
Movement Allowance

Unit Type
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ID letter

MOVEMENT COMBAT
COSTS DEFENSE

TYPE Nonroadlroad VALUE

Clear 2/1 Poor
Rough 3/2 Moderate

5/NA Good
Woods 4/2 Moderate
Lake NA NA

MOVEMENT
CODE II UNIT TYPE ARMOR GUN TYPE COSTS

1 Thin Weak 8
2 PANZER Moderate Moderate 7
3 PANZER V Good Good 11
4 PANZER VIe Thick Good 8
5 PANZER Vlb Very Thick Very 7
6 50MM AT Gun Moderate 0*
7 76mm AT Gun Good 0*
8 88mm AT Gun Very Strong 0*

1 T34/76c Good Moderate 11
2 T34/85 Good Good 11 ...

t#
.4!Ip

3 KV-I Thick Moderate 6
4 KV/85 Thick Good 6
5 JS-I Very Thick Strong 7
6 JS-II Very Thick Very Strong 7
7 76mm AT Gun Good 0*

• Anti-tank guns are considered to be dug in and therefore use that modifier rather than a specified armor
thickness.

*' Anti-tank guns are immobile and cannot move. Nor can they "change facing," as they are considered to have
all-around fire and protection capability.
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cO]nputE~r will ask for the number of the
olllec;tl'\re hex which must be oc

the enemy.

SCENARIO MEETING ENGAGEMENT.. In this CU'''01nOli'll''''ln

its tanks and tanks somewhere on the
sp4~crne~C1.The to move to and occupy the olJlec.tlvre

elllmI:na1clng the enemy as soon as PO~~SU)le.

SCENARIO #2.. HEDGEHOG DEFENSE.. Your tanks and/or anti-tank
are around the the tanks are

els,ew,nel~eon the board. You must defend the hex from
attack.

SCENARIO #3.. ARMORED ASSAULT.. This scenario is identical to
scenario that the roles are reversed. The CO]nputE~ral11t(J~m~ltl(~ally

receives guns.

SCENARIO ASSAULT.. This scenario is a reversal of scenario
you must attack a line defended enemy anti-tank guns.

the number in. It isWhen you have decided which scenario to
not necessary to press RETURN

The will then ask for of tanks/anti-tank guns you
wish to command. You may choose from one to
will twice as many units as you choose for "II:Tn11'11'l1"'Clol't As with the
of it is necessary to in the number of no 1"'0001t..".lCltnl'O

return is needed.
The next information the CO]nputE~r 'lI"'ll::llil"'lll"I1'l1"'lCU:l

tank guns you wish. You may
reJ:)re~~enltlIlle:the battle tanks and HnT~l-T.:flnK

";'Q'\t"''InI''\fJ:llTU:l on the Front. These units are in this
manual. You enter in the number cor-
reSlpo:nffilne: to the different unit

PUlLtoon. However, see PLAYING
In the defensive scenarios (2 and may want to

have a mixed force of tanks and anti-tank In the scenarios you
want to mix tank for a of and tIrE~DOlwer.

you in the of you want to the CO]nputE~r

will the of it is to control. There are six different Russian
tanks to choose are also listed in the back of this manual. You
may not mix Russian are all of the same©1981 The Avalon Hill Game Company, Baltimore, MD. Printed in USA.
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If a tank is knocked out, its
bracketed asterisks. If a tank used this turn and
therefore cannot be used its ID letter will be bracketed
theses. The information is formatted in the same

that see the of those tanks ac1~uaLllV

your units. units can see an enemy tank are listed
tank's' number.

have
com-

awarcled for the tolloVifintz situations:

The choice of tank
r111l1l"1I'"1l1f"01l1l1i-"'Ir7' h."' .... i-,....... ".. the COlnDll1te~r.

weak

SITUATION PLAYER COMPUTER

A. Closest tank to oblect;lve hex:

B. Each hex traversed towards the
nh'l~tr"tl,;r~ hex each tank:

Near the bottom of the you will find the 'WHICH
TANK'. The computer is waiting you to tell it you want to
move. Decide which tank you desire to move and key in its letter If
you do not wish to move tanks or have finished moving all you care to,
key in "X" If you do choose to continue your turn,
the tank's 'ORDERS'. You have several op-
tions at

o

50

1

50

-1

-3

from theC. Each hex traversed
Ob"1 ectlvre hex each

D. Each turn

~:x:anlple: to move four hexes in direction
"3333", then press RETURN

are restrictions as to where and how far
you can move. You may not enter a lake hex and

may not enter a hex one
tanks. You can however enter a hex oc-

an one of the tanks is
it is a 50/50 chance which

is. distance you can move is deter-
the movement of unit,

\flJJl.J1.J1..a.\J'V'UL on the counter rel)re~se:nting

and the cost to enter the terrain hexes
the terrain effects chart on the hand
of the In you can rotate

MOVEMENT Movement is entered as a series of one hex
Each is the direction

wish to move, set the directional rose on
of the Do not press

....,..., ... T ........ .,..., .......... until your entire move is

FIRE To in "F" then the ID letter of the tank
you wish to fire on. You shoot at tanks
which are visible to your

LOOK To determine which enemy tanks you can see,
in the letter "L"
all of the visible

Command is then +- .nI

F

#1-8

The is in the format:

YOUR TANKS COMPUTER TANKS

A 1 X19 1 A AA12 6 AB
3 Y15 2 *B*

C
D Z12 6 A

After all the information has been entered there will be a short
while the sets up all the tanks and initializes the game. The

page will appear on the screen. This page shows you
~'UJl.,.'tTthlnO'you need to know about the status of the

OBJECTIVE:
Y15

TURN: 3
SCORE: -6

Your tanks are dl~lnlj::jlVE~c1 in a column on the left side of the screen.
.tteadllng from left to the first letter see is the tank ID letter. The

of is the of The third is the of the
tank on the The fourth is of the to the direc-
tional rose in of the m~lDt~oard.

In ad«11tl.on.
mula used is cOInpJlex.
first few
imum



CO]nDlut4~r makes its move. BJQ1~hc~T'iIC you

you will find this simulation both Q~t'lQ't'T114ln and stlmllla1~injg.

This is T\~'11I"V'H:Iil~111'T

success.
offer the best cOlnlllnaltloln
cessful. One must be T\~,OT\lCl~£ll.rll

way to know when the
to move routes which

a few scouts in
you make contact with the enemy, concentrate the maximum

"1~IOT\".,,-,rlJ[T~:JI1II" on his closest tanks. Do not reserve tanks in the
rear. Reserves are you can ill when you are outnumbered
two to one. contrive to have the attack you; that way
shoot while it moves, very advant~l2'E~OULSa:rra.ng'en:lent. .t:lovve,rer.
the tanks start to close on yours it is to run. Close range

and a one for one trade-off is not to your advan-
as much a of this game as il'"11111",01ri\".,,-,rXTd"1l1l"

7

ENJOY.

We

NOTE: Anti-tank
the

scenario.

in

If do not wish to move the enter "0"
control will move to the next tank.

ae~n·e~~s to
to rotate 60 to

This motion costs two
movement You need not rotate your tank

to movement. The value of rotation is
frontal armor, which is your
the enemy.

NO MOVE

rain between
that you may
versa.

Combat is also a little more SOl)hi.stica1~ed

games. The of
tank that is Sn()otl.nl?,

and the terrain
the the the
tant as it determines the gun size and armor.
TANKTICS front armor, side armor and rear armor. The pro-

calculates side of the tank is and uses the armor
its kill calculation. Terrain is the cover it

unit.

In essence, you can move or fire. When your move is over have
moved all of your active units or have with an it is time for the

move. moves to same rules
must follow. move notified of any
its tanks take at results of shots. You also be notified
of overruns. are in the dark. The move
1t'TT\l,(l>!:blhT takes 10 to 20 When the is done the .
page be and the "Which will
game will continue in this manner until one side's units are el1miJna1~ed

you
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This pr(),gI"iam is not short and will take a few minutes to load. When you
hear second the recorder and

l~vel (Oetw4een 5 and 6

then,the 'PLAY'
mC)Vl1n!!'. and start -.....---.......I"'!l

several minutes to
pr(),gI"iam and starts

the will

the game.

the game.

RUN
and press 'RETURN' to

The TRS-SO version is in two
The TRS-S? program is on SIDE TWO after the PET 2001 pro-

There IS one copy of the PET which must be ~ll.rl·_1nItl'llrl
the TRS-SO can be out the EAR

jacks on the and listening to the tape, you can differentiate the
PET from the TRS-SO program. The PET sounds yet has a
lower The PET program lasts approximately S1;2 minutes and is
I01.10~rea by a portion of blank which is your cue to prepare to load the

RUN
and press 'RETURN' to execute Part One.
When Part One has its run, it will return with the 1nI....,,,....- .......+

"Start Recorder then Press Press 'PLAY' on the rlQl"'nril''1lQ1I'"

hit 'RETURN'. Part Two will be The CO]][1pulter will
start in your program. The once at the

the and once at end. This is not short
will take a few to load. When you hear second

RUN
and press 'RETURN' to

the volume control is set to the
is normal). Press 'PLAY' on the recorder

CLOAD
(For Mod III

and press the should start
to move and your be This will be indicated the
flashing asterisk at upper right corner of the screen. This program is
not short, and will take several minutes to load. When the stops and
the TRS-SO prints 'READY' on the screen,

RUN
and press 'ENTER' to execute Part One.

n""''''''''''1nI'lI,t- ...",1i'O and insert
COlnp·ute~r. Use

'RETURN'. When the
on the screen, type:

CLOAD
Then

Push
the 'RETURN' on the You will hear one
on the recorder press the on the IrO'[Thd'"\~l"n

The recorder should start to move and the program will be
the volume on your video screen you can hear the nrl'\O"'r~n1

the the first of the 1nI1I'"4''\l1I''1'''Q1'Y\

from the cassette to the COlnp·ute~r.

f1H;l!nl~:n;Tt:bf1 on the screen.

LOAD hit 'RETURN'
Press 'PLAY' on the 'II"'.o",'nrdr1.o1l'" and Imme!QUJlteJlY press 'RETURN' on the

The will start in your The CO]nputE~r

once at the program once at the end.

RUN
and press 'RETURN' to the game.

Should your video screen display the word 'ERROR', rewind your
cassette, press the 'RESET' button at the top righthand corner of the
keyboard and repeat all of the above loading instructions.

ATARI version is in two
Lift the door on

the BASIC into
the LEFT CARTRIDGE slot on the ATARI SOO system.

Press the POWER switch on the side of the console ON. With SIDE
ONE of the cassette it into your ATARI CASSETTE .... 111 ....... '-''-' .... 111 ................. '"

and press until the stops Using the

RUN
and press 'RETURN' to execute

its run, it will return with the
PART'. Using the kp,rnn~rl1

CLOAD
Press

stops

II version is in two
program is on SIDE ONE after the ATARI 4/S00

There are two of the ATARI program which must be
oR''lI·...,.1nI1'lId"1I before the can be loaded. By listening to the
you can tell the difference hel~Wf~en the two The APPLE program
is easily recognized the and "pure" quality of the
calibration tone at This tone' is free of the
characteristic Find the beginning of an
APPLE program the after the start of the calibra-
ti?n tone. Set up the recorder for the keyboard type:



10 11

of

tank "B"

the

CO]nDutE~rwhich tank

for the NUMBER of the hex the

course of events

for the LETTER of the hex the tank

(C()m'pu·ter tank "D" fires at

_ ....' .... .&J.a-JJ.lLQ,I. (~JOInDut«~r is

as of movement: two hexes in
'-II.Jl.Jl.'V'V\.IJLVJLA 3, and one hex in direction 2, followed

excamlplE~s that will be useful for the COlnDutE~r

............ ,................+- .......... +- to remember is that the COlnD,utcer
his commands in a very format.

............,........ ,...... and cannot make guesses about what was

lo11ovLTinfl' sequence is a

fires on enemy tank "c" with his tank "B".)
.&.VJLJlL."'-' .....,.JL.J.JLJ. ({;OInDutE~r rllQ1'1IB~,,(7Q results of

the takes its turn

.JJ.J'Jl...;JIIJJl.Il.4Vf screen is redrawn and it is now your turn

EXAMPLE Scenario #4

POSITION OF TANK A
HEX-LETTER? (COJffiD1.1ter
is to be

H

different settIngs,

manual that tells you how to

the game.

krP.,~hl'un·.r1 The recorder should start
This will be indicated the

corner of the screen. This program is
not and will take several mlnu1tes to load. When the and
the TRS-80 'READY' on the screen,

RUN
and press 'ENTER' to

you know works on
ealUllJlmE~ntworks. once more

O'll'"1l:]rBQ'II""lrl 21214

I

recorder head ImsaJl1g:Jt1
'II1"'Il'll'"""'I"if'1!I"'Q'lnI'1111O on its own

n'll ...·It'01l"A'l>'lI"'I>i- recorder for this
,.. ......""..........11.......... ,.. aU.Fi..ILJI.'iVU. Your local com-

Avalon
4517 Harford Road

When Part One has cOlnDJ.et€~dits run, the CO]nputE~r

..........,."................ il- "CLOAD Part . Press 'PLAY' on

CLOAD
and press the 'ENTER'

to move and

Defective cassettes will be relJ.lac:ed.

tlaJ.tIID.ore. MD 21214

AFTER PROGRAM IS Jl..4'.J1'.nL.IiU';L:J.1L.IJI1.

Once you have your it is a idea to make
copy your own the normal 'II1"'Il'll'""",.".,orlll1l1I"',o for a basic pro-
gram in your manual.

Send 50¢ for each ,no..,. ...... ""'.,.,.,... ordered.

The Avalon Hin Game \,;omttBn,y
Consumer Relations
4517 Harford



Movement Allowance

Unit Type

COMBAT
DEFENSE

VALUE
Poor

Moderate
Good

Moderate
NA

MOVEMENT
COSTS

Nonroad/road

2/1
3/2

5/NA
4/2
NA

12

ID letter

TYPE
Clear
Rough
Depression
Woods
Lake

MOVEMENT
CODE II UNIT TYPE ARMOR GUN TYPE COSTS

1 PANZER Thin Weak 8
2 PANZER Moderate Moderate 7
3 PANZER V Good Good 11
4 PANZER VIe Thick Good 8
5 PANZER VIb Very Thick Very 7
6 50MM AT Gun Moderate 0*
7 76mm AT Gun Good 0*
8 88mmAT Gun Very 0*

1 T34/76c Good Moderate 11
2 T34/85 Good Good 11

...
'"

3 KV-I Thick Moderate 6

KV/85 Thick Good 6
~.

5 JS-I Very Thick Strong 7
6 JS-II Very Thick Very Strong 7
7 76mm AT Gun Good 0*

~.

• Anti-tank guns are considered to be dug in and therefore use that modifier rather than a specified armor
thickness.
*Anti-tank guns are immobile and cannot move. Nor can they "change facing," as they are considered to have

all-around fire and protection capability.
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