUDED 
WITH THE SOFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS LICENSE WITH [KALYPSO MEDIA] 
(„LICENSOR“).

LICENSE
Subject to this Agreement and its terms and conditions, LICENSOR hereby grants you the non-ex-
clusive, non-transferable, limited right and license to use one copy of the Software for your personal 
use on a single home or portable computer. The Software is being licensed to you and you hereby 
acknowledge that no title or ownership in the Software is being transferred or assigned and this 
Agreement should not be construed as a sale of any rights in the Software. All rights not specifically 
granted under this Agreement are reserved by LICENSOR and, as applicable, its licensors.

OWNERSHIP
LICENSOR retains all right, title and interest to this Software, including, but not limited to, all copy-
rights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, 
audiovisual effects, themes, characters, character names, stories, dialog, settings, artwork, sounds 
effects, musical works, and moral rights. The Software is protected by United Kingdom copyright 
law and applicable copyright laws and treaties throughout the world. The Software may not be co-
pied, reproduced or distributed in any manner or medium, in whole or in part, without prior written 
consent from 

LICENSOR 
Any persons copying, reproducing or distributing all or any portion of the Software in any manner 
or medium, will be willfully violating the copyright laws and may be subject to civil and criminal pe-
nalties. Be advised that Copyright violations are subject to penalties of up to $100,000 per violation. 
The Software contains certain licensed materials and LICENSOR’s licensors may protect their rights 
in the event of any violation of this Agreement.

limiteD softWare Warranty anD liCense agreement LICENSE CONDITIONS

You agree not to:

(a) Commercially exploit the Software;
(b) Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any copies of 
this Software, without the express prior written consent of LICENSOR;
(c) Make copies of the Software or any part thereof, except for back up or archival purposes;
(d) Except as otherwise specifically provided by the Software or this Agreement, use or install the 
Software (or permit others to do same) on a network, for on-line use, or on more than one computer, 
computer terminal, or workstation at the same time;(e) Copy the Software onto a hard drive or other 
storage device and must run the Software from the included DVD/CD-ROM (although the Software 
may automatically copy a portion of itself onto your hard drive during installation in order to run 
more efficiently);
(f) Use or copy the Software at a computer gaming center or any other location-based site; provided, 
that LICENSOR may offer you a separate site license agreement to make the Software available for 
commercial use;.
(g) Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in part;
(h) Remove or modify any proprietary notices or labels contained on or within the Software; and
(i) Transport, export or re-export (directly or indirectly) into any country forbidden to receive such 
Software by any export laws or accompanying regulations or otherwise violate such laws or regula-
tions, that may be amended from time to time.

THE SOFTWARE UTILITIES
The Software may contain a level editor or other similar type tools, assets and other materials (the 
„Software Utilities“) that permit you to construct or customize new game levels and other related 
game materials for personal use in connection with the Software („Customized Game Materials“). In 
the event the Software contains such Software Utilities, the use of the Software Utilities is subject to 
the following additional terms, conditions and restrictions:

(a) All Customized Game Materials created by you are exclusively owned by LICENSOR and/or its 
licensors (as the case may be) and you hereby transfer, assign and convey to LICENSOR all right, title 
and interest in and to the Customized Game Materials and LICENSOR and its permitted licensors may 
use any Customized Game Materials made publicly available to you for any purpose whatsoever, 
including but not limited to for purposes of advertising and promoting the Software; 
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(b) You will not use or permit third parties to use the Software Utilities and the Customized Game 
Materials created by you for any commercial purposes, including but not limited to distributing, 
leasing, licensing, renting, selling, or otherwise exploiting, transferring or assigning the ownership 
of such Customized Game Materials;
(c) Customized Game Materials must be distributed solely for free; provided, that you may contact 
LICENSOR for a license to commercially exploit the Customized Game Materials which LICENSOR 
may grant or deny in its sole discretion;
(d) Customized Game Materials shall not contain modifications to any other executable files;
(e) Customized Game Materials must be used alone and can be created if the Customized Game 
Materials will be used exclusively in combination with the commercially released retail version of 
the Software.
(f) Customized Game Materials cannot contain libelous, defamatory or other illegal material, mate-
rial that is scandalous or invades the rights of privacy or publicity of any third party, or contain any 
trademarks, copyright-protected work or other property of third parties (without a valid license); and
(g) All Customized Game Materials must contain the proper credits to the authors of the Customized 
Game Materials and must indicate that LICENSOR is not the author of the Customized Game Mate-
rials with additional language that „THIS MATERIAL IS NOT MADE, GUARANTEED OR SUPPORTED 
BY THE PUBLISHER OF THE SOFTWARE OR ITS AFFILIATES.“

LIMITED WARRANTY 
LICENSOR warrants to you (if you are the initial and original purchaser of the Software) that the ori-
ginal storage medium holding the Software is free from defects in material and workmanship under 
normal use and service for 90 days from the date of purchase. If for any reason you find a defect in 
the storage medium during the warranty period, LICENSOR agrees to replace, free of charge, any 
Software discovered to be defective within the warranty period as long as the Software is currently 
being manufactured by LICENSOR. If the Software is no longer available, LICENSOR retains the right 
to substitute a similar program of equal or greater value. This warranty is limited to the storage 
medium containing the Software as originally provided by LICENSOR 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 prescribed by statute are expressly 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 other warranty of merchantability, fitness for a particular purpose 
or non-infringement, and no other representations or warranties of any kind shall be binding on 
LICENSOR.
 

When returning the Software subject to the limited warranty above, please send the original Soft-
ware only to the LICENSOR address specified below and include: your name and return address; 
a photocopy of your dated sales receipt; and a brief note describing the defect and the system on 
which you are running the Software.
 
IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMA-
GES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, INCLUDING DA-
MAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO 
THE ExTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF LICENSOR HAS 
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. LICENSOR’S LIABILITY SHALL NOT Ex-
CEED THE ACTUAL PRICE PAID FOR USE OF THE SOFTWARE. SOME STATES/COUNTRIES 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 THAT VARY FROM JURISDIC-
TION TO JURISDICTION.

TERMINATION
This Agreement will terminate automatically if you fail to comply with its terms and conditions. In 
such event, you must destroy all copies of the Software and all of its component parts. You can also 
end this Agreement by destroying the Software and all copies and reproductions of the Software 
and deleting and permanently purging the Software from any client server or computer on which it 
has been installed. 
 
EQUITABLE REMEDIES 
You hereby agree that if the terms of this Agreement are not specifically enforced, LICENSOR will be 
irreparably damaged, and therefore you agree that LICENSOR shall be entitled, without bond, other 
security, proof of damages, to appropriate equitable remedies with respect any of this Agreement, in 
addition to any other available remedies.
 
INDEMNITY 
You agree to indemnify, defend and hold LICENSOR, its partners, licensors, affiliates, contractors, 
officers, directors, employees and agents harmless from all damages, losses and expenses arising 
directly or indirectly from your acts and omissions to act in using the Software pursuant to the terms 
of the Agreement.
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MISCELLANEOUS 
This Agreement represents the complete agreement concerning this license between the parties 
and supersedes all prior agreements and representations between them. It may be amended only 
by a writing executed by both parties. If any provision of this Agreement is held to be unenforceable 
for any reason, such provision shall be reformed only to the extent necessary to make it enforceable 
and the remaining provisions of this Agreement shall not be affected. This Agreement shall be 
construed under England and Welsh law. Leicester, Leicestershire. 

If you have any questions concerning this license, you may contact in writing Kalypso Media USA 
Inc.

KALYPSO MEDIA USA INC.
45 N. Broad Street

Suite 404
Ridgewood, NJ 07450

United States

www.kalypsomedia.com
www.facebook.com/kalypsomediaint

notes
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notes notes
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