MUNITIONS SELECT MUNITIONS TYPE

If the pl r 1s ocurrently usi the cerrmon or rocket fleuncher, this
command allows selection of shell type or rocket type, respsctively,

:no.-!ononvc...:a».‘log:?g.i:» t-anoa:n.‘uo:—a
blast or 1f there are no sunitions left. *

PLUM~ PUMP SONIC COMPRESSOR

fctivetes the sonic compressor wvhich raises the number of avatilable

uo:.n&.ua»ooow.?—coﬁucswugazza:n?oongnn.—.uu than
9 and the tenk 1s NOT moving. .

WEARPON SELECT ACTIVE WEAPON

Selects either the carnon, rocket launcher, or sonic blest for use by
the gurrer,

S — ALARM CONDITIOWNS

Tre bettle computer ts constantly moni toring tne tak and the
envirornment for conditions which ere patentially cengeroun and
probably revuire some form of intervention. These cond.tions sre
caller] “alerm condttiors™. If an glerm condition is detected, the
tuttle computer responds by retsing e elerm,

Plarns esre visible on ell threo screena. On the Qunner’s screen asnd
commander’y sdroen thoy ere signalled by the eppearance of "ALARMI"
blirking in the messeqe srea resr the upper right-hand cornar of the
screen. On the loader's screen, the slerm number and & brief .
description appesrs on the bottom line of the screen. It overrides

a7y @rror rassages that would otheruine appesr there (e.g. "INVALID
KEY™, "IN FROGRESS"”, eotc.).

The slare can 6o clesred from the message line by using the
CLERR(ALARI:; command on the loeder's sreen.

ALarrM 1. ARRAY PROCESSOR FAXItL ING
PLORM 2y SIGNAL PROCESSOR GLITCH
ALARM X« STEALTH FPLATE EXPIRING

These alerms el}! indicete that o previously inatslled kit or plece of
equipeent will become inoperable in sbout seconds.

SLARM 4: NO FUEL — USINCGC SHIELD

The tenk's fuel has just besn exhausted, and the battle computer uas
forced to corwert shield enargy into fuel, et @ retio of 4 to 1.
ALARM B CRUISE LAUNCH DETECTED!

The battle computer hes deterwined that one or more oruise mipsilen

hes been launched by the surveillsnce atroreft. This slarm is
sutomaticelly clesred ence the lest Cruise Missile i destroyed.
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The irternel systems monttored 1n the left column are the engine
booeter, sensors, movenert, and the smokescreen Qgenerator. The ongine
booster stetus cen be "-ON-~-", “0.X.", or “OFF". The sensor ststus can
be “O.X.” or "OUTI, If they wre out then the graphic indicators
sround the gurner’'s scresn end commander’s scroen are tomporarily
blenked due to wnémy-inflicted demage. The mouvement stetus s
“MOVEMENT 0.K." 1f the tenk (s motionless or 1s moving freely.
Otherwise, 1t will be orw of the following three messeges depending
on what s blocking the tenk’'s movement:

-- BOBDER -
== VEHICLE -~
== BLOCK --~

sector boundary
aLv
burnhker

The right-hend coluen disoleys the number of launcheble scenners,
array processors, signal processors, asnd B-1 stealth plating ktts,

Launchable scerrers sre used to obtsirn » complete redsr msp of the
bunkers 1n the current sector (they do rot pick up PLVe). This entry
is in irnverse video 1f e scanner has alresdy been lsunched.

Are proceasors end signel processors cen be tnterfaced to the main
battle computer fo extend 1t's capabilities. Array processors provide
unlimited-renge detection of AlVa on the commsnder's radar map .
Signal processors double the effective range of all imeges generated
by the battle computer. This (rcludea the gurner’'s cockpit view, the
main reder map on the commender's screerm, mnd the rader swerp
displey.

B-1 stoelth plett monks the tenk so that 1t 1a herder o detect by _
BLVS. Tt hes ro effect on surveillsnce mircraft, The neme 13 somewvhat
historicel - the first use of this techrology was in the B-1 bomber,
in the 2d8<h century, .

Leuthable scenners s Svrel brocessors provide 8 strategio
scdventage, since more tnformetion is avallable for long—-term
u_!i..—...d. Signel processors end steaslth plating provide more of »
tectical sdvantage: both sllow firing upon an ALY while outside 1ts
reder renge. :

- -

The commend meru is the wdorking srea used to enter commands. 1+
conmists of 8 commend Lire, & menu nmrea, ond a message lire. The
command line displeys prowpts end partislly-entered commands. The
"eorws; ares provides a list of sll currentiy-svatlable commands, 1n
alphebetical order. The message line usually contains stetus shd
error messsges but they may be overuritten by slerm messages.
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Commands are selected by typing the first letter of the comssnd
For exsmple, to launch ® scarmer press 'L’ snd then the prompt
“LAUNCH SCANNER ?° will eppesr on the command line. At this poin
command can be cencelled by pressing the CLEAR key, or confirmed
presaing the spacebsr. If the command is confirmed then the "7
diseppear and "IN PROGRESS™” will flash on the messsge lire for e
seconds, eventuelly replaced by "DONE™. While & command i in
progress, only the BREAK key snd the movement control keys cen b
used.

Some commands hsue a submerns. One exsmple is the VEAPON commanrd.
‘W' is pressed then the prompt "WEAPON 1 will sppear and the th
sub-menu choices (“CANNON, "ROCKET LAUNCHER”, and "SONIC BLAST™
sppear in the meru. The selection is made by pressing the first

letter (1n this case C, R, or 5) and then presatng the specebar

confirm the command,

The error mesasage “INVALID KEV" (ndicates that the letter tuped
does not correspond to rny of the selections displayed tn the men

The response to a keystroke msy sometimes be slow, espectally du
a battle. The key should sluasys be kept pressed down until e euw
beep 1s heard.

28 — LOADER COMMANDS

The following commenda may appear In the comsand meru. A commend
selected by typing in 1ts first letter.

RACCESS ACCESS HEADOURRTERS

L]
Acoess the sunititons depot, stockroom, or teleport stetien, 1f o
tenk 18 motioniess and 1s nesr the hesdquerters' geometric cente

CLEMARCALARM)Y CLEAR CURRENTLY~-DISPLAYVED ALARH

This commend ereses slarms from the massage line thereby allouir
other messsges such as "IN PROGRESE" and "DONE" to be visible.

EMIT EMIT SMOKESCREEN

Causes the tank to emit cheff and swcke for Bbout 30 seconds, redc
all serisor renges by 38X, In conjunction with REVV ENGINE, it oar
useful for escaping tight situations.

ITNSTALL T OINSTALL OPTIONAL EQUIPMENT

Install on array 13.&0@1. signal processor, or B-1 steelth plea
Only sppears on ¢ moru {f the player has ot leoast one of these.

LAauNCcH LAUNCH SCONNER
Release 8 launcheble scarmer whioh will then retdio down a resdar o

of the complete sector. Only appears on the weru {f there 13 at |
ore, ernd none has been lsunched in the Surrent sector.



The {nstentaneous diraction of movewent i displayed as a fleashing

arrod. It cen be streight, curving, ar circul perd
tenk’s current direction of IQCOHMJA. or de tng on the

44” Mu.u;:u. indicatsr 1 the 21.101» sector mumber, expreased as
The gurvwr's screen end commender’'s screen share s :
the upoer right-hend correr. [t ehows *he rumber OQINNWNMMONMNOUMMMMD
grirned when sn ALY iz destr d, or the nuwmber nf shield units lost
vhen hit by en ALY. It way sleo diaplay an slarm tndicetor (ALARMI)
od 8 resdy-to-sccess indicator (ACCESS) or ~lemr-to-turn indicator
(CLEAR). The cleer-to-turn indicatnr ja set when the tmnk i
positioned to correr eround @ bunker withaut scraping mgeinst {1t 47.
resdy-to-access indicator 18 set when the tank is positioned J.av the
sector’s hesdguarters, so thet the ACCESS command cen be used. Note
thet the tenk must be stopped before en access can be done. ’

The gurvwr's screen is used during combat and close-tn merouver
oround bunkers. [t 19 @ coockpit view cut the front of the pl...r.atnwt
® W-denree scope of vision. Since the battiefield erulrorment 1m
quite harsh, the view {s mot @ resl ore but 19 synthestired by the
battle computer. The normal renge of uvinion is about 20Q yards. This
can be temporarily doubled o 479 yares by instelling = uao...o-.
processor, end i3 halved to 109 yardas by r!.»»»la & smokescreen,

The gunsights sopear neer the center nf the screen, as four bluw
dots. They are only visible 1f the wempon is resdy to fire end 1s
loadetd with smeunition. The munitions coimt is displayed as two
dig1ts on the bottom of the screen. The player cen fire ornce by
pressing the speceber or 110...40.&-( by rnaqun 1t depressed.

The mmin feeture of ¢tw commander’'s screen 19

E o] the cumulntive rader
lﬂu of the current sector. 1t displays explored and unexplored arees
ﬂ the sector es well es bunkers, AlVs, ard the tank. 1t 1s useful
.w.. plarming movements when searching for hesdquarters, tracking out-
NQM.MMM‘JM!QPNU. onrd “hnnn.-lc *temy patrol routes. The enemy patrol

seen pressi the spacebar, which

superisposed on the rader !.”m Ch ceuses them to be

To +he right of the reder mep is 8 dis

. pley that depicts the numbe r

ﬂ“ﬂ” }‘mﬂ o..—nrcn‘nouv‘ séttor {ewxcept for crulse missilesn). .:;-1 °
reaation s -] the be<t

g pidgel [} up by tle no...nxw»o? which monitors enemy

The current score is shown et the r ommander®
o8 four digits. A 4 bottom o ».JQ [ I r's secreen,

T — LOADER"S SCREEWN

———

The losder’'s screon is used to exswmine or change the tank's
configuration. 1t is horizontslly divided into three windows. Fro

top to bottom, they ere:

- munitions window
- stetus window
- command menu

The color of the windows' borders are used to o-ﬂ]o— danqer. Rich
saturated colors indicete the the enemy is in full alert (1. e. *h
player is being tracked by an ALY ar an asircraft). Lighter colors
tndicate that his coordinates are NOT krnown to the eromy.

MUNITIONS WINDOW

The munitions window summsrizes the status of the weepons systems
is orgentred as threo separste columns. The leftmost column lists
three wespans suvsilable: cernon, rocket lsuncher, and sonic blast
The currently selectod weapon is displayed 1n trnuverse video. Note
that the rumber of blests remaining is shown 8% 8 single digit at
extreme right of the sonic blest entry.

" The middle column summarizes the number of carnon shells eveilsb)

1f the active wospon 1is the csrrnon then the current shell type 1is
displayed. in inuverse video. The three shell types sre: regular
nhells, srmor-plercing shells, snd fast-loading shells. Armor-
plercing shells are the hardest-hitting munitions,

. L]
The rightmost column summarizes the rymber of rockets avatilsble.
the active weapon is the rocket launcher then the current rocket
1s displayed in inverse video. The three rocket types asre: stands
rockets, hest-seoking rockets, and quick-leaunch rockets. MHest-see
rockets reed rnot be simed - they can hit any target visible on th
soreen. :

The rocket lsuncher snd sontc blast will hit sy target thet ts
within the gunsights, The carhon 1s ot & sccurate - 1t is only
NCI1|J».C& to hit 1f the gunsights are totelly covered by the tar
ockets are more powerful than carmon shells, except for ermor-
tercing shells. The sonic blast 1a the weakest of all three vesp

t 1ts munitions supply 1s renewsble vis the “PUMP SONIC
COMMPRESSOR' commend on the loader's sreen.

STATUS WINDOW

The status window has two columrs. The left one sumeasrires the st
of the tank’'s internasl systems ernd thw right orw provides an
fnuentory of suxillery intelligence-gethering equipment,



s the player penetrates into deeper sectors thé ALVs become wore
owerful end hit herder, but his tenk regenerstes tts shield more
wickly. At sector 3 snd agan at sector 19, the ALYs become 23X
‘sster (both movement end rotational speed).

o — AIRCRAFrT

‘here are two types of siroraft: surveillence airoraft erd trensport
itrcreft.. They are never ectuslly visible but they have s strong
mpact on the course of the game.

't a preacheduled time, 8 surveillence astircreft arrives to perform en
rlectrontic sweep of the sntire sector. As soon 8s 1t detects en
 ntruder, it radios for a trensport eiroreft to provide
‘@tnforcenents. In the mesntime 1t continues to circle the sector and
.Oiﬂns»-c broedcasts the intruder’s coordinates to sl]l ALYs in the
«ctor.

wruetillsnce atroraft sre quite smell, but they cen nevertheless stow
+ 1tmited mwber of Crutise Missiles. If there are no ALVs Jleft to
leferd the sector then the surveillence aircraft will lsunch bstches
f Crutse Missiles at one-minute intervels (18 timer untits). This 1s
ust » Anlﬂo...nc messure while waiting for the transport sircraft,

wce the tresrsport sircraft errives, 1t begins beeming down
einforcements at the rete of one ALY every tweluve seconds (2 timer
mits),

he explorstion of & sinQle sector can therefore be broken down into
u_”100 “3010lu»3—£ dengerous phases, according to the presence of
itrcraft:

1. No sircreft present (first 4 minutes)
2. Burvetllence eircraft present (next 4 minutes)
3, Trensport atrcreft present

B -~ CONTROL OF MOVEMEMNT

~ 8]l three screens, souvement is vontrolled vie the four arrow heys,
he '®' key, ond the SHIFT key. The four earcow keys sre continuously
Scerned, 3o that sustained wovement can be effected by simply keeping
them down rather thesn repestedly pressing thems.

%\Io tenk moves forwards while the UP-ARROW key is preased and
Jackuerds while the DOUN-ORROM hey 13 pressed. The SHIFT key 1s used
7.0 engage ‘‘cruise control”. This is done by first pressing the uP-
QRROW ar DOUN-ARROM rl.& o stert the movement, snd then releesing the
Arrow hey WHILE THE SHIFT XEY 19 MELD DOWN. The SHIFT key csn then be
relessed, and the tank wil}l continue movi In the selected
direction. This feature ts convenient noﬁJmon trips from one ocorner
¢f the sector to snather, or when keying & aeries of commands on the
ﬁ.o:a.li sreen, Once ‘)OONMM. cruise control can only be disabled by
/ressing the UP-PRROMW or N-PRROW keys, even 1f the tank has
gncountered an cbhatacls.

The LEFT-ARROM key, RIGHT-ARROW key, and '?' key sre used to !

the tenk's orientation. It will rotete left ({counter-clochwise
the LEFT-ARROW key 13 presaed (this will ceuse objects on the
gunner's screen to sppesr to slide to the RIGHT). lt rotates
(counter-clockuwisg) while the RIGHT-ARROW key 13 pressed. The
controls the spe of rotation. If the '@’ key 1s preaped ther
rotetions ere performed st high speed. High-speed rotation is
for cormering around & bunker, or repidly moving the gunsight:
one target to another. Slow-speed rotation is useful for sdju
the gunsights on & target or to make minor adjustments to the
bearing.

Simul tensous movement and rotstion are possible, slthough the
of mouvement will be reduced by sbout 1/3. For exswnle, the t&
follow m curving path to the right while the UP-ASROY koy (fo
forwards movement) end the RIGHT-ARROW key (for clockwise rot
ere held down together. This is possible even 1f high-speed r
and/or cruise control sre engaged.

Backwards movesant with cruise control Q‘!ﬂ.ﬂ. provides en ef
means of counterasttacking while retreating from an engegement

6 — GRAPHIC SCREENS

> o o

. The gurner’s screen snd commender’'s screen both share & set o

graphic indicetors slong the top end sides of the display. R
different set of colors §s used {n esch screen but the displs
tnformetion is the same.

The current fuel level and shield strength are displayed as d
ber gresphs on tha left and right sides of the screen, respec?

The top of the screen has five indicators. They ere (from lef
right) the countdown timer, radar sweep target indicator, rac
swoep/scope of vision indicator, tnstantenecus direction of =
arnd the current sector number,

The countdown timer moasures the time remsinting unttl the re
surveillsnce or transport sircraft is due to srrive. Each uni
time is six seconds, or one tenth of a minute, The leftmost ¢
therefore the number of full minutes remsining.

The radsr sweep target indicetor shows the type of ALY currer
targetted by the radar sweep. 1f the enemy is in petrol state
short beep s sounded at the same time to provide sn audible
of the ALY's proximity so that countermessures csn be taken.

The radar sweep/scope of vision indjcator is actuslly two di
superimposed on ohe 100»!0&0. The gurner’s scope of visfon |
representad by two 1ines st right sngles to each other. The ¢
this 990 degrees sngle .represents the tank’'s current bearing.
sweep indicatar is @ single line that s constantly wmoving ce
clockuise, Ary ALVS that 1t picks up are shown to the left or
radar sueep target indicator end as small boxes on the displ.,
1tself. Since the radsr sweep snd scope of vision sre displa

- together, 1t is quite easy for the gunner to line up the gum:

® target before 1t is even visible.
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Cybertenk 1s a resl-time simulation of a4 tank sortie into oneny
territory., The player must ect out three distirce roles, vis sepsrate
disoley screens: the commander, the qurner, snd the loader. The
commander's screen ta used to make strategic decisions. It includes s
high-resolution reder msap of the current sector as well s3 & summary
of ernemy strength. The gunner's screcn (a three-dimensionsl view out
the front of the tAnk) I primerily ueed for firing upon onemy
ﬂ.”MM—O- and performing close-{n mannuvers sround bunkers. The

-] r‘a acreen is used to configurs the tank'as we

on both tactical and strategic am.mfa..:-. ? °Pon3 Byatens based

Cysertank 13 @ fairly complete simuletion: the player’'s survival
dependa upon careful and offective managoment of reacources s well es
lightning-fast tecticel decisions. The major resources sre the tank's
munitions, shield, fuel, end support devices.

f teportant sspect of Cybertenk's design is the evolution of both
the player ond the dengers thet ha muat face. At the start of a game
the player 13 in control 0f e lightly-armared tank with only & couple
of csrwon sholls and rockets a8t his dispoaal. As he progresses to
erplore sectors thet arc deeper 1n cnemy territory, he can accumulate
=ore sophisticated armements (such »s heat-secking rockets) anmd more
powerful intelligence-gathering devices., However, these extra
capabllities are » must for surviuml In the dooper sectors. The net

_ result 1s that the lorger @ game lasts, tho more intoresting 1t gets.

S -~ THE PLAVYFEFIELD

" . A S = e o e e = a4 - ———

H{ ﬁ“!c:n_a consists of " feries of rumbered sectors. Fach sewtor
® & lerge open eres rsughly two miles square, populated ene
vehicles snd concrete bunkers. ' by ™

Hﬂnrgr!.- are -“Mocpnflr-ncu1t or rectamgular. Their length and
reng ro= to 4 rdea. They are totelly 1
avetisbie wespons. ve Y elly _..nnwc»oc-. to ey

Each pevtor includes 8 spenisl bunker that 1s used eas headauarters.,
1t conteins @ munitions depot, e ntockroom, and » teleport station,
The munitions depot conteins rockets and shells that can be used with
the tenk's weepons systeme., The stockronm containa séoke cennisters
and special deuites that cen be tnstalled to trerease the battle
computer’s capebilities. The teleport s+tation 1s used to move to the
rext deeper sector {n snemy territory snd at the ssme time replentsh
the fuel suppoly.

The munitions depot, stookroom, snd teleport ststiom can all be
sccessed from the losder’'s ascreen, via the "ACCESS” commer~d. To do
this, the tenk must be stationary srd close to the headquarters'
geometric center. Hesdquerters are always composed of a lerge
stetionary block end a smeller moving ore, so that getting to the
Qeometric center quickly cen sometimea be a metter of Uming and
cereful manocuvering,

2 — ENEMY VEHICLES

Each sector 1s guerded by seversl Autonomous Land Vehicles (A
They are onr:_unu& with the neceassry sensors end computing eq
10 operate without external guidance or instructionrs.

Theore dre five different types of ALY: Flsmethrowers. Mobile
Pillboxes, Battle Tanks, Tank Destroyers, and Cruise Missiles
type of ALY has a different combination of wempona system, ar
thickness, speed of movewment, and rotationel speed.

Flamgthrowers sre the least dangerous type of ALV. They ere =
used as scouting vehicles, since they are very lightly ermore
Therefore very fast, They attack with a stream of burning fue
dowsn’'t inflict very much immediete damage but cen be sustein
up to 30 seconds.

Mobile Pillboxes ere primerily defensive vehiclas. They are »
heavily armored then all other ALYs but they move end rotate
They are equipped with a medium-~sirze cannon.

Bettle Tenks are wedgo-shaped with & protruding cermon. They
general-purpose fighting vehicles: fairly heavily armored ye?
as fast as Flamethrowers. Their medium csrmons are mot qulite
powerful as those in Mobile Pillboxes but they ere sctuslly »
dengerous becsuse they csn sustein @ higher rate of fire.

Tank Destroyers sre the ultimete defensive vehicle. They ere
heavily ermored snd are equipped with a massive canmon that ¢
the entire chesasis. They can rotate faster than ary othyr twr
(except Cruise Missiles) so 1t 1s difficult to attack ¢ by
surprise.

Cruine Minsiles are lightly armored artd orly contsin erough «»
for a singie powsrful klast., Becasuse of this, they are blind{
fest. They ere detoneted by & proximity fuse {in front vheneus
sre within close range. Uithout the #1d of & signal processor
thet long-range firing 1s possible) 1t 1s (.1M difficult to ¢
than ore shot 8t sn irncoming Crutse Missile. For this reason,
snd ermor-piercing shells are a good deferse, The ultimate de
against them is heat-sceking rockets, which cen be fired with
aiming. .

Uhen ALVs sre on patrol, their battie computers and tracking
operate on stendby power. Under these circuwstsnces their rad
ts sbout 3/4 of the pleyer’'s renge of vision which {n turn is
his radar range. As soon as the tank {n detected by an ALY or
alrcraft then all ALVs go into full elert, .n»i.lﬂ their ra
range to be equel to the player's range of vision., The tenk’s
coordinates cen also be given away by heat radisated by 1ts
systems. Every time they sre used the tank can be tracked fro
distence for up to thirty seconds. .

Uhenry the enemy 1is in full alert, the incresssed redio activity
detected by the battle computer which chernges the sreen color
darker 4o provide » visusl cue of the potential danger.



FLAMETHROMER CONTROL KEYS

OFFENSIVE VEHICLE
FASTER THAN OTHERS
VERY LIGHT ARMNOR
MIDE SCOPE OF FIRE

MOBILE PILLBOX

| 4] (¥] roruarps/BacKuARDS

NSOLslROVARESSSUENEY | . .
Ho ROTA
NEDIUN-SIZE CANNON . ) (=) TE LEFT /7 RICGHT
TTLE TANK @ HIGH-SPEED ROTATION
OFFENSIVE VEHICLE e
HEDTUN-SEIZE CANNGM | |ENTER| SUITCH SCREENS
““] MOVES QUICKLY
—n Umm.—.—.mol_\m-ﬂ _ C(LOADER’S SCREEN)
DEFENSIVE VEHICLE BREAK) SUSPEND GANE |
MOVES VERY SLOMLY . .
ROTATES QUICKLY A GUNNER! FIRE UEAPOM
CANNON OCCUPIES SPACE LOADER: EXECUTE CHD

ENTIRE CHASSIS COHNNMANDER:! PATROLS



