


YOU DON'I REAILY NCED TO READ THIS GUIDESOOK IN ORDER TO PLAY
,,THE WARGAME". IHE GAME IS PTAYED BY ENTERING SIMPTE ONE.
LETTER COMMANDS WHICH WILI 8E EXPLAINED ON THE T,V. SCREEN
ONCE THE GAME IS TOADED.
HOWEVER, IF YOU WANT TO WIN AI "IHE WARGAMÊ'' YOU WLI- N€ED
TO UNDERSTANO HOW THE GAME WORKS. IHE INDÊX SHOWS HOW
EACH PART OF IHE GAME IS D€SCRIBEO SEPARATELY.
SIMPLY READ ANY PART WHICH YOU DON'I FUTLY UNDERSÎAND AND
GET ON WIH IlI
Allow ol leosl two lo lhree hours lor o complele gome (bul you con olwoys
SAVE on unllnished gomô - see seciion 23).
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I. INTRODUCTION
"The Worgome" ls bosed on o doyJong bottle belween lwo
Europeon ormies in lhe 'ho.se & musket' period ol worlore (17th-19lh
Cenlurles) whgn ormles wgre relotlvgly smoll ond weopons were
ggnerolly shorl-rongg. The 90m9 colls lo. bolh slrolegic qnd
tocilcal skills ln lhe poslllonlng qnd use ol inlontry. covolry, orlillery
ond englneers on thg boillellgld ot your choice. ll is nol qn orcode
gome, so pul owqy lhe,oystlck ond swilch on your broinpower.

SÊCIION A. THE ONE.PIAYER GAME
You con lmogine yourselt os lhe generol in commond ol o smoll
ormy onywhere ln 'l7th, 'l8th o|l9lh Century Europe or North
Amerlcq. You or9 toced wlth on lnvoslon by the ormy ol o lorger
power. ln order to deter thls power from turlher qggression you musl
inllict o spgctoculor deleol upon its ormy.
Ihis wlll involve copturlng lhe enemy Heodquorlers ond olso
cousing heovy cosuoltles omong lhg enemy. Al the some time ol
course you musl prevent your own Heodquoders lrom being
copturêd qnd keep your own cosuollles lo o mlnlmum. At lhe end
ol lhe Eome the King (your boss) wlll .eword or punlsh you in lhe
lighl ol lhe perlormonce ol your ormy on the bottlefleld.

2. SUMMARY OF THE GAME SEAUENCE
l: Decisions before the Eottle

SECTION 8 _ IHE 2.PLÂYTR GAME



1. CHOOSE BANLEFIÉID
2. CHOOSE NAME OF YOUR ARMY
3. CHOOSE ENEMY MORALE tÊVEt
4. CHOOS€ SIZE OF ENEMY ARMY
5. (ENEMY OEPLOYS)
6. DEPLOY YOUR UNITS

ll: Conduct ol the Bottle
7. FIELD REPORTS
8. €NEMY MOVTS
9, ENEMY ANACKS
40. YOUR ENGINEERS - Euild B.ldge

or Cleor Forest
or Move

'l'1. YOUR MAIN MOVE - Covolry
then lnfonlry
then Cqvqlry
then lnfqnlry
then Artlllery
then Cqvolry
then Englneers
then Heodquqrters

'12. COMBAT - Artlllery Flre or Move
lnfontry/Covolry ossoull

3. IHE SCREEN

Alter lhe initiol declslons hove been mqde qboul levels ol dllflculty
elc., the screen ls dlvlded lnto lhe BATILEFIELD, occupylng the top
lhree-quorters ol the screen - ond lhe REPORT PANEL ln the bottom
quorler.
fha Pepoi Pqnel. Durlng combot o close.up ol thê llghtlng wlll be
dlsployed ln thls oreo. Ihe Report Ponel will olso provlde fhe
ploye.(s) wllh lntormqllon obout the course ol lhe bqlile - cosuollles
ond so on - ond lnlorm ihe ploye(s) which ol hls unlls ore qwqlllng
orders lo move or otlock.
ïhe lot ellold comprises o grld ot 480 spoces. Mosl ol the spoces
ore ploln green ond ore ovolloble lor the unlts ol bolh sldes lo
move onlo. Units connol move lnlo ony spoces occupled by pod ol
o rlver, o l.ee or o lormhouse, though they con movg onlo bridges.
Eoch reglmeni/unli occupies one spoce. Unlls connol move onlo
spoces occupled by other units.

You wlll choose between three dlllerenf locqllons lor voul holl ol
the bottlelleld . The ihree types ot bottleliêld orer-

o) Plyeh A river runs ocross this botllelleld hom lett to righl.
seporollng your qrmy from lhe enemy, Four brldges cross the river
ond there qre o tew fqrmsleods below lhe rlver. The enemy
odvonce con be held up ot the bridges tor qulte o while - but
wolch oul for hls englnegrsl
b) Forgsl: A rondom number of trees qre scotlered ocross the lower
hqll of the botllelield. They should provlde o tew loirly well-



protecled spoh to pui your hgodquorte.s.
c) Ploln: Only o lew scotlered lormhouses p.ovlde cover ogqlnsl lhe
invodinO ormy's odvonce bul lhere ore more polnls in your fqvour if
you con gel o good result on lhis botflelield.

Oulde to lhe Screen Dlrplqy
A- Orders ond Reports ponel
B- Iime
C- River
O- Iree (1.e. forest)
€- Fo.mhouse
F- Your Heodquorters
G- Your lnlonlry
H- Your Covolry
l- Your Arllllery
J- Your Engineers
K- Enemy units
t- Bridge

4.' TEVELS OF DIFFICULTY
Morolo ond Stso ot enemy Army, Belore the boltle beglns you hove
lo moke lwo choicas whlch wlll determlne how difflcult the gome
will be. Ihe llrsl decision ls lhe level ol enemy morole. A HIGH
morqle level will put lhe enemy ormy on equol ierms wlth your own.
LOW (ond lo o lesser extent MEDIUM) levels ot morole wlll ensure lhol
your unils hove o declsive odvontoge in combql wlth equlvolent
enemy unils.

El{EtlY MOR^LE' louR f rrrllÉa? et LA.A'rALÊ/ te

HtoH VVVVV MEUUM V999 Low gl99
'Enemy Fusiliers ond Covolry.
Fool ReOlmenls. Arlillery ond Engineers will hovs lower morole.
Guo.ds Regimenls ond Heodquôrte.s slolt wlll hove hlgher mo.ole.

You will qlso be requirêd lo choose the 3lte ol the enemy qrmy.
ENIERING 'l gives lhe enemy '17 regiments (qgolnsl youl '13); 2 glves
the enemy 25, ond 3 will put you up ogolnsl 34 reglments.

ENETIIY APMY

^^,,,,, llrtrlllgY r aqqqat+Àn
5. THE ARMY
Your ormy conloins 6 inloniry regimenls,3 covolry reglmenis, 3
qrtillery bolteries, on engineerlng delochmenl ond your
Heodquorters stoll.
lntonlty: Eoch ol you. inlont.y reglmenls is represenled on the
boliletleld by o red squore wilh 1, 2. oI 3 verlicol lines.



Thgre qre ihree closses of lnfqnlry regimenis, wiih dlllerenl levels ol
morole. The First qnd S€cond Regiments (qnd lhe Third ln lhe
2-Ployer gome) o.e llrst closs GUARDS.egimenis ( E ). These hove
tha hlghesl morole to storl wilh. Regiments 4, 5 ond 6 or9 second
closs FUSILIERS wlth medlum morole ( E ). Ihe 7th, 8lh ond 9th
regimenls ore thlrd closs FOOT regimenls ( O ) whlch storl otl with
relotlvely low morolg.
Eoch infontry regiment on both sides slorts with 1OOO troops. lnlontry
regiments con move two spoces ln eoch iound.

GUARD/FUS|UERS/FOOT TROOPS llfNllllNff MoBrLrTy r' r'
(one ligure = 25 men)

GUARDS MORALE 9P9999
FUSILITRS MORALE 99999 FOOT MORALE 9999

Cqvqhy: Your covolry reglments ore eoch rep.esented by the
clossic worgomlng symbol A ln red on o whlle bockground.
the mo.ole ol oll lhe covolry regimenls sioris ol lhe some level os
lhe Fusille.s. Covolry reglments qlso slorl wllh '1000 troops eoch.
Covolry ore lhe mosl moblle unih in lhe gomg ond cqn move lhree
spoces in eoch.ound.

cAVArRy TROops lfllffT'lll Mos -tly l r l MoRALE 99p99

Arllllory: Your ortlllery bqlleries ore represenled by the clossic
symbol '! ln.ed on o green bockground. Adlllgry botlerles ore
lhe only unlls which con otlock enemy unlls more lhon one spoce
owqy.

ARflTLERY TROOPS frtf MOBILIW lorl I MORALE 9999

Arllllery botierles hqvg only 250 hoops, con move only one or iwo
spoces per move ond hqve low mo.ole. They ore lherelorg very
vulneroble ond usuqlly need protection by olher uniis.

Englnoalt! Your Engineers detochment (represenled by o telescope
on q trlpod d ) is lhe mosl versotlle unll in you. ormy. ll cqn nol
only move ond otlock llke on inlonlry regimenl bul cqn olso cleor
loresls ond bulld o bridge lo cross rlvers.

Al lhe beginnlno ol eoch round you wlll be glven the optlon of
severol dlffgrentorders for lhe Inglnee.s deiochmenl. The englneers
con ollher llove or cleqr some toresl o. build q &idge. ll you wlsh
lo cleor o poth lhrough th9 loresl, you musl indlcole in which
direcilon (U, D, L, or R) ond (lt you wqnt lhe Englneers lo stoy where
they ore, press'M'for Move ond lhen 'S'for Slqy puû.

Any tree symbol on on odjocenl spoce ln thot dlrecilon wlll be
removed. The engineers con only build one brldge durlng the
gome ond the brldge con only be locoted lmmedloiely obove the
spoce occupied by lhe englneers. Don'i bother to loy o bridge ol o



bend in lhe river - it will only reqch holt-woy qcrossl

The engineers ore olmosl os vulnerqble os orlillery bofleries, hoving
only 500 lroops, low morole ond limlted mobility.

ENGTNEERS TROOPS fffff MOBTLTTY lo,r I MORATE 99p9

Heodquoders: Your H.O. is shown os o b.iohl rêd lloo ôn o while
bockgiound ( I ). Heodquorters slolt ho-ve lhe hioÉesl morole of
ony unil in lhe drmy bul lhey only hove 500 troops. Ïhe
Heodquoders unll cqn move one spoce in eoch round, but this is
olwoys lnlerpreled by lhe.est ol the qrmy os 'running owoy, ond
results in o loss ol morole lhroughoul lhe ormy.

HEADQUARTERS TROOPS IIIiIN MOBILIW I MORATE 9999999

ô. DEPI.OYMENT
"Deployment" meons setling out the unils on the boi efield belore
lhe bqlile sloris.
You must ploce your unils in lhe boïom holf ol the boitlelield,
You will be osked to ENTER the co-ordlnotes ol eoch unil in
lurn. storting wilh you. Heq/dquo.lers.
You connol hlde your H.O. in o corner ol lhe bqtfletleld (bod lor
rnorole ond oll lhol), so your H.8. hos to be deployed in lhe cenlre,
belween Red/Orongo columns. The olher unlls con oo in onv column.
The Llmlts lo deployment ore indicoled by lhe chequered
squores ot the edge ol the screen.
Deploymenl is ochieved by moving o lloshing cursor qround your
holf of lhe bqttleliald (by presslng U, D, L o. R) ond by pressing P'
when ll ls over lhe derlved posltlon.

'. 
THE MÔVE

The Move sequence is lhe cruclol port ot the gome - enobllng you
lo exerclse your sklll (or lock of li) ln monoeuvering fourleen
seporote unlis ln o woy whlch wlll produce on effectlve ormy. The
Movg lnvolves over /(} smoll declslons on exoctly where io move
eqch pqrtlcùlqr unli, but betore you moke them you wall hove hod
lo lhlnk ol o tl]olegy to deslroy the Enemy's H.O. while eflectively
delendlhg you. own.
The Move sequenca ls designed lo provide the moximum monoeuv-
robllity ol lhe ormy os o whole. The Report Ponel will requesl orders
ln lurn for:- the engineers

lhen the 3 covolry .egimenls
then the 6 inlontry units
tben the covqlry ogoin
then the lnfqniry ogoin
ihen ihe orlillery
then lhe covolry
ond finqlly the engineers qnd your H.O.

(Ihe ortlllery con hove on 'exlro' move insieqd ot flring).



Thus olthough the covolry cqn move lhree spoces in eoch round,
they do so one ot o llme, wllh olher unlls moving ln the meonllme.
Ihis enobles unils lo get out ol eoch others'woy ond to 'close ronks'
behind on odvoncing unit.

The Engineers' lirst move involves o choice ol allhal Moving ol
building o Bridge or cleoring Foresl. Almosl oll lhe olher units
require only dirèctions - Up; Down, Lefl, Plght or Sloy put. The
exception is lhe ortillery. which con Fire insteod ot lhe second
Move.

8. THE ATTACK

^rllllery 
Flre: Belore your lroops otîock you con 'sotlen lhe enemy

up'wilh qrlillery lire. The compuler wlll qsk you whelher you wish to
open tire or nol, lor eqch ol your odillery botterles in turn. ll you
wont lo open lire you musl press o letler key lor the dlrecllon ol lire
ond lhen o number lo. the ronge.
You con lire Up, Down, Letl or Pight, bul nol diogonolly. You con
lire up to 4 spoces lrom the arllllery unit. For exomple, it you wont to
fire ol on enemy regimenl3 spoces lo lhe lett ot your bottery, you
should press L ond then 3.

A close-up ol the orlillery llre ond ils ettects will be shown ln lhe
Report Ponel. The odillery boltery hqs four guns. The guns will lire ln
lurn qt their hqpless viclims who lusl hqve lo slond ond toke it. (You
con see why qrlillery lire olwoys lowers morole). Aboul30% of the
shots wlll be 'DUDS'qnd will hqve no etlect. The impqct ol good
shells wlll depend on the rqnge - lhe closer lhe ronge, the more
opposing troopsmoy be blown up by eoch shol,

Remember lhol you will olso domoge the enemy's morole (unless
you gol the dlreclion or lhe rqnge wrong, in whlch cose the Report
will reod "missed"l.

Combot Your Engineers, lnfonlry qnd Cqvolry regiments eoch hove
o chonce lo otlock enemy unlls. They con qilock ony enemy unll
on o spoce immedlotaly to the Letl o. Pighl or Up or Down.
As wilh o.tillery tire, lhe Repori Pqnel wlll be cleqred during combol
lo displqy the two regimenls involved. Eoch regimenl will hqve up to
40 tigures (one ligura = 25 men) ln column lormollon. Eoch ligu.e
will lire once, so obviously lhe .egiment wlih the mosl lroops will
hove the odvqniqge ol tiring more shots. lhe etlectiveness ot the lire
wlll depend on morole. A reglmenl with high morole wlll sco.e o
high percenloge of hils; o regimenl wlth low morole, however, moy
blosl qwoy not hjl onyonel The cosuqlties (25 for eoch ligure hll) ore
shown on the righl. beslde lhe qpproprlote colour flog ond lhe
nomes of lhe regimenls involved.
The cqsuollies inllicled on ony troops in combol wlll depend on
lhree lhings:
,1. Thg number of lroops in the opposing reglment.
2. The morole ol lhe opposing .egimenl.
3. Luck.



A unll wlll lose lroops every iime it otlocks or ls otlockad by the
enemy. ll's morole, however. mqy go up or go down, depending on
which unll loses lhg mosl l.oops. The chonge in mo.ole will be
.elotive to the dltlerence between lhe cqsuoltlgs of lhe two unils
involved.
The Heodquorters slqfl on both sldes con defend lhemselves bui
connol otlock.
De3lrucllon ol unlle Heodquorters stotl wlll llghl to lhe lost mon.
When they hove been wiped oul lhe gome ends. All olher unlls,
includlng odlllery, surrender whan lhe numbel ol lroops letl lolls
below {00.

9. MORALE
Thg morole of eoch unit is dllterenl ond chonges durlng the bqtlle.
The morole of o unll ls qtlected by lhe followlng loctors:-
,1. Betore lhe Bottle. Dlffereni lypes ot reglmenl hove dllterenl levels
ot morole lo slorl wilh (See secllon 5).
2. Morole goes down every llme o unit is hit by ortlilery lire - no
motler whol lhe cosuollles ore.
3. Morole qlso decreoses when o unil'loses'in combol (i.e. sullers
more cosuqllies ihqn the unit lt ls llghling).
4. Morole increoses when o unit'wins' ln combot (i.e. less
cqsuolllgs ihon ihe enemy unlt).
5. The morole ol covolry reglments increoses slightly whan ever
they chorge ot the enemy, ,usl belole the combol'slorls. (Atlocking
on empty spoce will nol ol course ochieve onylhing).
6. The morole ol evgry unil In lhe qrmy dgcreoses slighlly every
llme lis Heodquorlers move.
The moximum mo.ole level ls '10 qnd mlnimum is 1.

tO, THE ENEMY
Dcploymenl ol lnemy Army. The enemy generol wlll choose one ol
three dltterenl lo.moiions in deploylng hls troops ln the iop holl ol
the botllelleld. The Enemy units ore represented by lhe somg
symbols os vours bul lhey qre coloured lighl blue.

Encmy Move qnd 
^tlook. 

At the slorl ol the enemy move his
enolneers wlll loy bridges or cleor loresi oreos ln lhe polh ot lhsir
odvonca. The gnemy gngineers qre beller lhon yours ond con eoch
loy more lhon one brldge It necassory qnd move two spqces
whether they hove loid bridges or cleored fores! or nol.
The enemy unlls mova ln lhe some woy qs yours. Most of them wlll
qdvqnce on your Heodquorters, ihough nol qlwqys by lhs mosl
direcl route. Olhers will .emoln to delend lhe Enemy Hgodquorlers
or wlll move lowords your iroops ln 'thek' hqll ol the bottlefleld. ln
porllculor they will seek out your engineers delochmsnt.
Atlgr lhe enemy units hove movgd, his o.tillery will otlock ony of your
unlts wllhin ronge. The enemy infontry, covqlry ond engineers will
olso otlqck your unlts which ore next lo them.



II. IIME TIMIT AND FIELD REPORTS

Êvery 'round' of the gome counls os one hour in the durolion ol lhe
botlle. Ths lime is shown in o yellow ponel ol the bottom righl hond
co.ner of lhg screen. ll nellher side's Heodquo.lers is copiured
betore 6 p.m. ln lhe evening then the botlle is drown. Jusl qs in reol
'l8th Century bqltles, bolh sides pock il in when il gels dqrk.
At the gnd ol every.ound therefore, the "lime" increoses by one
hour. llhe bottle slorls oi 6 o.m. bv lhe wov) ond lhe Reoorl Ponelhour, (lhe bqtlle slorls ql6 q.m. by the woy) ond lhe Reporl Por
wlll show lhê lotol numbêr ol lrooos lell in eoch ormv. You olsowlll show thg lotol number ol lroops lelt in eoch ormy. You
hdvê ihe ootion ol lhls stôôe ol 'Flêld Reoorls' - o rèôlmehove ihe option ol lhls stoge ol Reporls' - o reglmenl byhove lne opïon 01 lnrs sloge o|lrerd Repons - o regrmenr by
regimenl report on lhe number ot troops ond morole level ot eoch
unil in Your ormy.

12. END OF EAME
The eome cqn end in one ot lhree woys:-
1. You Wln- by deslroying lhe Enemy's H.8.
2. You [ose- ihe Enemy destroys your H.8.
3. A Drow- night lolls betore onybody's H.O. ls deslroyed.

When lhe gome ends you will receive o "Messqge lrom the King".
lhe King will heop honours (or dishonou0 upon you occo.ding lo
how well you hqve done.
You will olso receive o score" in lhe lor..n of a number ot gold
ducqls (polnts) which will be oworded occording lo the lollowing
crllerlo:-,l) Whelher you coplured the Enemy's H.8. or whelher he coplured

Yours, or neither.
2) How long il took lor lhe H.O. 10 be deslroyed. ohe longer you

toke, the less points).
3) The totol cosuolties you inllicted on the Enemy.
4) The number ol your iroops surviving.
5) The number ol your unlls surviving.
é) The linol overoll morole ot your ormy.
7) Difiicully levels- Bonus points it the Enemy ormy hod High or

Medium morole ond/or 25 or 34 regimenls lo slo.t wilh. A lew
bonus points os well il you fought on q ditllcult bottletleld (Ploin
or Forest).

A scorg of oround 50 is good; - over 70 is excellenl. The lheorelicol
moximum score is ove||00, but no-one will eve. qchieve lhoi. It on
lhe other hond, you score less thon 30, you will be lnvited lo shool
yourself - bui don't toke il too seriously.

SÉCIION B _ THE 2.PLAYER GAME

.I3. SUMMARY OF THE GAME SESUÊNCÊ

l: Decltlons betore the Boltle
.t. cHoosE EAmtFlELD
2, CHOOSE FRENCH MORATE LEVEL
3. FRËNCH GENERAT DEPTOYS



5.
6.
7.
8.
9.

4. BRITISH GENERAL DEPLOYS

ll! Conduct ol lhe lotllo
FIELD REPORTS
FRENCH MOVE
FRENCH ATIACK
SRITISH MOVE
BPITISH AITACK

ln lh€ 2.Plov€r oomê wê droo oll Drelencg ond odmlt thot thê
worgome li reàlly oll obout ô tlglit b€lw€en lhe French ond the
B llsh.

14. CHOICE OF EANLEfIELDS
The Brltlsh Commonder chooses lhe bottletleld. As in the 'l-Ployer
gome lhere ls q bosic cholce ol Rlver, Forest or Ploin.
q) River: ln thls verslon lhe rive. bisects the screen trom lop to

bofom, lnslgod ol trom letl lo right. There ls olso on lslond ln
lhe mlddle ol ihe rlver. The river is rqndomly posllloned, so
whlle lt moy be neor the edge ol ihe bqïlelield ln one gome, ll
could be neorer ihe mlddle in the nsxl.

b) Forest: Thls i5 similor to the toresl in the ons ployer gome excepl
thol lhe irees ore scotlêred over the whole bolilelleld lnsteod ol
,ust the lower holf.

c) Ploinr A lew fqrmhouses ore scqilered ot rqndom over the
whole bolilelleld.

I5. HANDICAP
ln the 2-Ployer verslon the opposing ormles ore olwoys lhe some
size. Thg morg experienced ployer con be 'hondlcopped' however,
by tixino lhe morole of his ormy ol o lower levol lhon hls
ooooneinl's. Atter lhe bofilelield hos been chosen, lhstslore, lhe
pidyers hove o cholce ol setllng ihe morqle of lhe FRENCH ormy
Hlgher, Lower, or lhe sqme os lhe Britlsh otmy.

16. THE ARMIES
Eolh ormles qre lhe some size ond ore slightly lorger thon lhe ormy
controlled by the ployer in the l.Ployer gome. Eoch ormy
comprisesr-

{3 Guqrds Reglments
(3 Fusiliers Regimenls
(3 Foot Reglments
(4 Covolry Regimenh
(4 Ariillery Bqtterles('l Enginee.s Detochmenl('l Heodquorters

The number of troops ond lhe iniliol morole ol eoch type of unlt ls
lhe some os in the {-Ployer gome (see Port 5). The French unlts qre
blue ond deploy in the top hqlf ot ihe bottlefleld. The Erltish ore red
ond toke up poslilons ln lhe boiom holf.



One slioht diltgrence lrom the one plqyet gome is thot qs lhe river
on lhe ilvar boltlelleld flows in o difterent dlrection, lhe engineers
wlll loy thelr brldge io the Letl or Right (os ordered) rolher thqn
immediotely obove them.

I7. DEPLOYMENÎ
The FRENCH ormy qlwoys deploys tirst ond moves flrsl (qtter oll, the
British chose the bottlelield didn't they?). Whlle lhe French
commonder is deploylng his lroops, his opponenl should
leove lhe room ond lix the drinks, or oiherwise ovold looking
ol the screen.
Atler lhe French deploymenl is complete the whole French ormy will
lempororlly disoppeor in 'log'. The Brltlsh commonder lhen deploys
his lroops on lines 9 to 16, when he hos tlnlshed, ihe French q.my
will slowly re-emerge oul ot lhe lgg lo conlronl lhelt opponsnls. Thus
neilher ployer wlll hove lhe odvonloge of knowlng exoclly where
his opponenl's troops ore when positioning hls own lroops. (lhough if
he's ony good he should be oble to guess).

18. THE MOVES
The French move qnd oltock llrst, lollowed by the British. The Move
Sequence qnd instruclions ore lhe some os those for the l-Ployer
gome (Pod A.

19. THE ANACKS
The otlocks ore likewlse the sqme os in lhe 1-Ployer version (Pqrt 8).

20. FIELD REPORTS

At lhe end ot eoch round lhe Report Ponel will disploy ihe totol
strenglh of eosh ormy. There is q cholce ot whether lo hove Fleld
Repods lor eqch unii ln goch olmy or nol. It ellhel ot the ployers
wlsh to see lhe Field Reports lhen they must be dlsployed. lt ls up lo
the ploygrs whelher or not they ogree lo lel eoch olhe. see the Fleld
Reporls tor lhe other side's unlls.

2I. END OF GAME
Ihere is no points score in lhe 2-Plqyer gome. Ihe goms is eilher
Won or Losl dependlng on whoss H.8. is cqplured llrsl, or tha gome
ls Drown ll nobody gets o result by "6 p.m.".

22. GAMES FOR MORE THAN TWO PTAYERS

Ihe "worgome" con b9 used os lhe bosls lor o very enioyoble 'role-
ploylng' gome lor up to I people.
The ployers divide into iwo leoms (there doesn'l hove lo be the
some number on eoch side). One iaom wlll be the Brlllsh Generol
stolt ond the olher the French, in the'2-Ployer verslon'of lhe gome.

One ploygr on eoch side is oppoinled lhe'supreme commqnder'.
Jh9'supreme commonders' toke oll lhe pre-bqltle dsclslons,



includlng deployment. but lhereotler lhey do not touch the
computer kgyboord unlgss lhey wlsh lo move lhslr Heodquorlers
unit. lnsteod lhey wrlie orders lo thelr commonders in th€ Fleld (the
rest of their teom). The ordgrs musl conloin nol mora lhon 5 wordl
lor eoch Fiald Commonder.
The oiher membgrs ot the leom eoch hqve responslblllty lor on
ogreed number ol unlts. One ployer moy commond lhe lelt wing
ond lhe othe. lhe centre ond rlghl, or one moy commond lhe
covolry or qrlillery or whoteve.. Ihesg 'F19ld Commondgrs' lnpul the
move ond oliock commqnds lor'lhelf unlts. They con do thelr best
to inierpret the wrltten orders ol lhe supreme commonder, or lf ihey
ore feellng doshing ond impetuous, lhey moy ignore ihem. Fleld
Commonders moy squobble omong lhemselves, but moy nol lolk lo
lhe supreme commonder.
Hopglully this will dgmonstroie lhol computer gomes need not
olwqys be on ontl-soclql octlvlly - hove lunl

23. SAVING AN UNFINISHED GAME
At the 'Fleld Report' sloge ol eoch round, you hqve the opllon of
sovino thc bqfilelield ond lroop levels, glc. on o spote topg. Jusl
press 'S' ond then follow lhe lnslrucllons ln the Reporl Ponel. lhe
inlormollon ls SAVED ln 7 sectlons.

To lood it bock ogoln you must lkst LOAD the moln progrom ond
prgsr 'Y'when osked ll you wl6h to lood on uôfinished gome.

Besldes sovlng o gome for loler when you hovn't the time to llnish,
lhls loclllty olso enobles you to try out dlfferent skotegles lor gelilng
out ot o trlcky sltuollonl

}{oler
A, The gome oulomollcolly lock3 the lcyt lnto CAP3 mode, ll.o.
coDltol lôltaBl. Don'l lry ond anLl onylhlng ln lowor cotc lgllo1r
- lhcy wlll hov3 no ettccl.
B. lhe pl}botlle d.olrlonr hov. lo be ENIEPID bul there b no
need tor lnvaded commo! (""1.
C. all botll.lleld decblons lult n..d q dnglc key lo be pla$.d
- lhere b no need lo ENIER fhem. {e.9. press U lor UP).

D. HINT - SIRATEGY: Declde betore you deploy your troops, which
units you wlll need lo detend your H.O. ond which ones will be
needed to lloht o wqy lhrough to ihe Enemy's H.Q. Hqll lor delence
ond holl lor ottock ls o good bolqnce ol lorces for beglnners.
E. HINT -TACTICST Atlock the weoker Enemy unils tlrst. This will boost
lhe morole ol your unils through eosy vlctorles so fhot lhey cqn toke
on lhe Enemy's lougher units successlully.
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