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[ THE COMIC BOOK - THE BLUE JACKETS |

(Criginal tile : Les Tuniquas Bloues)

With sales of millionin Europo, Les Tt Biuss comic book series
{s ene cfhemast succsssful in the SPIROU calleciion. 29 albums have alieady appeared in § countries,
including Germany, Denmark, Holland, France, Belgi witzerland and Canada. A thirbeth book is
currently nearing compietion and should b available by tha end of 1989

" series was orlginally drawnby tho late SALVERIUS. On his death theartwork foll to LAMBIL,
airoady wal knawn for the adventures of SANDY, an Al n bay, and his kangaroo buddy, HOPPY.
LAMBIL, having completed the fourth album of OUTLAW, was parsuaded by sconarist CAUVIN to con
the series. Soon LAMBIL bacanma passionately interested in tho Civil War and deveured all the impressive
quantity of Gocumantation that CAUVIN had amassed ovor a number of years of koen study

UVIN started his careerworking with Clairo BRETECHER on the NAUFRAGES soflas, which

racountod the comic epic advenlures of a group of castaways. Hi storylines 5000 caugnt ihe anentian of
comic artists and ho currently works regularly on sevan sories as wol as wiiting the scenarios for LES
TUMIQUES BLEUES. One of those saries Is entilied "Poor Lampiand foaluros the misadventures of of
a comic book artist. And who does the artwork? None other than LAMBIL naturally |

While the quality of LAMBIL's wark and his cutput are ramask his working melnods are
notquite as idiosyncratic as CAUVINS. This scenafists favored workpiace is his armehair, whoro e can
olluntilinspiratian comes along. When the ideas do startralling, b maks llod skatchos, refining them
canstantly, with layout and dialogues for tho complete adventure.

The main characters in the comic book series

You'll meet them alln this game atvarious t d pls dapanding on your playing style. Lats
fiest take a look at the two principal heroos

Sergeant CHESTERFIELD

He seems driven by an ovenwheiming sensa of duty,
desire for promofion and a tasto for medals. Mightnt thatjustbe.
afront?

Corporal BLUTCH

He never wanled to getinto this war, o any olher!
Depending on your viewpoinl, Blulsh is a Gynlc or daes he just

thi Common 5058

akable features of his

g thraugh thick and thin are unm

makey

.
Captain STARK
Invariably astide his cavairy charger, sabro brandis-
hed, Gaptain STARK Is the 22nd Cavaiy's fanatical warman-
gor If tmaves, ha'll charge it 1f war Gidn? esist, STARK would
inventi,
Corporal CANCRELAT

¥
nor CHESTERFIELD and BLUTCH have ever lacod,
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[_ABRIEF HISTORY OF THE AMERICAN CVILWAR |

ATLANTIO OGEAN

GULF OF MEXICO

CONFEDERATE ADVANCES T

i Taehcalos

MAP SHOWING THE MOVEMENTS OF FORCES PRESENT
1861

In 1880 Lincoln was eloctod President of the Uniled States. He was in tavor of the aalition cf
slavery, sbl vory much a part of lfe In the southem stales. The South fearcd that aboliion would destay
it tconomy and way of ite; the soulhern states were essentially agriculiural, with cotion being the major
cash crop. The labour was provided by a large black siave population, These slaves were more ofien
than natill-reated and their work was hard Slaves were the property of the landownors, in
the same way as domestic animals. It may be, as many claimed, that a good propo
rorthem ware [ ianand demoerate
of a large niw addition ta the availatie work force, thus pushing down pay and increasing production for
their busy factorles. Whatsver the truth of that, LINCOLN's desire ta end slavery was sincere and this
caused much rasentment down south
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Warth Carciina was tha first state to recallits. Cangressmen. 10 cther states followed suil and
RICHMOND was dociared capital of tha naw Confederacy. Jeflerson DAVIS, defeated by LINGOLN
inthe 1860 presidential election, became Confederate President

The i the

had a poputation of only
9 million, almost 4 million of whem wore slaves, while the Union boastod 22 millon. The South was
alse less developed industrially. This fack of manutacturing capacity and infrastructure was crually falt
throughout the war. From 1863 the Union had 500,000 men Inuniform, while the Gonfederales were never
to excand the 500,000 mark; they finished in 1855 with no moro than 20,000 soldiers, the casualty and
desertion rates were 5o high.

lostiliies wera opaned by the Gonfederates at Fort SUMTER, a Union military stronghald in
© ry. The taking of tha four-yoar war. During tho st year most of the
engagements took place in the region of the twa Gapiais which were separated by less than wo hundred
miles. The lamous battie of BULL RUNWilh ituncartain suicome putpaid to the North's draam el crushing
Who rabelion in  matot f days ot weoks, Many Unicn soldars woro velunlewrs who had signod up or
mroo months. Agrear many of tter the battio, Ce h

anke.

882 saw the Confecaralas winning greatvictaries in MARYLAND (the batties of RICHMOND and
FREDERmKsEIuHa) Battios wore also fought along the Mississippl at CAIRQ and MEMPHIS.

In 1853 Ganeral LEE, -/\Cmela!ih?r
nly hope of viciory lay in a short war
MNertharn army's back and open the rozd ta WASHWGTON Du.'.rn
undeniable quality of his generals (Baauregard, Jahnstan, Jack:
atthe docisive batlio of GETTYSBURG on Ju\y 3rd. Thanks 1o aln»n o
the Union amy continued 1o block LEE's ro Uni
war s afef batia on the wostar war hont {VICKSBURG in Jm,,- “n CHATTANOOGA i Novarniber).
He managed in this way to bring these Gonfederate statos wost of tho ol biack inta tha Unien

. tealised that tha South's
the

o tho couraga of s soiclrs and the
was. unable 1o carry the day
mo.\cumby General Meade,

<

In 1884 GRANT was made Gommander in Chiet of the Union, boing nasly the finest of the
Northorn gonerals, mostof whom had praven mediccra. GRANT placed SHEFRMAN {iva man after whom
the famous WWWII tank was named) in charge of cperations in tho wost. It was Shorman in the west who
was finally to decide the tida of the war, since LEE contnucd brilantly 1o dolond RICHMOND, thus
maintaining a constant threat to WASHINGTON in the east. Mo Union genoral was able to destabilise him
untilan overwhelming numerical advantzge tipped the scales. SHERMAN altacked the Confederate rear,
at ATLANTA, Having taken that city, his army undertook the famous ferced march that took it 1o
SAVANNAH in 24 days. SAVANNAH foll on Docember 2151 SHERMAN then want on 1o GHARLESTON,
prewenting the Gonfodorate armies of LEE and JOHNSTON from joining together.

In April 1855, following a tough 4-day batile, GRANT fook PETERSBURG. This defeat signalled
the end for the South. Many deserted. Suppiies were practically inexistant, Most of the Conlederale
seldiers thought only of going home to pck up their lives in 1ho Seuth that SHERMAN' army had
methedically pillages and devastaled. Out of ammunition and supphes, LEE finally surrendered an Apri
Sih 1BES at APPOMATOX. On Agril 26In the |ast surviving Confederate army, under the command of
Goneral JOHNSTON, [ald down [ts weapons at DURHAM STATION. JOHNSTON was able to ablain the
fight for his soldiers 10 o hama with their harses and mulos.
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The Nerth ried for some time 1o mposo sevore conditions on the defeated South, demanding
reparations and stict poliical conral. This poficy proved sa disasirous, howaver, thal it was gradually
abandonad, All the rebel states were reincorporated into the Union with the same duties and privileges
a5 bafore. The North institutad a AuMbar of aid plans to redress the grave sconomic sitsaton in the South

BULF OF MEXICO

UNION ADVANCES sy

MAP SHOWING THE MOVEMENTS OF FORCES PRESENT
1863 1864 1865

The Civil War was tha first moderm armed canfict, bothin terms of the casually figures {more
than 500,000 dsa) and in the use ol modarn weaponry, rains and mariime biockado. Despi tha frocing
ol milons of bsck aves, et nkegralon iy Afarkian tocloty was nct aceomplished. Whatever
oventual plans LINCOLS hit have had to de: , hewas putthem
in practise; he was assassinaled by a ‘anatc on Aprl 141 1655

5
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[ THE GAME

LOADING AND STARTING UP

Maki sure that your systam s comectly set up

ATARI ST g .
Insert the “North & Southe disk 1 into the driva : switch your computer on ; the game will auto-load.
Wihen ini1od by a screen message, insert the second disk in place of the first,

Amiga 500 &
Switch off your sysm\n Insert “Narth & South” disk. Switch tho computer back on, The game will
aute-load.

Amiga 1000 anly’
Switch of your system, and ahter a lite while swilch it back on, Load Kickstart 1.20r 1.3 Press
GTRL and both Amiga keys simultanecusly.

Anti-virus measurs -in order notto infoct your original disk Ey mistaks, make sure you switch your
system off and an before loading the game.

PC
This varsion los card the 4 colour GGy the EGA card
wilth 18 colours

Loading :
Swilch on your system and load DOS. Insert the "North & South™ number 1 disk. Then type
=~TATOU" and hit RETURN. The game wil then lead,

1 your system uses two disk drives, insert the frst diskin drive 1 and the second indrive 2, The
program will automatically call the appropriate drive. For 1-drive systams, just fallow screen instruetions

Attor a fow moments, the program will ask you to choose e graphie card, Then a mini-menu will
appear on the s61een

Graphic Mode Salsction

1 .. lets you start play.
.. lels you select the grashic card
lels. you sot your joystick. It you select s, than simply follow screen Insiructions,
Mtprv.arns you will automatically return 1o this menu.
. Aetums you to DOS.

NORTH AND SGUTH
Special functions for PC during the gsme:
F9 - Switch anfaff the music and sound FX.
F10 : changes the colour palotia of your monitor for better contrasts (GGA mads only)
GLOSSARY OF GAME TERMS

FOR EXAMPLE : ENGLISH AMIGA KEYBOARD

RETREAT

RETAEAT

\ | \
CHANGE DIRECTION FIRE craNGE DIRECTION
WG

Ui UNIT ' u

- SIDE : Tho SOUTH (Canodoracy) or the HORTH (Urion)
TERRITORY gic map,
- CLIGK : Press the left mouse button or the space bar or the e bulton, This action is used to

canfirm according to cursar pasiton

- GURSOR : This is asereen pointer which you can move around on tha strategic map using
meuse, foystck o keyboard

FIRE - Press the space bar, fira bution or TAB key.

- ARMY : A forcn mads up of a number of unls representad by a soidier on the sirategic map.

UNIT © The basic olament of an army. There are thiee types of units : Cavairy, Infanry and
Artilary
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THE AIM OF THE GAME

‘Your objactive is ensure victory for your side (North or South) byeummannq all the enemy
armies. Youwil allthe combat
ornol. as you like.

Wrile “North & South doss notty 1o feconstitulo history and places playabillty over malum.

vl War. Thus, as in taality, the playar may choose to advance deep into the South or North, boanﬂck
in 1he contis o 1o skt 3 ming mavement. _

THE GAME AND HISTORICAL ACCURACY

4 has boen stated above, INFOGRAMES has abowo il 1 1 rivioge gamepiay raher than
sirct historical accuracy. Our wish has been 10 [6GGa1D o AIMGsENere 10 be found in the comic book
series. You wilhotefors find some game details which do natrespect historical reality, natably inthe case
of bordors, e pasitons of towns and the railrad.

We hope that these modifications will ensure a great deal of playing pleasure. Let's turn now
o the mest important part of this booklot ; HOW TO PLAY "NORTH & SOUTI

PREPARING THE GAME

Choice of language : PIace your Gursor over your language fiag and click

8
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THE MENU

> NORTH & SOUTH

FIF TR

HOW TO START PLAY IMMEDIATELY :

Using your cursor, ciizk on the case marked "GO". You can now play using the following
configuration -

- You are playing at CAPTAIN lovel. You play Captain STARK against a Gonfederate Corparal
played by the computer. The start year is 1851 and no calastrophe Is activatad. North plays first.

1 you want to alter the current configuration, you may act on the following parameters
- 1.or 2 playors.

- Change difficulty level

- Ghange start year

- Aciivale (or noi) all or some o the catastrophes and evenss.

- Play {or not)in sirategic mode (ne arcade) only.

- Dofine which playar will use the joystick (for 2 player game)
The order givan hora s only an example; you need not respedt it

Diffculty level and Selucting 1 or 2 playor mode :

These two Parametars are Seo21od in thi same procodure

+ Diiiculty lave : click cn the character hoad in tho window

CORPORALS : BLUTCH for the Union, MATHIAS for tho Confodoracy, SERGEANTS
GHESTERFIELD for the Unionand CANGRELAT for the Canfederacy. CAPTAINS : STARKfor the North
and PHILIP for the South
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NORTH AND SOUTH

& SOUTH: canplay against

each other withoutlosing play batance. The Northern player can, for example, choose CORPORAL lovel,
while his opponent, a novice atthis game, can cheose the Scuthern CAPTAIN. In that case, the fortand
wain soquences wil be of ﬂiﬂamg difficully according to the player; the Confederate playar wil hava a
-
This possibility wil alonr experienced and beginning players to fully enjoy fighting it out.
COPCRAL is the most difficult, CAPTAIN the casiost game level

Click o the window flag behind the charactor; a computer wil
camputer will piay that side. Redlick an tho compUter 1o switch 1o human mode.

appear. signaling that your

Union player
against
Confsdarale computer

+ Change start yoar

To thoose the yearwhen your game bagins, click on the calendar to scrall the yoars from 1851
16 1864, 1865 Is not avallable, since the siualon was too unfavourabie for the South. Each year
conespands to a carlainnumber of aimies and torilorics owned by each side; tha situation refiects actual
historical condilions for thal year

DISASTERS

Union computer
Trase aptions ara avallasie in order fo allow youta creata soma af the elements thatfans o the

ainst
Confederate piayer comic bosk saries know very well. These disasiers wil modify the strategic situation
To activate a dsaster, just olick on it
When in play, you wil rot bo able 1o cancel e disaster.
Twa human
players |
Computer
against INDIANS : e
itself occasionally atiack armies in neighbouring erritaries. When the Indians have spatied

it prey, they send smoke signals botore launching their aitack.
amy thus atiackos may lose only some of its uni

or eould be completely wipad out
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THE MEXICAN :
I you have actvated tha Indian mode, the Mexican will also be present. Iritated at being so
unGeremon-ously 1om from a much needed snoaze following A rafreshing siesta, he will throw a bomb
on ths State of Texas, just ta calm down whatever army happens 1o be thera at the time, The paor amy
willlose some o al its units.
sToRMs
m cloud travels around above the map. Any army under the cloud is unabla to move untl
the .:\nm P the taitary.
EUROREAN REINFORCEMENTS :
Both sidas in the Givil War wera diplomatcally very acive in Europa. The side who owns Sauth
Ip containing @nce on dry land, they will constiute an army {1
Gannon unit, 3 Cavalry units an 8 Infantry unit) if there is no ammy currently in tattemitory: f haro is
already anamy, then the over the ooean that amy up ta
(3 Cannan, 9 Cavally and 18 Infantry). Any extras are lost

STRATEGIC OR ARCADE MODE

Click anthe Arcads vice-varsa. Inthe thera
are three challenges to face - the baltie, the frain and the forl. In the Siraicgic mode, these tree arcade
challenges are rapiaced by an aulomatic system for determining the oulcome cf each challenge, using
a based on the of forces. This option caters for those
playors who prefer ta concantrale on the purely strategic aspects of the simulation

WHO PLAYS WITH THE JOYSTICK ?

When there are two players, an exiia icon is available on Ihe screen. Itluts you specily which
af the twa sides will play using the joystick By default, the Northarn (Union) player uses the joystick, Just
click on the South's grey octangio to swatch. To fotufn tha joyslick to the Northem player, click in the:
blug mmngle

gai putr, possess thamouse, keyboard 1 and
the wsuck
In a 2 player game, the player with tho joystick alsa has keyboard 2. The other player has
keyboard 1

Note : On Atari ST, 2 players vorsion, & joystick Is absolulely necessary.

12
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The mouse may be used by both players for movement on the map (sse Unit Movement)

When you have decided on all the parameters above, in whatever order suits you, you can click
on GO o start play

THE GAME

STRATEGIC MAP AND GAME

According o the start year chosen, the number and positions of armies vary. Here is a map of tha
States over which your armies will move. (drawing)

+ What s an ARMY in the game 7 An army is made up of a number o units of Infantry, Cavalry

and Artillary, According 1o the number of units in an army, the soldier whe 1epresents thal army on the
s6to6n map has a greater o sser numbor of cannon balls at his foat

]
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UNIT MOVEMENT

Play is Turns, Ihe other. When each has played his

win, the Game Turnis then camplated. Dufing aach ofhis tums aplayer may mowe some or 2l his armies;

o may meve oach army fiom s curent territory to 3 nsighbouring tofritory (a teritory sharing a bordar
with it). Here are a fow examples

A) Mavin 1o another toratcry.
- Clik an the niT you want 1o 10
o posse taicries where ot Crasan u may e s
- Gk on o ity you wish heanf 1010
ot vy, Toar it may ot o i e st Game T,

61 Ganeela movo £ hat anothar nif may st be moved
-Clkona fon-asting (&0,

sy il sty o 15 ooy 3 my sl be mae
o iy 0 cick on the agial T,

&) You dedde not o move e, or several Garieutar units
This operaton may ONLY 0 dano whon ALL miovsment has been plapod 1Whéniane oo armivs remain WHch
Jou gy twant 1 0w, fa s your v, ek o dhe Mo ng Vears band a Vs banom of the screan. ftfs 0o
‘your opponents tum 1o ol

1 you have meved all your units, your tum ends automatically.
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CONQUERING A TERRITORY
& cases are possible when & unit maves into a territory :
1) The territory is VIRGIN.
= The taritory is ownod by the first player 1o mave an amy onto i

&l
1f the army moves away Irom Ih tomiory, hen the player's fag wil appuur it Inthis casaits
Northern.

2) The tarmitory is enomy-ownad but curently uncezupied by an enemy army

" The new aimy canquers the tersitory and the enemy fiag disappears.

‘When the new army leaves. the awning side's flag appears. Here, ir's again a Unien flag

3) The tarritory is already oceupied by an enemy unit

~In this caso there will be a battie. It the aliackar wins, than the territory will change sides.
4) The termitory is already ownod by the player. Nothing changes.
5) The tamitory has a town and i occupied by an enemy army.

- The enarmy arnty must then be dafaated in the baitie or forced fo retreat.

- ou must then win tha fight in the fort.

<1t youwin in the fort, your army may stay in the tenitory. If not, itwill stay in its ariginal terrtory.

&) The tarritary has & town and is enemy-owned bul no enormy armty is prasant
- ou mustwin Ihe fort game to conguer the torritary.
1 you tail, your attacking arfy will remain in it original tarritory.

FUSING TWO ARMIES TOGETHER

It can sometimes bo.agood (063 10 Tuse o or more armies info one big force. This is ane during
mavement

- Click an an army.
- Mave thal army to an adjacent terilory containing an alled army in order ta be fused with
- You now have a new reinfarcad arniy which youll b2 abls to mowe next tum,

NOTE : The same system of maximum possible force as with European Reinforcement
Is used here. You cannot have an army greater in strength than 18 Infantry, 8 Cavalry . and 3 Csnnen.

ATTACKING AN ENEMY ARMY

Click on the amy you want 1o use
- Click on the territory containing the anemy unil you wish to attack.
@ twe opposing armies will now swilch 1o the arcade "Batti™ made, unless the players are
in sua:cg.cmoae only.
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+ ATTACKING AN ENEMY ARMY WITH SEVERAL ARMIES

If more than one allise unftcan meve onto the sama enomy- accupied teritory, then they may
attack that enamy at the same tme. Here's an examplo ©

- Click on cne of your attacking armies.

- Click on the enemy torritory.

- Al aflied armies which can attack that enemy wil aulomatically mova 10 the 6namy terriiory.

NOTE : Remember that the sum of attacking armies may not exceed the maximum of 18
Infantry, 8 Cavalty and 3 Cannon, If, afler this fusion, there are extra units, they will remain ag an
army in one of the original tamitorios.

The computer is supraime judge In wricky coses !

« RETREATS

Wo have alrsacy sean how a batile may ba ongaged. Lets now examing the possibla stralegic
outcomes of a batte.

If you have taken he dedision 1o 1eTeal, there s two possible cases:

- You are fhe atacker  your army maves 1 its territery of origin

+ You are the defendor and the compuler moves your army back from the frant lina to one of your
territories

~ It none of your tarrliories are available to move Back 1, then the retroat wan't be possiblo.

THE SUPPLY PHASE or GETTING NEW ARMIES

At the ond of each Game Turn, accarding 1o the number of teritories yoU PoSs6ss, you should
recelve a cortain number of bags of gold. You will only receive the gold, Bawever, if o of your towns are
connected by a ralroad

+ Getiing the goid.
f two lowns are correctly connected, a train will raved at the end of your turn from an 1o the ather.
The bags of gold will then be dopositad in the Flayer's contral Bank

o Golbay New armiss

Whon a player has 5bags of goldin his bank, anew aimy is created inexchange for the Sbags.
The new army will flash at the botiom left of tha map.

To mave the new army into play, cick on a flashing tarrtory. The new army [ Infantry, 3 Gavalry
and 1 Cannon) can only move to a toritory containing no ather army and which lies on a raliroad lins that
belongs enlirely o the new armys player, The availablo toniorios will flash

i an play ‘If no appropriate terriiory is availzble, tha
bags of gald will fomain in your Bank unil you are abie 10 MOV 3 NEW AMMy anio the playing map.

+ Haw to collect your enemy's taxes
- You must block the line batween th two nemy towns by caplunng ane of the termtaries along
tha line.
No link betwean anolher e enemy towns must be possitia {othorwise the vain wil atways lake
the salest roulo, the one with no. hestie army present).
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- Ones and onca anly, the enemy rain will 1y to gat through (it no other passible line exists). You
willthen switch ta tha Train arcade sequence. If you win the arcade (or strategic) sequencs, tho enomy's
taxes will arrive in your Bank,

~Ityouare mode, refer o the p chart d to know
your chances of victary,

- A sale raioad link : The Groy players convay is nat cut off by a Bluo-owned lerritary.

T

- Intercaption : A Blue azmy occupies a tarritory along the railioad line; the Blue army will attampt
an Intercaption.
~The tain takes ancihor routn - Anather fine exists which doasn pass hrough hastile teritory.
- Gne of your armies must blck the enemy raikaad ling, lika tis

MNOTE : CANCRELAT and CHESTERFIELD are plways detailed to intercept trains. In case
of failure, there sre no consequences to the infercepling srmy.

17
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THE TRAIN SEQUENCE : Arcade mode
The character you control is on the ground. First you must elimb up the back end of the passing

wagons onto the 10of of the train. 1 you il to.climb on, then your intercaplion aftampt is ovor.
How to ¢limb onta a wagon .. sy

How o Moiwes o the wagen —and -
How 1o jump from cne wagon to the next.... i3
Your objective isto tthe 0 s1p it the driver

To defeat your enomias ;
- Space barof Fire bution ;you thrcw a knifo atyour enemy, unless you ara inhand 1o hand combat,
_ Space bar ar Firs buttn - you punch your enamy in hand to hand combat

NOTE : The number of knives avallsbie is limited by the difficulty level.

+ The race against tne

The amount of time available varies accerding ta the difficully lavel. Time s symbslised by a clock
and your progress: towards the locomotive. s reprasenled by a bool

You must get Ihere before your time runs oul ; your oot muist reach the right edge belors the
clock.

It an enomy pushes you offthe train, you must cimb back on as fast as you can bators tha Fain
gets away |

2-Player vorsion @

The player who owns the frain, and wha delfends it against the anacking player, can send mMan
anta the roaf 1o fight afl the atiack

- To send a man up 1o the ool - Direction U of DOWN (joystic o keybaard).

T throw a kel of givepunch {in hand 16 hand combat), e Fire bution i you piay wikh a joystiek,
it net press the space bar.

NOTE : The man moves by himself from right to Joft. The defending playar controls the
imement when the soldior appears and fires.

THE FORT SEQUENCE

Possession of atlaast two lowns connectod by a railtoad livk s wital for both players. These lowns
are protected by forts.

To capture an enemy temitory contalning 2 fort, the player must dofeat any enemy army prosent
i the tenitary (in Battie mede} and alsa win the fort game

If o enemy army curiently cecugies the territory, ir wilsill
in ardar 1o capture the tarritory. If you are in strategical moda, rafer to the prababillty chart and the end
of the Instructions 16 know yaur chances of victory. If the attack fails, then the attacking army slays where
itwas at the start of the turn, A failure has no other consequences.
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The arcade game -

Tima s limited; the more difficult 1he lovel, 1he lsss ime you have.

Onco again, abodtsymbolisas your progress in the fort, Your objestive s the enemy Rag situated
atthe far end of the fort. It you get there Intime, the enemy flag will come down, 1o be replaced by yours.
You have capiured the tawn.

the ‘Some of
can only be got over by dimbing a ladder
ward-dogs wil appear from bme 10 time and iy to siap the attacker.
It the attackar steps on a box of axpiosives. b will bo stunned for several seconds

2.Player version : The same eommands are used asin tha Train SoquaN

o
NOTE : If the defender uses DOWN direction to bring on a soldler, ke wili arrive atground
level. Using UP direction will biing the soldier into play on the ramparts.

THE PITCHED BATTLE

A baltle is foughtwhen two opposing armies oceupy the sama territory. The aim is to eliminate the.
enemy force or forca it 16 rotreat. The winner kesps tha tenitary where the battie is fought

Barte play :
| 1) Choose the unit which is to move of fire :
If you are using the joystick of koyboard 2 : press Left SHIFT. 1f you
canirol keyboard 1, press Right SHIFT,
The selected unit is representad by its symbol. Itis dispiayed at top laft
. scien for the Union player and top right soreen for the Confederata player

2) Mewing the unit
Use the diractions. provided by keybaard 1, or jaystick of keyboard 2, lo
0w your uni
Artitory mavas only up o down.
- Gavalry begins lacing the enemy, either right of 161t Backwazd movement
is impossiblo for horses; the mast they can o s stay where they are.
- Infantry can move in any direction.

3) Firing and Charging
- Artibory - 1 player : Press Fire or Space bar
2 players : joystick player : Fire buiton
Keyboard 1 - Space bar

Press and keep the key or button pressed | a gauge will dispiay at e top of the screen. The fuller
the gauge, the areator the rangs, Whon e gauge raaches the boftom, yau reach the end of the enory
scroen.

To fire, rele butian. "

level,
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NOTE : The eannons possess only 8 cannon balls. When the artillery has exhausted its
‘ammunition, it will automatically lsave the field of batile.

+ Cavalry : principlo appl ds. The first prass positions the charge,
facing the enarny.

Further key/bution pressing i used for sabro slashing ho onemy trocps. When tha Cavalry
raachss the apposlie soreen edgo, itwill g round the batle fieid andratum ta s riginal position. assuming
of course thal thera are: survivars |

Ghanging formation : To swilch Cavalymanta narmal o ta singlo-fil formaton. diroct them
once i the opposita direction to the direction of their charge (right or loft.

‘bridges and canyons !

This por i vital for

+ Infantry : The same command principle appiias. Tha first pross places tha footsaldisrs 12 firing
positien, Furlhor pressing will make the frers shoot stiaight ahoad,

Changing formatien : To fetum 1o the original formatian, just difact them once n the direction
appasie to thelr marching directon (iefror right). 1 you cantnun taking thatcirection, e formaban wil mowt:
back.

RETREAT %’—_@—@%—

It the batlle situation seems grave enough to suggest an orderly retreal, the joystckikeyboard 2
player should prass tha ESCAPE key: the keyboard 1 player should press BACKSPACE

When Is it possible to retreat ?
soon as his units are in piace on the batle lield, the player may fetraat. The rerealing anmy
willloge allits cannons.
If the attacker retreats, his army will retreat from its territary (s=e Retroat rules)
Il the defender rotraats, his army will retreat fom the temitary (soe Retreat rulos)
f retraat is impassible, the Retreat koys (ESCAPE and DELETE) are inaclive

SURROUNDING THE ENEMY

To capture atefritary without fighting a battle, you can encirle L When enemy tritories with o
armios stationed in them are endrcled by ene o more of your armies, those territorios ehange sides.

You cannct "surround” a territary which has a town.

NORTH AND SOUTH

[ OUR TIPS

Strategic advice

As BLUTGH and CHESTERFIELD are not qualified to ta% on this subject, we asked Union
General ALEXANDER a few guostions

INFOGRAMES © Some advica for baginners, General ? Northern beginners, naturally |

ALEXANDER : Superior numbars, my bay | That's always been the key to my staggering
success. Hanumph, Dont hostitato 1 join small armios up ta form a larga battls force. That docsn mean
you shauld use just one great army, because that wauld let the bals allack your lowns and ralliaads
with impunity.

For the discerming iaht thinking fellow who decides to defend Ui and stzmpout
the Gray rot, | would advise twe things. Firsily, to connect two lowns and secondly, o concenirate on
cwning TENNESSEE. That parteviar torrtory in Northern hnds poses a grave threatta tha South. For
the fellew who'd lixe (o play at being GRANT, MISSOURI and KANSAS are vital.

far as the unprincipied Southom rascal is congarmed, | can oaly 5ugaes! he surenders
immadiatsy |

By the way, the INFOGRAME

I Why yas, Genaral |

A : Thaught so. And isn't the ARKMADILLO the TEXAS mascet 7 And isn't TEXAS a Conlederale
territory 7 You, sir, ave a raitor and avamint | I1l have youin irons |
1 Wed, Goneral. Weve
gasping)

symbal 15 an ARMADILLO, isnt thatso 7

in Dixias | (sound of:

Ah, Gonoral PHILIP, what advice would you give the unprincipled Southem rasc. . uh pardan
me, what should a fine Sculhern gentieman do to win this war

PHILIP : Well, my dear sir, the Souhon gentioman should avoid getiing himsalt comored against
the Gull of Mexico. He would be wol advisod ol 1o get himseif cushed by the damyankes giant speoding
doawn from the North, Railioad lines must be conschidatod and Norh Catalina prevented from falling
into dirty Yankee hands. TENNESSEE mus! bo kept undor kock and koy, and two tactical solutions come
to ming in that connoetion | cithor move towards KENTUCKY of twrn off towards MISSOURI

Didn't you Just come from the Ny 07

1:Well, in a manner of speaking, General. In fact, we ..

P : Say no more, you Bluecoat spy |

1:Uh oh. {mere scarpenng)
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Battle tips

EXCLUSIVE : Gaptain STARK'S considared advice -
CHARARGE !

| | Due to anumber of misundurstandings, waVe run out ol exparts taquostion. e here are some
ideas which may or may ot help.

It you bagin a balle with mora cannon than your enemy, then fire from  the siart and keap fiing
Aim 1o Wi OUt énemy cannon

the enomy charges your cannan, use your Infantry 1o stop him, because it ot easy 1o stop

2 charga with artilery fire unless you can judge where tha horses will be when you firc.

f you command atleastthroo Cavalry units, donfthesitato to charge thoonemy ranks :youll weak
havos |

Finally, ry to vary your tactics, athorwisa your enemy will learn your methed and wonthesitate
o lay trags for you.

Don't forgel battie s nevar aforeg
can twm the tide |

lusion | even a singla Cavalry unil
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