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INSTALL THE BATTERIES AND TURN ON THE POWER

CONTROLLER

1. Remove Battery Cover and
insert the 8V Battery in the
correct polarity as shown.
Replace Cover.

2. Press ON/OFF Power Button.

Red light shows power is ON.
Controller is

now ready
to transmit
signal.

3. Twisting
the Top of the Tor-
pedo from side to
side, pull the Top

off the Torpedo,
Insart 2-"AAA"
Batterigs in the
correct polarity

as shown.

TORPEDOES

Reinsart the Torpedo
Top onto the Base,
Be sure the Battery
ends align correctly
with the electrical
contacts in the Base,
by checking that the
Alignment Pin on the
Base fits into the
Alignment Slot in

the Top. Push the
two Torpedo halves
tagether tightly.
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ADULT SUPERVISION AND ASSISTANCE IS REQUIRED
TO PREPARE THE AIRCRAFT CARRIER FOR PLAY
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THE SHIP

5. To access the Ship's
Battery Compartment,
prull up and twist the

ower Cover Knob
loacted in front of the
Deck's Tower Cover.
Lift the Tower away.

6. Use a screw driver
to remove the Battery
Cover.

7. Pull the Battery
Cartridge out of the
Eatte‘? Hold. Insert 4-
"AA" Alkaline Batteries
in the correct polarity

as shown in the diagram.
Place the Battery
Cartridge back in the
Battery Hold.

8. Replace the Battery
Cover and the Tower
Cover.

TOWER COVER
RELEASE KNOB
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WARNING:

- Make sure the battery door is closed tightly before placing the
Destroyer in the water. Battery compartment door must be
sealed water-tight to prevent water leaking into the battery
compartment.
You can operate the Destroyer in most (non-flowing)
water locations free of floating or submerged debris. The best
play location is clear, clean water such as in a swimming pool.
When not playing with the Ship, remove it from the water. Dry
the Ship with a soft cloth or paper towel wiping off all moisture,
Remove any debris from external parts. Remove the batteries
before storing.
Do not play outdoors in a thunderstorm.
Do not touch the moving propellers with your hand. Stopping
the Ship's or Torpedo 's propellers with the power on is
dangerous and may cause a short circuit or burn cut the motor.
Do net get the batteries wet as it will cause a short circuit.
Do not mix old and new batteries.
Do not mix alkaline, standard (carbon-zine), or rechargeable
(nickel-cadmium) batteries.
- When launching Missiles, be careful not to shoot anyone in
the face or eyes at close range.
- Do not use Missiles or Torpedoes other than those supplied by
the manufacturer.
Do not launch damaged Missiles or Torpedoes.
- When playing with the Missiles, be sure the flight path is
clear of obstacles and people.
- When using the Binoculars, never look directly into the sun.

FCC RULES - PART 15

This device complies with Part 15 of the FCC Rules. Operation |s subject 1o the
following two conditions: (1) this device may not cause harmful interferance,
and r&ﬁm:dm must accept nnunﬂi_ufumm- received, including
interference that may cause undesired operation,

Waming: Changes or madifications to this unit not expressly approved by
the party responsible for compliance could void the user's
-authority to operate the eguipment

NOTE: This equipment has been tested and found to co with the limits lor
a Class B digital device, pursuant to Part 15 of the FCC Rules. These limits are
designed to provide reasonable protection agalnst harmiul interference in a
residential Installation, This equipment gens uses and can radiate radio
fraquency energy and, if not installed and wsed in accordance with the
instructions, may cause harmful interference fo radio communications.

However, there is no guarantee that interference will not occur in & particular
installation, If mhmw:m does cause harmful interference to radio or
television reception, which can be determined by lurning the equipment off and
an, the user is ancouraged to try to correct the interference by one or mora of
tha following measures:

E rtm'[mt o;e Wma receiving ﬂl:mnna, -
ncrease the sepa n between the eguipmeant recalvar,
O Connect wmumm outlel on a ciroull different fram that 1o which

the receiver Is | . o
O Consult the dealer or an experienced radio/TV technician for halp.
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TO BEGIN 2. Turn ON Ship's 3. Geiitly place the ship
PLAY... POWer. Press down on in the ater DEIHQ caret Destrayer does Destroyer battenas mot Check if polanty on the battenes 15

carrect and the batteries are making
proper contact

net move when
contral buttans are
pressed

installed properyy

the Ship's forward gun. "'“-quk “mot4d get wajer on the d
. -

Destroyer batteries waak Raplacs with freah disposaable alkaline

battenes

Destrover swilch nal “CW" Push OMOFF swilch and the "0ON" LED

will light up.
Remaote controller battery not | Check for proper fit of snap-on contact
installed property, clip.

Remobe contralles pateary
Weas

i M".‘.W-E the JQ}'EtIEk in the Replace with freah alkaline battery.

direction of the arrows to steer

the ship. You can go Forward,
Forward Right, Forward Left,
Reverse, Reverse Right, and

~ Heverse Left_.

Hamote controller switch not

Push OMIOFF switch and the "ON' LED
will light up

Destroyers propellers are
Aammed

Remove any debrs from the propellers

Batteries are weak or out of
racko confral range

Replace disposable batteries with fresh
alkaline batlteries - AND, when possible

to do 50 safely, move closar to the

- e i Drestroyer
v I maximum Binoculars
A g NSMiSsi Lat you sea tha — _
fransmission | ¥ Shor range Radio inlsferance YT ———

action up closa. cperation - Signal is

2 Destroyers on the sams Operats anly 1 destrayer per frequeancy

/‘_’_,f . < performance.
.a-"‘"f

v oo o oy $hor | raquency

r %‘?Eﬁ”‘él"‘g'&t[’?gh Wieak tranamitter battery ﬁ:fr?:li;ﬁwﬂ-:ﬂweﬁmme cantreliar wath

|._ L LII'I[iI":I lhEI::JT{I' edoes Toarpedoes and Tarpedoes or Be sure Tarpedoes and Mlesiles ars
Fi g Mizsiles Mizsiles are not fully pressed into the launch lubss uniil
oa arpe ﬁiﬂ-
\ and Missiles - ara launched, will mat properly |oaded fhe “dick-lock” sound s heard
L launch
. Toor ol i m Launch Missiles
0 prepare for play: yo ust Press Missile Launch

“load the Missile and Torpedoes
into the Launch Tubes.
See instructions below.

Button once to launch a
missile, Fress again to
launch the othar missila.

LOCATION FOR BEST PERFORMANCE Clear. clean water

swimming pool is the best parformance environment, Salt water, soapy
water |5 not suitable and may result in poor performance. You can operate
the Destroyer on most non-running water locations free of floating or
submerged debris, however clear, clean water such as found In swimming
pool in the best parformance environment, Adults should supervise children
while playing as playing near water always requires cautious and
responsible play

BEEST OPERATING DISTANCE
Radio Control distance should not exceed 40 feet (12 meters).

MOTORWORKS is a registered trademark for Wal-Mart Stores, Inc.
Product and specification may vary from photos,

Marketed by Wal-Mart Stores, Inc. Bentonville, AR 72716

Shop at www.walmart.com

To Load Missiles 'I_'Inr_'laum:h

Insert the end af the Missile
into the Missile Silo Hole
and press down until

the Missile click locks

in place.

- :.?:ﬁ..&‘\:?/)

Retrieval

Steer the front of the Ship to with-in
1" of the floating Terpedoes and
Missiles. Magnets will attach them
to the ship for towing to you for
reloading

To Load Torpedoes for launch

Insert the end of the Torpedo

inta the launch tube by aligning

the torpedo’s rear guide ribs

with raised slots on the launch tube.
Push the Torpedo in until it click locks
in place.

MADE INCHINA — rEM No. 12003
IMPORTANT: SAVE THESE INSTRUCTIONS FOR FUTURE REFERENCE.



