
IqIHUIRIEN6
JOHNNY REB

LOADING: see dèrails o1 cassetre shell.

COMPUTEF:-see details on câsse e cove..
W4AlV/1r'6: Do nor swirch ofl the tape recorde.
unlil you êre asked, "How many plâye6 ?'
(Spe.t,um, e6ion only).
A. Sêtiin! and Obièctivs
Th s rs a qane tot eithe! one or two player!,
,r ,!sr: wh,chever version is beins lollowed,
rrc playr,, insùucrions will be very simitar.
lhe sôme r set during rhe Americân Civat Wâr
r. . -, ls a sknmish around arivercrossing

Ion and confedetsle foic€s. The
orrlecrve cf the qame is to either caotùre the,rxenr! !j or elsè lo achieve the more
dominanr ractical posùion wirhin rhe time
period which you allow you.selt.

A. lniti.l Sêttinq Up
1. The fnst decision is whether the same is lor
two drlfe.ent pldyers, usjig lhe compuler âs rhe
imparlial umpire, or as a game Jor one plavor
wh€re the compuler witl lâke lhe role ot

2 Choosins sides-Player 1 musl enrer which
ê,,,v he wiihe:10 be. either L (Confederâre) or
u (Union). in all subsequent âclions Player 1
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will always move |ilsl, and in the one player
gâmê you will always be Prayer 1, havlns the
blâck pieces on the righl hând side of the sÙeen.

3. Sexing a tine llûil lf you wish 10 plây the
gâme rhrough ro a conclusion then enler "n"
and th€ bâttle wlll conlinue unril one llag hês
been câptured. lf yo! enre. 'y" a lime limil wil
be inposed oi ô siven number oJ same lurns.
Hence, aller enterinq 'y", vou musr enler
the numbe. ol game lurns yoLl wish to play, (ô
game turn is one complele cycle of movement
trom each playet. After rhe erpiry of rhè limir
the computer will calculâÎe the respeclive
posilions and determine lhe resùlt.

4. Choosing vout ioops-This is always done
,ilsl by Plâyer 1 who hôs a mâximùm limû ol
twenty pieces ol each unir (infanùy, cavalry ônd
a illery). You are €dvised that choosing such
a mâximum lorce will normally result in ô lono
game il you are nor using rhe iime lilnit. An
inrereslins game should resuh, inilially, lrom
using 8-10 unns in torâ|. Your in tial seleclion
togerher wùh its poinrs rolâl using the Jormula,
inlanlry .- 3, caval.y 5, and adillery = 2, w,ll
now be displayed on the screen. You must now
eithèr input "y' it you wish to fight with rhis
combinalion or "n" which will enêble yoù ro
reselÊcl the lorco, lt is iow rhe rLrrn of eilhe.
the computer or Player 2 to sëled lheir lorces.
To balance Plâyer 1's âdvanlage of lirsl move
there is no limit set upon Player 2 3s 10 the
number ol each unit he may have. lnstead, using
the above poinis lormula h€ mercly has to
conslru€t his force to a value no qreater rhan
rhe points rotal ot Player 1. (ln rhe one player
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gamê you have rhe opl.on ol specilyrng rhar
rhe enemy must have an ide.lical force ro
you.self. ln the rwo playe. version, Playe, 2 âlso
has rhe oplion ol reconsidering his innial
selection). ln ptay. Ptaye( t has black pieces
whilsr Player 2 has the white pieces.

C. Tho Play
1, IheRa\lelield Belotechoosrng your lorces
as described in B 4 above the compùler will
ha!e construcred the bâirlelield. the po3nion
ol rhe rver will vâry every game bul lhe bndge
will ôlwêys be in a ,oushly similar localion. The
posirion ol the lwo llâgs will âlso vêry eâôh
game, but Plâyer 1 will always be on rhe righl
and Plêyer 2 on lhe lell. Two oiher symbols also
êppear ar vârying posirions on lhe mâp these

$ .."rr""4 (impenet,able)

O lo'esr r,mDener'âblê'I
Aller lhe inirial selecrion hâs taken plâce, your
lrooos will be placed randomlv on vour own
sideolthe screen. (Nore beca!se ofrhevârying
river posilion ir is quile possible to start rhe
game with some ol yoùr unirs âlready on rhe
enemy side ol rhe rive4.
2. Movenent Connands ln each qame iurn
Player 1 must give commands tor âll his unns,
alier which the resulls ol any ârlillery lire are
calculated, before Player 2 is âble ro mâke any
ot his moves Aftei Playe, 2 hâs made all his
moves rhen h is ôr lhis stâge thâr the resùhs ol
any di.ect anacks on âny units âre calculared.
Your unils musl be moved in lhe sequence in
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whrch lhey llash. The unil lor which â move-
menl .ommànd is 

'equned will .onrrnue ro
Jlash unlil lhe orde, has been received, so lhal
n mây be clearly idenrilied. The inpur ol "q
enables you to pass the remâini.g moves lor
all yoùr ùnirs who hâve nol akeady received a
movemenl commônd ônd passes rhe move ro
lhe olher player- Pressinq 'ftIÉÂ" will enable
yoù to bypâss ân individuâl unil
al Move ln') you can move in one ol a
di.ections n, se. and sw. All
movemènt commaods musl contârn rhree
elemenrs,lhe move command (r), thedirection
using rhè âbove compass points and lhe
numbe.ol squaresto be moved. (You â,e alwâys
lold the maximûm thâl any unil can move).
A Lrnir cân only move in one direcrion ai any
one rime. ln the one plâyer ve,sion, howeve.,
lhe compute, rs allowed moves in more than
one direction. Exâmple ol valid input mse2.
b) fte (f) instead ol moving. an a illery
unil can eleci ro li.e. Again a valid inpLri has
rhree elemenls, the fire command (r). direction
using lhe eighr compâss points and ranse (n!m-
be,olsquâ,es).Exampleolvalidinput rnwl5.
c) C.ossins vet (c,osn it is posible lo
.ross the nver olherthôn by lhe bridge. Oitterenr
pâns ol the,iver âre hârder lhan others to
cross and aller crossing there is always some
reducrion in rhe ùnirs iiqhring srrengrh. ln
cenain pa,ts lhe loss ol strenglh is so great rhâr
yoù will lose rhe unir by drowning. To cross
lhe river you, unn musr be dnecdy adtaceôt 1o
rhe river ând you must input the command
"cross" when â movemeôt is requesred.
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d) Linits to novès whe,e ân .nva|d requèst
is made fo. a movemenr or the lnit reaches ân
impeneùâble square rhen rhe movement witl
srop and a message will be reponed. An invalid
môve enl'y e g ro cross lhe river when lhe unrr
is not on lhe river bank wrll lorte'r your move
lor rhar unrr. Oncè enrered moves cdnnol be

e) Saving the qane (save) tl you 
'nput lhe

lerreB "savê" vou wrll àuromalrcdlly be able to
sâve a pâd compleled gôme onto a blank
côsselre All variâbles w'll be 

'era'ned 
and tne

banlefield lâyour will be saved as â sc.een $.
Veriticarion ol rhe .eco.dinq is provided lor
ând lhe commând can âlso be used 1o lry out a
ôumber ol dilferenl lactics l.om a oiven siluâtion.

3. Atiâcking

a) Aûiuetv lire-see pata 2b for derails. From
time ro rime you will receive ammunirion stâtus
reporls lor your arlillery and ù should be noted
that whilsl your inirial supply ol ammùnilion
is hmned you may recerve occasionâl resùpply
durins lhe same. (ln the one player version, rhe
comoùrer hâs an unlimited suoplv ol âmmuni-
rion. ln âddirion ro help identily the gun irom
the computer conr.olled a.my, lhe unil will
coniinùe ro flash unril rhe shor hirs irs târcet.
An exploding shot covels more rhan one square
and hence the subsequent repo(s ol lhe
resulls ol anillery lire wirl be given in sequence
lor each unit ôllecred. Therelofe, one ânillery
round mây resuh in rhree or lour hits on enemy
unirs. but yoù cannol hit your own unirs
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b) Attacking en enemy unit-a\tacks cai be
made by âny unir on âny olher enemy unil, by
simply moving io an adjêcent squâre lvlore lhan
one (]nir can ârlack â single enemy unil and the
outcome ol rhe encounte. rs derermrned pârtlv
by lhe originâl srâlus value oJ the unils ând
pânlv by therr curent remaininq strènolhs. Thrs
conlronlarion result is only calculaled âfter the
complelion ol the game l!rn of bolh plêyers.

c) Unit st,ehgrh-each unil is shown asainsl
â bâckground colour which indicâles its
sùength (The lighrer lhe coiour the stronger
lhe onrt). Alrer âny rove or encounler which
reduces a unil's sùenglh the bâckground
colour will darken osing lhe sequence on the
keys 5-1. This means thar a backgro!nd coloor
ol qreen will nor be vis ble aqainst the qreen ol
rhe lând area oI rhe map. Once a unir reaches
zero sirength ir is removed from rhe batlleJield.

d) Conpletion of gane ru.n-lhe linal âcron
betore the stad of the nexr aame turn is lor the
compure, to check the new posilion ol each
unir ând rhese will llâsh in lurn as lhe check is

D. Gam€ End
1. Expiy ol Tine Petiod-Ihe câlcularion ol
lhe resull is on a points rêble as follows:-

a) 1 point for each ilemolnrensrh.emâining

b) A points calc ulai ion based on ihe proximily
ol each unil to lhe ênemy llâs {approx.'l16
poin! pe. unit per squâre).
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.) A por.ls calculatron Ior the salely of your
own llag, as a reciprocâ lo b) abovê.

The highe. poinls total is the victor.

2. Capturc ot Eneny Flag To caprure a flâg
you must order yoùr unil 10 move onto rhe
squa'e. occupied by the enemy llag. The number
ol unùs requ red to caprure rhe flag va.ies wirh
their remai.ing slrenglh and alsowilhrheinitial
srze ol each army. Once ê ùnit has been plâced
in aDpropriale posirion ir plays no morê acrrve

3. No nesult ll is possible to so deplete eâch
olhers force rhar ôe(her side can reach a
winning position. We respeclfùlly sugqest â
lruce in s!.h circumstances ro âvoid lurlher,
unnecessa.y bloodshed.

E. Copy.ight
Copyright ol this câsserle soflware and sell
explanalory notes resides in Â1. C. Lothlorien
a.d it is irlegal ro copy the prog.amme fo.
disposal lo a lhird pany. Similarly ihis casserre
musr nor be hi.ed to any rhard parly wilhout the
express wrillen consent ol M. c. Lorhlorien ard
no pârls mây be used in other prog.ammes.

M. C. LOTHLORIEN.
56A PARK LANE,

POYNTON,
CHESHIRE, SK121AE

Tel: (0625) 876642

OCopyrishl 1983 M. C. Lorhro,ien
MCL 507(N) 10/83.
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Àm€ndmênb BBC.B. Elêcl.on ànd Amslrâd
A/-4-The questio.s ro achieve the inrlral sel
up êre asl<ed slishtlv dillerenlly and ln a drlte.e.r
sequence Follow rhe sequence conrôined in

C2 Unrts do not flash, rnsreâd lhe unir lo be
moved will âppear on erther a whrle o. â black

C2 l\,4ovemenl commands are ,n rhree

t) aclron lhis will be enhe, {m)ove: (l)irei
(c)ross; (s)ave | (d),splav sùensihs ; (q)uit;
orspacebâr.Thequrroprron ènables a p ayer
to suûerder lhe remainder ol his turn, the
spêcè bar meêns no acrion lo' that padrculàr

/l) direction !sing the 8 compass poinrs as

Exampleol validcommand:' f j FETUFN; NW;
RETUBNjTjRETURN
C2\d)-tnvatd moves do not forlen your rurn.
C2(e) Please isnore lh,s parasraph To save â
pa( played sames use the (s)ave comnand aq
rn C2 âbove, ând lollow lhe instrucr ons ôn rhe

/Vore;-on reloading a saved gâme you musl
specily rhsr you âre nor srart nq ! new gâhe.
Aller this you will be êskèd lo ênler lhe nanre by
which you havesaved lhegame, b4 surero keep

3a The maxrm!m range ol êrlrlldy is 15.
J. Pease ignore lhs parôqrairh To obrarn
delâils ol u nil srrenqth yoù mùsr ùse rhe (d)isplay
sùengrhs command âs in C2 abôve. The
slrengrhs displâyed are in ê scâle ot 5 to 1, ol
decreasing sûength. Press rry key rô return 10



Amo.dm.nt. to. Conmodo?o 64
Bl-.t-A thnd oplron ,s provided in whrch the
compuier rakos Éorh sides in the game.
A-2-PlaVet l srans on rhe lelt hsnd side ol rhe
screen and must caprure rhe llag on lhe ighr.
A-4-Neither side may hâve more than 20
pieces /r totrl Both s'des fiave blacl p'eces but
are disring!ished b./ i e direcrion in which rhey

C2 Pieces do not tlash, aûstead they are
andicared bya whtettam6.
C2 Allcommândsuse capilal lettels. These are I

'C 
-lo Ûoss the .iver.

O-to end one plâyeislurn
I ro bypêss ône piece's tuin
T-lo force end ot game

F to lire an anillery piece
Borh M and F must be lollowed by a valid
drcctiôn and dislancc {.J! C: a ,d c).
e.g. MNW3 or FN15
All commands must be tolloweC by RElURN.
rl no disrance is pJês.1i or ihe distance is
grealù ,iran ih€ r.ariinum . Iowed then the
maximum distân.e is assumeJ.
C2 (e)-Thers is no sâve sr,nt tacilny.
3a-The.nâxrmum rangè of ânillc y is 20 squares
/r'8-The computer does rrt hf-ù ln ontirn;tâd
supply.r âmmrrr frn
3c-Please i9.or., this',nragraph,.o ob1âin detâils ol I lit s1 ..a.h .. ru musr
lvpe '?' as a €omman{|. S' rgLhs will be
. splaye.l as nlmbê'r ln . s. , e .t 5 10 1 ol

anoeâsing strengrh. Lss rl l r',.r linormal



Àmêôdôents aor oiuc-l & aTMos 48K

Ct The river and bridgo will alwàys be in lhe
same localio.s, and Player 1 will srart in rhe
borrom iighr, Plâyer 2 in the top loll. Your torces
willâlways slat on yoùr own side ol the river.

C2 Movemcnl commands are rn lhrèe sepàrâte

,) ac f ,.sw ùÊ-"itnd(M)o,: )lnE;
(,.'1./SS. (S, ili /V STRENGih:;
1i)YPASS or iO Ulr Tr ..lUlT rption
c rables a player lo su,r.nd. rhe remainder
oi his turn, the (A)YPASS means nô âction
lo. that particula. piece.

//) dnection-usiô. rhe 8 conrpâss Dornls as

ExamDle ôl,'.rid coû,fl,and -F iLTUBN;NW;
hiIURN, /, i ETUflIi

C2ld) lnvalid moves do nor always forleit

C2le)-Ptease ignore ihis pa.êgraph. rhe.e is
no SAVE lâcility in the Oric sys$m ve6ion.

3{C)-Plerse ignore lhis pE agraph. To obtain
delâils o, uoir srrengrh you nust use the
(S)HO!", a::BENGTH command âs in C2 above.
Iheslrcngrhsôrèinascâleof 5lo1 oldecreasing
strcngth. Pi6ss RETURN to.esume nolmâl plây.


