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H& dez anos em ”Silicon Valley”, os percussores davam

vida & recem-nascida "Micro-Informitica”.

Ha dez anos em Novembro, a TRIUDUS abria
primeira loja em Lisboa.

Neste paeriods grasas & sua conflanga ficamos
Empresas lideres na Micro~Informitica.
Continuamos consigoe divulgando o que ha de
para micro-computadores.

Na comemoragdn do décimo aniverssario, a
selecrionou para si o que considera os dez
jogos de sempre para o ZX Spectrum.

1> Manic Miner
2> Fighter Pilot
38) 'Match. Poink
4) Pole Position

5) Match Day

6) Hiper Sports

~
[

Command
8> Exploding Fist
9) Bomb Jack

10> Theatre Eurcpe
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U mineirc ¥ILLY encortra-se nums antiga mina hé
miito abupdunada. Ele nota que variss das cavernas
subterraneas, esconder enormes tesourus pelo gue ele
se prepara para tentar s sus sorte.

Vocé deve conduzir o ¥WILLY através de vinte ca-
vernas, apanhando todas as chaves em cads uma delss
e abrindo a2 poria pera a seguinte.

Em cada caverna existem diversas plantes vene-
nosas e aranhas que teniar impedi-lo de roubar o te
souro. Cada vez que & morto tem de voltar ao princi
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Este jogo é um similador de voo. HA trés bases
aereas. Para descolar @& acocuselhavel usar FULL
FLAPS a 130 kts de velocldada. @ trem de aterragem
tem de ser rtacolbidoe antes de 300 kis e para
atarrar s6 o pode fazer a 250 kts. Aterrar & amais
diticil. HA duas possibilidades. Trazer o avifio a
24% de potéacia com flaps todos metldos, a 125 kis
ou a 62% de potducia, som flaps e a 135 kts. Ha
ainda um mapa onde pode observar o seu avifdo e as
cuas bases mals as bases e avifo inimigo.Tem alnda
mas na carlinga o radio cowpasso para localizar o
inimigo, e o computador de borda que da a altitude
do iaimige e assiténcia para aterrar. 84 ainda o
horizonte artificial, velocidade horizontal, velo-
cidnde vertical, indice de subida e descida.
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OfGITAL &
INTEGRATICN

AUNERTAR PUIBNCIR, ... e nrnosdssnsndueseswsiny Q J

DIRINUIR POTENCTA: .. oo . i 83X Eva ety iG b o niomin A R
TRAVOES ABRBUS. .o s s oams simidsns donnias s evvin s uk B

COMPUTADORES BORDOL .....covv e invonnnna., §/SHIFT

SUBIR/DESCER TRER. . . n-iisvscrasoneriaavennrnisniy U

B i et L e S N S LG C

DISPARAR. .. ...vuverivraprvomrvrmrans ey s e 9

ESQUERDA/DIRBITA. .. .....onvnnn P T e ree . B EE

BEEROVCTIME v cin s Bt Sl Sl e v T B:G

AR e N R R i S G .4

PARAR/RECOMEGAR JOGO. ... .vvnns e AT s i e #.8X

SUBIR/DESCER FLAPS........ovceevenn. FY R O ¥VES

VIRAR DEVAGAR ESQ/DT.......... SEA S e e C/SHIF B Z

TRIVDUS—-UMA DECADA A FORMAR, A INFORMAR, A INFORNATIZAS~*~mmwmﬁ



Sinta-se ew VIMBLEDOR e pratique wiito. O KERU
1/4 Final.
BICAO e 1 ou 2 jogadores;

tem varias opgdes 1/2 Semi-Finsl; EX]

1,3 ou 5 sets e ainda oo
quer as teclas ou joystick para jogar. Selecciume
o0 Menn com SPACE; faca a sua opgfiu com '0' e quando

estiver matisfeito prima ENTER para jogar.

ks teclas do  jogador 1 estBo jé defenidas:

1-kequerds P-Direita Z-Rocua Q- Avanca SPACE-Bolar.
Pode contudn redefini-las primindo *R'. Allas tem

que defenit as teclas para 2 Jogadores. Ko Menu
inicial escolba 1 para jogar com o teclado, 2 3 ou

4 com joystick ou % para demonstragdo.
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TEHUOUS

POLE POSITICN ¢ a simulagdc de FORMULA 1, com
tretnos de qualiflcagAo para estabelecer a posigdo
na grelha de partida.

Se alcangar o melhor tempo obtem a chamada
POLE PCSITION e assim parte da primeira linha de
partida , tesdo a sua tarefa facllitada. Nestes
treinos cronometrados estarfio outros sete carros a
disputar consigo a posi¢do pa grelha de partida.
Ba parte superior do ecran é-lhe mostrada a sua
pontuacdo , tempe gasto velocidade, posicdo em re-
lac8io aos outros cuncorrentes e se vai acelarar au

travar.
TECLAS A UTILIZAR
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Este € um estupendo jogo que slmula vma partids
de futebol.

Quando o jogo esths carregado deve premir um
tecla e po mwenu {inicial pode escolher entre 5
opgies que lhe dfio a possibilidade de jogar contrs
o computador , coptra 2 pessoas, jogar para a TAGA,
mxlificar as caracteristicas do jogo { tempo de du-
raglo, dificuldade, eic ) e mudar os nomes das equji
pes. o segundo Xeou pode comegar a jogar {(kick off)
alterar as cores doc equipamentos e redefinir as
teclas ou usar joystick. Em todos os Menus use
STE.SHIFT para mudar de opgBo, ERTER para fixar e
CAPS. SHIFT se quizer mudar de Nenu.

SE QUISER JOGAR CORTRA O CONMPUTADOR E KZO REDEFIKIR

S TECLAG PODE USAR AS SEGUINTES :

RODURRD A, L i n Bas s s e e S A R sl e, 0]
DERRITRL £ 5ty it s 800 5 00, seal 5 0505 3 B 000 00 08 osi e s P
CIMR g b e T i DS R D i s, 5 e o 6, & il b 5 T Q
BAIXG: o ¢ venales SER R i et i ok 4 DRI A
CHUTBR . 5 tline ot sihuser oo litioug dhonith SOR dgeiaissi 3 it 10 761 e i {bver ols R
PRUDSA ey Sl s PO s s CAPS + SPACE

ROTA:  VOCE CORTROLA AUTOMATICAMERTE O SEU JOGADOR
QUE ESTA MAIS PROGXINO DA BOLA.
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AMARCA

A TECNOLOGIA

O microcomputador completo

0 AICROCUHPUTADOR DO FATAL /86
o inicin era o verbo!
Depuls...bem, depuls as coisas cosplicaram-sa. ..

Desde os tempos em gue a Siclalr faz surgir aaias
os olhos Avidos dos copsumidores o seu primeire
microcosputador, até aos nossos dias, © “salto
qualitative® ocupou lugar predominante pas mentes
dos fabricaates.

f# po contexto desta “evolug8o®™ que vamos
encontrar este anc o Gltiso produto da Amstirad o
*Spectrum #2%.

Produto decididaments bem couseguidn, alia o
aslevado "Koow how® da Amstrad & tradig¢fo comercial
da Siaclair e oferece ao utilizsdor uma noova
mhquina,cuja conliguragfo cossegue de facto pér
termn a miltas dsns carducias dos antigos produtos
que "Sir Sinclair" colocou no mercadao.

Talvez por acgSes como esta J& corra o boato de
que o famoso Alan Sugar (o boss da Amsirad), nfo
caminhardo sobre agua, consegue flutuar onde D5 seus
concorrentes afundam.

0 +2, dotado de um teclado robustc e de um toque
agradavel ( dos melhores nfo fica pelo meaos a
inveja), possui ipcurporado um leitor/reprodutor de
cassetes ( &4 la Amstrad ) bem coms duas saldas para
o joystick!

Bot#io de Reset, saida de audio, interface
RS232/H1D1, "port® de expan¢do e fichas de videa/RGB
complementam para JA4 as ofertas de equipamento, no
que respelila ac seu aspecto extarior.

L4 por denitro, encontramos 32 Kbytes de ROX
{Read Only ¥esory) e 128 Kbytes de RAN (Readom Acess
Kemory), com uma paginacZo de 16K, bem como o
popular chip Ay-3-8912 produzindo 3 canais de som
{melhorias efectivas do sistema em relagfo aos saus
antecessoresd.

Compativel com o Software disponivel para o 48K,
ssta miquina vem implantar-se no mercado que se’
recophece saturado ou pelo means confusa.

| Distribuidor oficial e exclusivo

TRIUDUS

R. Antonic Pedro, 76-2.° Tel. 563745/523178
VM REPRESTNTACRR @




Porque?t

Qual a justificaglio de uwa aposts de fabricar
inicialmente 600 ¥il mhquinns em condigdes que &
partida se paderiam reportiar [ 1 W
"cordicinnadas?!. ..

& justificag8c est& patente na qualldade do
produto que agmra vem a mercado!

Capaz de concorrer com as melbores mhquinas
vocacionsdas para os jogos-video ne aspecto de
qualidnde, sparece praticamente imbativel quando
esta relacgfio se beseia na formula:

Qualidade x Prego

De facto, &s cerca de quarenta mil escudos por
todo o conjunto f{computador + leitor + interface)
s8o uw novo prego se olbarmos aos seus mais directos
rivais.

Possuindo todas as carscteristicas (e muito
mils), que transformam © Spectrum pum apreciado
semi-profissional, nfio desprezou ests gama que conta
cerca de 50% dos actuals utilizadores.

£ por este counjunto de circupstincias que a
Triudus, ©po &snO em que comemora o0 seu 109
Aniversario decidiuv ser distribuidora exclusive em
Portegal, do Spectrum 2.

DecisBo que de certo spreciada por todos os seus
clientes vem farmalmente marcar o inicio da nova era
que se asvizinha para & micro-informitica.

De resto, tendo em corta a atenglo que as mis
importantes empresas de software wacionale a
estrapgeiras, dedicsrsm ao sparecimento destza marca,
preparando para o pericdo de Eatel a edicg8o dos
melbores programas, agora explorsndo  as  novas
capacidades do +2, pode-se afirmar com margem de
erro praticamente nula gque o0 sucesso comnrcial deste
novo produto ndo deixarsd de fazer estrewecer aqueles
que, agora, eventualmente nfo powsulrem a
clarividéncia necessédria para recunhecer a quslidade
guando em presengs desta.




WYPER SPORTS & um jogo que & semslhanca de Decathlon, simila séries
de modalldadaog despurtivas @ nata¢fio, tire aos pratos, saltos oo cavalo,
tiro a0 arco, triplo salto e halterotilisms. Em cada uma das modalidades
serd dada uma marca a atingir e tera 3 teatativas para o conseguir e
paasac & medalidade seguinte.

Pas varins mircas resultarfd uma pontuagio (SCORE) que indica a sua p
proficléncla no joga. ;
PARA I0GAR: ‘
8ATACXQ:  Hspere  pela  tiro. Carregue  em disparar. Aumente a ,
velocidadn carregando alternadamenta em esquerda e direfta. Quandg i
Aprracer o aviso (BREATHY, respeite carregando ea dlsparar.
TIRG_AUS_FPRATGS: As 2 miras procuram o prato automiticamente. H
Carrogue em esquerda ou direita conforme a amira para a qual quar :
disparar . i
SALTUS:  Carregue em disparar para correr. Chegando 4 prancha
carregue em disparar para pular. {
Guando  estiver a ping, disparar outra vez esquerda e dlreita ;
alternadamente para fozer um numero maxime de mortais e atingir uma H
distancia. H
TIRO_AQ _ARCQ: Carregue em disparar para escolber a valocidade e i
direcgao do veatn, Carrague em disparar para langar uma das suas 8§ i
setas. Tonte um angulo o mais proximo possivel de 5 gr. H
TRIPLO SALTO: Aumente a velocidade carregacda em esquerda e diraita i
simullaneapente. Carregue enm disparar para saltar 3 vezes. Angulous da 45
Zr. sdo os melhores E
HALTEROF[LIS#): Escolha o peso a levantar usando esg. e dir. e H
carregue ea disparar para comegar. Carregue em asq. e dir. para aumentar :
v seu esforgu e quande o atleta 'piscar’, carrague em Jdisparac. Para
levantar os pesos. Contiove com asq. /dir. até os 3 juizes marcarom. §
Depois do  jogo comegar tem um weau para escolher os controles a é!
utitizar. Carregue em 5 para defenir as teclas. :
LEET & esquerda, RIGHT & direita e FI(RE & disparar. Carregue depois na é
opg-ao desejada (1 no caso de teclada). g

Escolha o seu nome usande as teclas 2sq. e dir. e disparar para ]
selacgionar a letra. Selecgiona (e) para comegar o jogo.

Boa corte (bem precisa) e se atinglr uma pontuagdo superior a
100.060 pontos apareca e diga como conseguiy.
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Eeste extraordierério jogo de acgfo
vocé comanda um soldado que se encontra
em terreno inimigo, rodeado de inimipgos
que apenss desejam uma coisa, abate-lo.

Para se defender tem & sua disposic¢8o
uma metrelhadora (K16) e ainda 6 granadas
¢ vocé pode obter mals gravadas apanhando
a5 calxas que ous inimigos v8o deixando ).

Quando chegar a um portfio & sinal que
acebou esse nivel.Para passar ao seguinte
teré de abater todos os inimigos que sur-
girem por esse port8o e s6 entlo podera

entrar.

INFORMATI ZAR ===

TRIUDUS-UMA DECADA A FORMAR, A INFORMAR, A




Expleoding fist & um joge de similagio
de karate.Q ohjectivo & atingir o 10 Dan,
enfreatar o computador , ou derrotar o
adversario, Jogando contra outra pessca.

e - T T v

Depots duo  jego carragar eantra em
demustracio. Padera carregar em :
1-Jogar cootra o computador
2-Jogar contra outra pessna

Be carregar ea 0 podera: (1) redefenir
0s  coatroles do jogador 1 (2)-redefenir
controles do jogador 2 (3)-ligar som (4)
desligar som (e) para jaogar.

AS TECLAS &

UTILIZAR Si0

Jogador 1- Q.Y¥,B,4,D,2,%,0,1

Jjogador 2- 1,0, 1,8, J,B,¥, X, 5SPA

0 AP T S S L S MORTAL EX FRENTE
W i o S ARt § S0 3R 5.3 e s s s SALTAR
B sy prmin Dol b5 s e e ¥ oo 1 5 MURRC & CARA
Rt « il SR e ESQUERDA/ BLOCO
Hios Lo sl BRI L G B S e DIREITA
FAS POy A N HORTAL DE COSTAS
B s s s St e v 5 g BATXAR/NURRO BAIIO
RN e R B T GOLPE DE ESTOHMAGO

CARREGARDG EM DISPARAR (1)

Q. Sons 55 0 2w e s e PORTAPE ALTO DAS COSTAS
W e e e PURTAPE E¥ SALTD
R T PORTAPE ALTO
Ko o P s e s 55 e s POSTAPE A MBIA YOLTA
Do 0 5395 ke iy shm 5 5 556 5 0 & PORTAPE R&DIO
i gl iy § Y SR S5 el 0 S PORTAPE &4 ESQUERDA
O T SRR N, PUNTAPE BAIXO & DIRSITA
€l s mm s 5958 5008 2 im0 mm « PORTAPE AQ ESTONAGO

! BOBS CORBATHES ¢

A
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Bomb Jack & o nome de um super
beroi com super poderes. A sua mig
slio é desactivar bombas que os inl
migus colocaram por todo o mundo.

Em cada nivel , quando se apa-
nham 23 borbas hA um bénus de
50000. Quando se apanham as bombas
todas passa-se de nivel.

Existem cinco cepArios repre-
sentando lugares famosos.

TECLAS: M............ s aghes e DIREITA
Wl 55 1 st s s v ESQUERDA
) (A ....SALTA
SR DESCE RAPIDO
Qs 5 s & il SUPER SALTO
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CORRIDA DE CARACOIS - & um videugame diferente - porque se pode jogar 56
contra o computador mas também:

-~ & UX VIDREOGANE COLECTIVO DESTISADD A UK MAIIMD DE 5 PESSO0AS.
-- & UX DISCO DE HGSICA;

com dois originals de alto gozo musical

“ A PASSO DE CARACOL " e ™ CARACOL VALK *

= CORRIDA DE CARACOIS * —— grande emog30 & suspensa, cada interveniente
*torce® pelo seu caracol.

Prego aconselhado do conjunto (um disco + uma cassete) -—— 500300

s



I¥TRODUCTICE

¥any Computer Games of the 'ARCADE' vaeriety can be

Qﬁgsqﬁx Ygﬁg' played by simply loading the program and getting
% iﬁp gﬁﬁ bold of the Joystick. #Any rules etc can be picked
¥ (F’?’ QQ"’O vp as you go slong this is NOT & game of that

type. Do not take this to mean that this is =& game
of vast complexity. It is not that either. However
it is & game will learn and enjoy far guicker if

Cﬁf’ g‘ﬁg'@g @’*Q you follow this ]&anuakl‘ You mgst_at‘ least read
¥ + a3 : o
v Gt Sections 1 to 13 to understand the basic game .
‘%" ‘:‘;’Q g@ﬁ
c;gﬁ R 0?\ %C‘" /
© N
< b
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Thie game covers the first 30 days of the war in
Europe. You can chouse to be the supreme commander

of N.A.T.0. or the Varsaw Pact. In your control
air and ground units.These are . backed up by
ability to  mske strategic  nuclear/chemical
attacks.

he the Varsaw Pact commsnder your tesk is to bresak

the N.A.T.0. alliance, whick you see as a power
ful invasion force, poised an your border. You
will a chieve your arms by taking over Vesi
Germany.

As the . A.7.0. commander your task is to stop any
further Pussian invasion of Eurcpe. You will
achieve this by preverting the occupation of west
Germany.

a INFDRMAR, A INFORMATIZAR




GETTIEG STARDED

program bas loaded fhe message PRESS 'N'

now be asked PRESS 'A' FOR ACTION
SCREENS. PRESS 'H' FOR MNO¥E. F

XAP ¥ODE
The screen will clear and a map of Europe will be
dispilayed. At the top of the screen {s a line of
black frext on a yallaw Background. This line is
the LINE and is used tg display game messages,
{nformation atc. The linme unow reads ¥ AT.0

£

WENENT PHASE.This tells us that fhe Phase
(Partl) 2f the game turn we ars in allcws
¥.A.T.C. units to move.

Below this line is a box with COM printed in i%
this shows us 1ow close we arz to making a major
auclear attack COML would mean wa are makiag it!

The DAY box indicates which day of the WAr we ars
in.

PRESS ‘W' FOR WARSAW PACT will be

On SWEDEN you will see a white SQUARE this is
callad tha CON BOX. If you do not know when Sweden
th attacks,etc.
Ey 0K can be moval
are square near tha
to REPORT BOX this
te tionad aver and
gi n (uaits on the
LG here is a lobt
aof

SYXBOL COLOUR DESCRIPTIUN

Blank Black Land

Blank Cyaa Sea/lake

Snaded Brown fountainos

Line Gray Border

Cross Various Capital City

Circle Blue N.A.T.0.Corps

Circle Rad Warsaw Pact Army

Circle Yellow Neutral Army/Corps

~

To MOVE a UNIT

Place the COM BOX over a N.A.T.0. Unit (BLUE
CIRCLE) and press the joystick fire button. The
COM BOX will turn GREEN showing that the Unit is
ready for a move. You will notice that the COM BOY
can now only move second the game ruls
this shows how far the Unit is capable of moving
when the COK BOX level when you write the Unit
union press the fire button. The CCM BCX will turn
WHITE and the Unit will move. The Unit will have 2
vlack dot in it's centre. This is to remaind you
that the Unit has moved this turn. A aot
move twice in one turn. Feather can it move ints
the =ea on *top ol another Unit. Thera ar

excaptions to this which are deall with in !
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~TRIUDUS

advant game rule Movement through Mountain areac
ie elower than normsl. On the turn following a
move into Mountains. The Unit will start the
Movement phase already doffed it will not be able
to move until the following turn. The player can
move as many or as few Units as he likee each turm
whithin the limits mentioned above. A move order
can be cancelled, if the CONM BOX is still green.
Put the COM BOX back on the Unit and press the
fire button.

To leave the MOVEMENT PHASE prese the SPACE BAR.

TO MAKE AN ATTACK

The TEXT LINE will now read X.A.T.0. ATTACK FHASE.
A£11 the dots on the Units caused by movement will
be cleared. To make an Attack place the COM BOX
over your Unit and press the fire button.The COM
BOY will turn GREEN to €how the Unit is ready for
an Attack order. The movement of the COM BOX will
| again be limited to sehow the Attack range.
Position the COX BOX over the Unit you wish to
attack and press the fire button. YOUk UNIT and
the Unit you are attacking will both be marked
with a dot. EACH UNIT can only mzke one attack per
game turn. You cannot attack your own Unite (much
as you may feel like it!). You can attack an enemy
with more than one of your own. Once again within
the above limite you can mske as many oOr as lew
attacks ae you like.

Tc leave the Attack Phase press the Space Bar.

TRIUDUS-UMA DECADA A FORMAR,

ACTIOR SCREEKS

1f you eelected ACTION SCREENS by pressing 'A' at
the start of the game the following will apply. If
you did not, resd the MAP ATTACKS section. The
TEXT LINE will ask you to SELECT BATTLE. To do this
place the COM BOX over one of your Attacking Units
(dotted) and press the fire button. 1f you do not
wish to see the battle, or are not making any
Ahttacks this turn, press the Spzce Bar for the KAF
ATTACKS.

The screen will clear and show you of the Attack.’
Your forces will be shown moving across the lower
balf of the screen, mainly on the roasd. The euemy
will be localed near the korizon and may or may
not be viegible. Your task is to assist the attack
I’u].\h” enemy fD""es with your missiles. To
2 missil press the fire button.Guide the
s larget ty keeping the airning eight
are) on the larget. Any aircraft are
normally bostile and may be fired at as
well. r)ep\:'u:i ng vupon bow many of the enemy you
destroy, you receive a bonus (or penally’, which
applied ie to ALL your attacks this turn.Try to
make esch missile count. Throwing them about like
confetti will lead to problems as you will note in
the Rebuild Phase.The Action Screen will end after
a time and you will see the Map Atlacks.

XAP ATTACKS

The screen will display the normal MAPF MOLE, =211l
Units Involved in battles will licker. Any umnit
that is destiroyed will be removed from the Map.
Some Unite msy be forced to retreat at this stege.

A INFORMAR, A INFDRHATIZAF\‘"""“""’“J




-0, REBUILD PHASE
your U nit will  change tg

i
numbers. Place the COM BOX cver a Unit (numbar) and
the REPCRT BOX ARM. line wiLl show the same value

as the

map. This is because all your Units are now

showing their ARM valuss (Combat wtrnngfhs*. In

this
ra

LINE

Phase you may add any ARM reinforcements you
ceive  to  any  Unit. The mber of Arm
reinforcements for this turn is sha

n on the TEYT
In this case 1. Position tuﬂ COM BOX oaver

the Uait you wish to rabuild and p 2s5 the fire

button.

The ARM value of that Unit will increase

and the TEXT LINE will now read ARM. ) The COM BOX

will turn from YELLOV fo WHITE.Tais is to show
that nc mora ARX points are available this turn
Prass the Space Bar nd move cn to the AIR RERUILD
stage

The above is repeated to assign AIR points to your
Units. Press the Space Bar and g0 an to the
SYP. (Supply) Rebuild stage. On the left of the
MAP/PCSTER is the N.A.T.0Q. REINFORCEMENT 3CHEDULE
This shows ) of Reb o

.
they will ar
r

va ds for Units are
listed unde AC AIR. The Units listed under AIR
are for the Airforce only Rebuilds cannot be

'saved

id
up' and are lost {f not usad on the turn

they arrive No Unit can have an ARM, AIR or SUP.
value higher than 9.

Press

the Space Bar for the nexit Phase.

AIR PHASE

This phase is used toc control your Airforce. Air

Units
moved

can be assigned to various MISSICNS and
inte or out ' of  RESERVE. ALL  AIR

RIUDUS—-UMA DECADA A FORMAR,

forcemeats are

you

automatically added to the

RES

RVE 01 the day they arrive. AIR Units can be
i in RESERVE and
The AIR
sCreen.
can

not be lgst if felt
shown at the top
The main splay shows the
perfocrm and under AIR POWER

the number of AIR Units on the missicn

ick the axt Pointer FRCX
RES at various MISSIONS if the
f L L an AIR Unit will move From
Resar t n. After you assigne R
Units press the Space Bar. The Text
change and read TO RESERVE. If it is now pLaued
et ten At rAIR [ON - sand" - the
pressad, an AIR Unit will move the MISSION to
theRESERVE. Notice that we cannot move units from
ne Alr Mission to another in the same Air Phase.

o
The Units must always pass through the RESERVE and
t

ake two turns to change MISSIONS Managemen®t of
your AIR RESERVE is an important factor in playing

the game well.

The colours of the numbers of AIR Units assigned

to a MISSION give

you information about the

enemy's Alrforce. If your number is coloured green

then you have more

MISSION than him,
numbers are equal.

AIR Units assigned to that

If the colour is ysllow the

Red shows that he has more AIR

Units on that mission than you. Note this is only
See advanced game for other

true on LEVEL 1.
LEVELS.

There are only faur

understand on game
each follows.
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IR MISSIONS that you need to

LEVEL 1. A brief outline of
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&IR BUPERIORITY

4IF Unite op this Mission seek to sgain control of
theair over the battlefield (Europe).They achieve
this by patrolling and attacking enemy aircraft in
the swir. Air ‘Superiority 4 @ very important
mission as it affects all other missions. 1f the
enemy is winning ‘the battle for Air Superiority
you will take greater losses Ilying other
miseions, 1{ you are in the lead he will lake
greater losses,

COUNTER AIR
These AIR Units attack enemy zirfields seeking to
destroy the enemy airforce by knocking out his
bases rather than fight him in the air. This
miesion will help you in the battle for Air
Superiority.

1¥TERDICTIOR

This Air Mission attacks the enemy supply éend
movement network i.e. roads, bridges, tunmels,etc.
The effect of the mission is to delay the arrival
of enemy Reinforcemente.

RECOWRA1SSANCE

You will bave noticed that positioning the COM BOX
over &n enemy Unit on any KAF MODE screen will
give a Report on the Unit in the REFORT BOX. This
report gave the Unite name znd ARM level. The more
AIR Units eassigned to Recconnaisance the wmore
detailed this Report will be.These AIR Units will
take losses {as will all others:) so if the Reports
on enemy Units start to get less detailed you will
know the reason

TRIUDUS~-UMA DECADA A FORMAR,

SPBCIAL EISSIORS

Thie ' phese <can be skipped by pressing 'K
(MAINTAIXN ©PRESENT STATUS) thie calls for no
special missions. The Level 1 game can be plaved
without using any Special Missions.

STRATEGIC FEEKICAL LAUECH
This ssio L launch an attack usi

eguipped with Chemical warheade (GAS

will be an enemv su city. This Mi

the risk of an enemy Nuclear response.

STRATEGIC FUCLEAR LAUKCE

¥hen this mission is called (by pressing ' ‘) you
will be asked for the NUCLEAR AUTHORISATION CODE.
1f the correct CODE is entered you will be given
access to the Fuclear Fire Missions. An incorrect
CODE  will cause you to mise this phese. The CODE
only has to be entered once in any game, zcess is
avtomatic after has been done. In the Nuclear Fire
¥ission phase the control arrow is moved by the
joystick. To fire a particular mission, position
the arrow next to the mission and preze the fire
button. A brief guide to the missions follow:

STAFDEY:This fires no mission and is the normal
selling.

SINGLE STRATEGIC LAUNCH::This allows you, by means
of the EADAR SCREEFR to mske a Nuclear Strike on
any cne target
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FIRE-FLAR YARM PUPFY: This will fire the majority
of your missiles at variocus targeis, The enemy
reaction to this will be extreme (you have been
warned! ).

On Level ! ignore all references to the REFLEX
SYSTE¥ and do NOT switch it on. Only ONE Mission
can be called each turn. To leave this phase press
the Space Bar.

RADAR SCREEX

This screen is used to show missile attacks made
by either side. If you selected a SINGLE STRATEGIC
LAUNCH the HNuclear Targetting Cursor will be on
screen. Fosition the Cursor over a target and
press the fire button. You cannot make Sirategic
Attacks against a frieadly or Neutral City/Unit.

If the enenfy taunches an attack against you th
followingg will apply: The enemy missiles will €
*boxed® by a Tracking Cu‘rscu and the [.P. Cursol

will appear on screen. This is the impact
Predictor and will move to the Predicted Impact
Point of the enemy missiles. (Their Target) The

REPORT BOX will name the target.

If the enemy lauackes a FIRE PLAF attack the I,
and Tracking Cursors wﬂl, Aot appear.

OPPOFEFTS (Computer) TURE

The computer will now perform all the Phases you
have just completed. You will see his movemeat and
Attack Phases. In the ATTACK FHASE if you have
selected ACTION SCREENS you must do the
following. Place the COM BOX over one of your Units
that is being attacked and press the fire button.

The action Screen display is simiiar to Section
and all points covered there apply. It th
computer fires any Special Missions it will maks
them out of sequence. They will be made at the
start of its turn, so It Is possible that you may
fire a Special Mission and see it on the RADAR
SCREEN, and then the computer will fire a Special
Mission. This means that the computers turn will
start with the RADAR SCREEN showing the computers
Special Mission.

W~

nb

BASIC TACTICS(How to play’

On Level 1 it 15 betier to fire no Special
Mission. Any advantages you receive will be offset
by the triggering of nuclear resporses by the
computer. As the N.4.T.0. player your Task is to
DEFEND West Germany, this does not mean you should
set out to capture Hoscowt.

Naking Atfacks with Units is a costly way of
stopping the ¥ARSA¥ PACY. 4 careful Defence will
gradually grind down his attacking Units .(Maybe!},

Do not allow a Units ARM value ta become O as the
Unit will be destroyed If it is attacked. This will
mean the loss of any AIR,/SUF. the Unit had.




On the ACTION SCREERS firing a constant stream of
missiles may get you & good Attack Defence Bonus,

but the SUF. values of your Units will fall at an
elsrming rate. Ee warned.

In the Air try to win the battle for Air
Superiority, but do not let your Reconnaissance
Level drop to 0.

The following are differences or extre features
tkat apply when playimg the game on levels 2 and
3. 4iso covered is playing the game as the

commander of the WARSAW FACT.
NOVERERT '
It is possible to mske an EXCHANGE Nove providing
neither Unit has Moved in this Turn. Place ‘the
COK BOY over one of the Units and prees the fire
button . Fosition the COK BOX over the other Unit
and press the fire button again. The two Units
will Exchange Places.

CHEKICAL RELEASE

After the NOVEMENT FPhase the TEXT LIFE will ENTER
CHEXKICAL RELEASE CODE OR FRESS 'N'. To authorise
‘CHEKICAL RELEASE press 'Y' your Units will now use
Tactical Chemical Veapons <Gas) in their Attacks.
This will give Unils an Attack BRonus and cause
greater losses to enemy Units., OUnce Chemical
Release 1s suthorised, it wil] be in use from then
on.

ASSAULT-BREAEER

This is & special AIR KISSION that can be used to
attack enemy ground Units. If ihe number of AIR
Units assigned to this Mission in your AIR FHASE
is 10 or more the following will apply.

Before the ATTACK FHASE the™TEXT LIKNE will show
SELECT ASSAULT BREAKFR TARGET.The Asssult Eresker
targeting Cursor will be on screen (4 B). Flace
this Cursor over the Unit you wish to attack and
press the fire button. The Attack will cause
losses in the Units ARK level <(Maybe!) Unly one
ASSAULT-BREAKER Attack can be made per turn. The
AIR Units filying thic Mission are liable to take
losses.

VARSAY PACT SPECIAL URITS

The 1 et AIRBOKNE ARKY and the 1 st AMFHIRIOUS
AR¥Y are special Units and' are capable of
specialist MOVEMENT.

The st AMPHIBIOUS ARMY s capable of SEA
MOVEMERT. The Unit starts on the ses and can
continve to move on the sea. However once the Unit
moves on to the Land it cannot return to SE4
NOVEXERT. Jt will then become the same &s all
cther Units.

The 1 st AIRBORNE ARKY ie capable of AIR NOVEKEKT
the COX BOX will show the limits it can AIR KOVE
within if you wish to use AIR KOVEKENT for this
Unit, you must do It the FIRST time the Unit
moves. After this first move it will move like any
other Unit.
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The AMPHIBIOUS ARNY cannot pe REBUILT until It is
on LAND. The AIRBORNE ARMY canaot be REBUILT until
1t has moved. Than oply the SUP. level can be

raised.

Various movement rastrictions apply to the above
Units as you will discover.

AIR PHASE (Advanced)
The ASSAULT BREAKER Mission was covered earlier,
the others are as follows:

DEEP STRIKE-This Mission attacks the command and
control of the enemv. Like

INTERDICTION it may lead<to the late arrival of
enemy Units. [t could alsg Stop =snemy Assault
Breaker nissions. It carries a slight risk of
triggering a auclear response.

IRON-SN¥4KE-This Mission attacks the =n ) i
network. It could cause the delay or loss of enemy

calour: mbers st
information about the enem,y's Airforca. But now
some of the informaticn could be wranm

SPECIAL XISSIOH

You may have realised that %the enemy could launch
his turn and that you cannot

n. To cverccme this

M. Once you have =ntered the

JRISATION CODE the Reflex System can

a nuciear

£

b
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be switched on. ¥hen switched on the Reflex Systaa
1 ta an enemy missi’
y launching a nucl

will automatically rep
attack. It will re
attack to match
Single Launch, Fi
fire whila the
air. The danger
baetwean

ADVANCED TACTICS

VARS PACT: Remenmber im is to take over
Va3t Germany. Do not too many rescurces
invading Neutrals in th uth in the AIR you must
maka the most of your ini 1 advantage ¥.A.T.D2
#ill receive more AIR I han you as the days

NIAVP QY - :Gal ; control- ofi tha
possible, then allocate spara Air
Breaker Missions. Only make cour
very favourable odds.

THE EURCPEAY BATTLEFIELD :

In the area covered by the game map, approximately

6.5 million people are in the armed forces
N.A.T.O0. or the Warsaw Pact. The countries th

o

=}
a
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make up W.A.T.0. and the W¥arsaw Pact are shown on
the Map/Poster. Spain is incorrectly colour coded,
it Joined N.A.7.0. in 1982. Greece and Turkey are
K. AUT. 0. members outside the area of the map,

The ground units tots]l some 84 divisions for
N.A.T.0. and 173 for the Warsaw Pact. Both sides
have 13+ Divisions mot on the mep which are
allocated to the theatre.

A rough count of aircraft gives K.A.T.0. 3.000 and
the Warsaw Pact 7.000 in the U.S. and Canadas are a
further 1.900 aircraft that would be deployed to
Europe in the event of war. The Varsaw Pact has
750 aircraft deployed in Russia which are likely
to be used as reinforcements.

The maval aspect of the thestre is treated in an
abstract way. Details of the navies on either side
will not be discussed, except to mention that
F.A.T.0. bhas superiority in carrier numbers,
whilet the Warsaw Pact bas the edge in submarines.

The strategic nuclear balance is as follows:
F.A.T.0. 2.000 delivery systems (missiles &
aircraft) with ©.000 nuclear warheads. The VWarsaw
Fact has 2.700 delivery systeme with 8.000
warheads.

All the above figures are approximeste. The numbers
are cenetantly changing, as new weapon systems are
deployed or old ones phesed out.

TRIUDUS-UMA DECADA & FORMAR,

¥e have +tried to used the wmost Accurate
information we could legally aguire to produce the
game, Fo doubt we have been tricked by both sides
dls—lnformatlan services at times, but this is the
best we could a

During the Second World Var i America and
Ruseia were allies, however 2 he defeat of
Germany, the alliance was i

western members of the

when Russia msintained

wartime levell seeing the might
possible threat +to the mnow DISARMED

Eurcpe. They &lsc disagreed whit Russia
communist governments on the <countries
liberated from the Germans. Finally in 1949 <they
formed the Forth Atlantic Trealy Organisation
‘R.A.T.0.> to deter any further Russian expansion.
To FRussia it appeared that it had fought and
suffered a devastating war, only to see it's
former allies band themselves together into a
hostile alliance. In 1955 (the year Germany jorned
R.A.7.0.) Russia formed an ealliance with the
communist countries of Europe. This alliance is
known 85 the warsaw pact.

1f the war does start, current opinion seems to
accept that after 30 days 1t will grind to 2 half.
Both sides wil then have used up their stockpiles
of conventional munitions. Few production will not
start to reach the front-line until szome time
after this. If this occurs the Vest's superior
production capabilities would probsbly ensure a
KA T.0. victory provided strategic nuclear
weapons have not been vused (if they have there
will be no productiom).
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The Warsaw Pact forces
Wffansive war, however it
B0 have the battle lecug
remember WWil).

W8 will now give a brief outline of the weapaons
deployad on the Central Front. (West German/Warsaw
BACt border).

Infantry: Still the unsung hero of the battlefield
only now he has to dig a hole for the A.P.C. as
well as himself Sencusly, the major change since
Werid Var it is that most infantry are now
@quipped  with ALRPLC. 'S (Armoured  Personnel
Carriers). Weapons used are assaulf rifles,
grenades, machine guns, 3 ri
gank/anti-aircraft missi!

NiB.C. (Nucl

Tanks:Cne of the most
Uninitiated. Thunc

giants in pe:
i

infantry and
sinoculdering s L
ars big, nolsy, deat and near
Thay nead supparting infantry t

a
ears. The aircover is raquired caep nemy
ground attack aircraft and helicopters, who are
attracted to tanks llke wasps to jarn. This does
not mean that tanks are now uyseless, Thevy are
still the armoured punch in any attack aand still

the best anti-tank weapca,
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Artillery: The forgotten arm; forgoiten that is by
civilians. Anyone wi t  experience

in  Vorld '¥ar' "1i
caszuallies than all
Hodern artillery is
1345 variely improved

QO W o

has the fead in

Electronic Varfare: One of the lasted growing
aspects of ‘'modern' warfare. An eaver expanding
range of electronic equipment 1is designed to
blind,, lind, deafen. or destroy the enemy. Of
course 1t is then necessary to produce equipment
which will stop the enemy doing this to you. It
has proved to be of great value 1in the limited
combat situations where it has been used. If war
occurs on the Central Front and all the equipment
1s switched on together, then the resuls will
prove intersting to say the least.

Chewmical V¥arfare: Commonly referred to as Gas.
Varicus chemical liquids, solids or gasses are
sprayed into an area. Tiis gives rise to variocus
unpleasant effects which we will not discuss.
Chemical weapons are deiiverad by various
methodos, including aircraf spray tanks, artillery
shells, missiles etc.

Alrpower: For the purpose of comparison we will
siwplify the various air missicns i{nto thrae types
and give numbers of arcraft allocated to sach
mission in 1984,

AR
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Air Superiority: R.A.T.C. 740 :Varsaw Pact 4370
Ground Attack: KE.A.T.0C. 1950 :Varsaw Pact 1620
Reconnaisance K.A.T.0. 285 :Varsaw Pact 600

These figures do not include the French Airforce,
the 1.900 aircraft in the N.A.T.0. reserve or the
750 Varsaw Pact reserve.

Bead counts such as the above are not as
overwhelning as they first appear N.A.T.0. has
superior (in general) aircraft and better pilcts.
Also a much higber percentage of the ¥.4.T.0.
aircraft can sctually fly (many of the VWarsaw Pact
sircraft are grounded awaiting spares, etc.)

hs!

o

That concludes our rather brief survey of +t
European Battl 1d. Ve did not wish to overwhel
less tecnical details, but rather t

u n

you with en o
ent view of Theatre
1 ta

£
11
e

o 0 H

on
wishing th Ol

of the books 1i

Designers Kotes

In tbe THEATRE EUROFPE we have fried to produce s
geame and informative. The game has gone through
msny revieions and alterstions before it reached
ite present form: For those of you who are experts
in this field we apologise for the simplifications
we have had to make. Our task ic to produce s game
which can be understood and played by a wide age
group. This group includes both wargamers and non-
-wargamers, experts and novices. The game in its
present form is (we bope) & reasonable balance
between conflicting requirements.

Certain assumptions were made in the game which we
hope are valid. These include:

K. A.T.0. will win the battle for controle of
he Atlantic,

The Warsaw Pact wiil Fain - conbrol pf ithe
Baltic,

3. VWarsaw Pact Navsl movement in the Baltic will
be stowed by N.A.T.0. mines. i
4. The K.A.T.0., Atlantic azir *ransport operation
will succed.

[N P S

5. Frence will enter the war immediately.

6. Switzerland Sweden and Auctrisa will remxin
neutral.

7. The Varsaw Pzct Armies will remain’ cloval 'and

enthusiast

The Varsaw Pact will not start the war with a

msssive nuclear bombardment.

¢ K. AT.0 will not 'go nuclear' if it cannot
stop the invasion in x days.

10. Both eides will refrain from using biological
weapons

¥o have grouped certain Divisions, brigades etc.
into non-existant armies for ease of play. The two
most obvious examples are the lst. Airborne Army
and 1st. Amphibious Army. The Warsaw Pact has the
units thst compose these Armies but they are not
organised a5 Armies (so we are told)

The exchange move 1ig really to allow the warsaw
Pact to rotate 'burnt out' units to the rear sas
fresh ones enter the battle. Thus similating their
lactical doctrine.
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imits con the 1lst. Airborne Army are
layer to make a reasaonablse Air Hove.
11 has vario tig

i i a 2
ar than putting a big arrow on i3
saying 1
rborne

'ze

Unit in rea

The Rebuild Phase aftampts to show the problems
1 1 ocation of
will soon

ft :in dts

are flown ot
equipment w

In a unit the ARM level repraseats the ccmbat
of that Unit. It is not just a head
or tank couat. Many other fact come into play

FORMAR,

change.
a Fuclear

The Reflex systsm is an attempt to similate the
"Automatic Computer-Controlled Reaction System"
that is currently gaining lavour in the Pentagon
( see’Sclience Digest'- Narch 1985 ). The. less said
about this the better. the concept of allowing a
computer to launch nuclear strikes, with no human
intervention, shows thers ares apparently no limlts
to human insanity
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The targetin of the computers nuclear strikes in
the game caused us some sleepless nights. As did
the thought that somewhere someone ie doing the
same for real.

The Air phese is our attempt to show the
importance of air power in modern warfare. VWe have
tried to do this as simple 2 way &s possible.
Playing the game you will realise that we do not
think it will be as eesy for N.A.T.0. to achieve
Air superiority as is widely believed.

The "at start" positions of the K. A T.0. and
V¥arsaw Pact sssume a build up of forces on botb
sides, caused by a period of internaticnal tension
before the outbreak of bostilities ( see enclosed
newspaper article ).

Ve do not believe a computer geme should be used
as a platform to make political stetements and
Lave bent over backwards ( in some ceases whith
sunglasses on ) to be imparcial in our treatment
of {the subject. We will leasve you whith one final
problem: identify the planet described below;

Two thirds of ti
to deatl

fondst
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- UNIT LIST. YUGOSLAVIAR | CORPS 2 1 1
YUGOSLAVIAN Fi CORPS 2 0 1
FATO UNITS IF GAKE ARN ATR sUP
DANISH | CORPS 2 1 1
DUTCH | CORPS 3 1 2 WARSAW PACT UNITS ARM AIR suPp
BELGIUM | CORPS 3 2 2 3rd SHOCK ARNY 9 4 q
BRITISH | CORPS 4 2 3 1st GUARDS TANK ARMY 8 4 4
WEST GER¥AN | CORPS 7 3 3 3rd GUARDS TANK ARMY 6 3 3
WEST GERMAN |1 CORPS 7 3 3 4th GUARDS TANK ARMY 5 3 3
YEST GERMAY 111 CORPS 5 2 3 8th GUARDS TARK ARMY 4 3 3
UNITED STATES ¥ CORPS 9 4 S 2nd GUARDS ARMY 8 1 4
U¥ITED STATES Vii CORPS 8 4 5 8th GUARDS ARMY 8 4 4
FRENCH | CORPS 3 2 3 20th GUARDS ARMY 7 3 4
FRENCH (i CORPS 2 1 2 10th ARXY 4 2 2
ITALIA¥ || CORPS 2 1 1 16th ARMY 4 2 2
ITALIAN 1Y CORPS 1 1 1 21st ARMY 3 1 2
ITALIAN Y CORPS 3 1 2 28th ARMY 7 3 4
41st ARMY 5 3 2
1st AIRBORNE ARNY 3 1 1
1st AMPHIBIOUS ARNY 3 1 2
ist POLISHE ARNY 5 2 2
NBUTRAL U¥ITS ARK AIR SyP 2nd POLISHE ARAY 4 2 2
SYISS ARNY 2 2 i 2nd RUMANIAN ARMY 5 1 2
_ AUSTRIAN ARMY 2 1 1 Ord RUMANIAN ARNY 4 1 2
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15P - 1000, a Perfeigdo em Tecnologia Avancgada,]
a Verdade em Impressoras de Alta Qualidade. |

Seikosha, uma das empresas do Grupo Seiko continua a ser lider no fabrico de impressoras. Vem
agora com a nova série SP mais rapida e silenciosa, com a vantagem de enorme perfeigdo em |
letra de qualidade. Uma inovagao para as empresas, sistemas pedagdgicos, sem duvida o seu
parceiro ideal para processamento de texto e ainda enormes possibilidades gréaficas.

EspecificacBes

¢ hiciodo de matriz por impacto, leitura bi-direccional.

e 100 CPS/75CPS (Nomal) 20 CPS (Qualidade). rapida impresséao. baixo nivel
Ge ruido.

@ Avanco de papel por aneis dentados ou por fricGao.

e Frocesso automéatico de entrade de pape! (opcional).

e Detector automatico de falta de .
eres
papel Tipos de caract

& FAM interna para delecg@o de
21108,
¢ Armazenamento de dados em | FENH; ; wmx TRARCDEF
hexadecimal. )
sraphsn <=>?@ABCDEFGHIJKLM
789:; (=>T®ABCDEFGHI
; JBVZIARETES =) YRARCDEFGH]
¢ Variedade de fungdes incluindo _Jﬂ : i L‘;r fﬁ i
“Under dine”, "Bold print”, “Dou- FES D s T ERpCDEFR

;b St <=>P@ABCDEFGHIJKLX

¢ \ariada gama de caracleres S e " 5 B3~ \

gréticos como: Pica, Elite, Pro- 789:; (=) 7€ABCDEFGHI
EFGHI JKI.

porcional, alongado, Condensa-
do halico, "Super Subscripts, lta- : EFORIJKLEROPR
lice Super Subcripts”. 799 £ copneaReD

@ impressgo aulomatica:

s FungZo de acerio de margem.
¢ Tesle automético de impressao.

Tractor (Acessorio) ey e

A montagem & facil, tudo o que tem a / iy
fazer é colocé-io no corpo principal. i
Usando papel “fan-fold”,
pode processar

um enorme volume

de dados.

W inverface inteligente opcional {# SP — 80010)

DISTRIBUIDOR OFICIAL E EXCLUSIVO: |










