BATTLE OF THE BULGE

BATTLE OF THE BULGE 32K

Ark Royal's 1 or 2 player game by the author of Baltle For Tunis, Bulge racreates
operation Wacht Am Rhein, Hitler's last desperate gambie of WWIL In none of our
games is the fog of war so apparent than in BULGE. You know the Germans have
attacked in the Ardannes. but litlle alse. What is their strength? Their gbjective?
Who do you send 1o repair the huge gap in the Amarican lines? What bridges do
you blow? Can you protect the lusl depols? Where are all those Tigers coming
from? When will the weather clear?

Historically accurate, and a real challenge whether it be against the compuler or
a friend. (Just don't humiliate him too badly.) A game you've been waiting for
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FLAY
ine program will give you a oriet description of the gase. You
Can then chodse whether you want to play the cosputer.

i@ Hils player always goes tirst. Ine pattle screen tor the first
unil to Dé moved will be displayed, along with the unit's name, cosoat
strengtn, and nusoer of sguares that the unit can move. Ihe umit tc
o mOved Will tlicker. Ihe prograa will move on to the next umit when
all moveasnC 15 expended or the player ends the unit movesent, either
tesporarily or permanently \see Loesands). Ihe next wnit to be soved
wiil tnen pe displayes. It tne cosputer 1s playing the Axis, the
nuMber ot aoves will not De oisplayed and the piece to be moved wmll
not tilceer. Lt tne Cosguter teaporarilly stops the movesent of a umt
(MUY, the word HULL Will e printéd in the bottoa right-hand corner
gt the screen.

ing Wilieo player tollows the sass sequence as the Axis player.

MiasiUN

e hx1s sust QBL a uwnit 1n Liege, across the Meuse Kiver, or
allminate all the Allied units oy 51 Ueceaper 1¥44. [he Allies aust
w0l the Axls VICTOrYy Condltions LD win.

i0 eOve & unit, usé the #our arrow keys. [here 15 no disgoRal
aoveaent. Moveaent in the cities and on the rosos cost one sovesent
goint. Movesent on tne clear terrain cCosts (w0 aoveésent points,
aOovEsent 10 LHE sountalns costs three sovesent pounts, &and sOvesent 1n
tne tarest costs tour soveaent points. Moveaent 15 allowed into the
river sqQuares, DUt at least three movesent points are required and the
turn ends leaediately.

LML

ing tollowling CoMMands dre avallaole:

r = Finisn, ALl movesent tor that PLAYEH 1s concluded. Lan be used
afi2n you don’t want to eove all the units.

3 - otop. Hil movesent tor that UMl 15 concluoed.

H - nold. Iesporarily ends tne moveaent ot & umit. Whea the
grogras has tinisned 1ts cycle through all the wnits tor that player,
I mill Dedin The cycle again. Unly those units thnat nave BOYEABNT
dvdllable wiil De displayed.

N = Map. Uisplays an expanoed battle screen witn the umt as close
Lo the midole as possible and the nase of the unit on the Dottoa ot
tne sCreen. 10 Feturn Lo the battle SCreen, press any key.

| - Inteiligence heport. Lisplays the unit naee and coabat strength
ot all units pisplayed om the battle screen.

i - Lo#oat Status heport. Uisplays the cosoat strength of all
trigndly units. It a umit has been el 1minated, the cosbat strength
will De cLifiNAlED.



H = Hir or Artiliery Support. Hxis and ALlied intantry unlts cCan
call +or artillery support guring thelr turn against any unil Wilhld =
tive SQuare range as long as halt of the unit’s sovesent 15 available
and the unit's combat strength 1s greater than thre2. Allied intantry
units can also call tor air support against any unit that 15 on the
patCle SCreen as Soon as the weatner clears. The cosputer will give
you The cholce of air or artillery when there 15 a cholce. Wnen
artillery or air 1§ called tor and 1§ availaole, an "1" will start
tiashing over the unit., Ihe "1" can De aoved, using the arrow keys,
gver any place on tne pattle screen. (o begin the atLack, press the
1. Ihe bomDing pattern 15 3 3 1 J box with the target in Lne aicdie.
ANy unit, HMiIlied oOr Ax1S, Chal 15 hit Dy Thne bomds will havé LLS
tosbat strength reguced. Unly one atr strike can be called tor each
turf., Etach Intantry unlt may call tor an artillery SLrike every
turn. Inere 15 a8 2U=30 chance that the coepal strength of the unit
will De reduced Dy one each time artillery is called for. It you
CNange your mind, the air strike a3y be cancelied betore LU DEQIns Dy
pressing the L.

@ - |Instructions. Ih1S COmAand Can D@ ENCEred OUring the sovesent
ot & player's umits. It provides a brigt suasary of Cnese rules, as
well &5 snoWing The graphic representations ot Lhe terraln and the
units, When the INsLructions are tlnished, the gase will return to
the unit tnat was Deing aoved at the tise the instructions were asieo
tor.

LUMEA |

A unlt can DE engaged in cosbat by soving on top of at.  Ine
aovement +or that umit ends 1ssediately anoc the coeoat will be
resal ved,

Loabat resolution 1S based on two tactors: Lospdt strength ot the
units involved and the terrain. A rangom factor 1S also included.
ine detending unit 1s sooltied tOr DEINg on dBtense and 1S AOO1tiEd
ajain depending on the terrain DEING ocCupied. Ine attacking umt
uses only 1ts combat strength which 15 aoditied Dy the terrain It
noved trod.

ine winner ot the cosbat retains 1ts positionj the loser 1s
autosatically retreated. [+ tne attacking unil 1s the winner, Lhnnbc
will also be sounded. kn attacking unit will be retreated back In the
direction 1t case trom 1+ 1t loses. A detending Allied umt will B2
retreated toward Liege; a oetending Axis unit will De retreateg amay
tros Liege.

AW unit 1S ellsinated 1+ 1ts coabat strength goes to zero. A low tone
will oe heard 1+ a usit 15 eliminated, It 15 possible for & umit ta
win the coabat and stiil oe eliminated; the losing umt will still be



ratreated, It |5 also possibie tor both umits to be eliminated.
weored Unils have 2 breakthrough and pursuit capability; 1.e., any
areored unit that i1mitiates an attack will get additional msovesent
tactors tor that turm. In1s means that placing an infantry unit in
the path of a areored gnit to Stop 1t 15 not likely Lo succeed.

SIHATEBIL AND (RLCIILAL FUINIS

ihe A41s player should not e overly ispressed with the power of
ns Fanzers; there are only a handtul. I+ he tries to wipe out all
the Aliied units with thew, he say tind hieselt in DEEP trouble.
lerrain 15 very important when conducting combat.

ine tomputer has one objective in mind - capture Liege or oetting
across the Meuse, However, certain units have a secondary objective
ot tapturing the supply depot. [+ the Axis cannot capture the Supply
gecot, they start losing savement points as their supplies start
running out. Unce the Supply depot 1s captured, however, they will
have unlimited supplies tor the remaipder ot the came,

ine computer 15 smart enough to not olindly attack anything put in
1ts path. It also ooes not sust plow throush the various terrain,

ine Allied player can take advantage of his air support capability by
Boving the intantry umits toward the Axs approach, ke carelul,
thouah. 1+ you oet too close, you may lose the unit which will iimt
vour abijity to call tor air support, RKewesber, only the iniantry can
direct air support.

Ln occasion, 1ntantry will be sSuccesstul against arsored units.
Lregit 1t to detersination.

WRilLE Ur Mt BURLE 1s a product of AKX HUYAL GAMES, F.U.
kox 14E0s, Jacksonville, FI SZ2sd, Copyright iC) 1ved, all
rights reserved. Although maxisus effort was pade to insure
that this proguct contained no errors, the enormity of the
program and the syriad ot 1ntangibles mave it almost
isoossible to playtest every contingency. [f an error
occurs, agvise us, We will correct it.

ARK ROYAL GAMES
P.O. Box 14806
Jacksonville, FL 32238

904-786-8603




. - . . FafAfdlildn s RACLAL LA /AL

. . “aw . F oLl s n AL S/LLRS
. - A - = .w eSS4 a Lot L /444K
- . P ana f-ﬁiﬁi{.-.ii.ﬂiﬂiﬁiiﬁf!iiﬂ{
s .«n . - se e afilan s N8 a a WAL /4KA
. . . . I e e annnnnn e HCECLLCALL//LLLKL
. . . .w Al e a8 N aaaCan o ALLLLL/ /AL
. .- . . FlaseadunaflaMedidata e KLU/ /KKK
. " . . fanatdd o nana Sl S W=/ LTSI
. . - 2 FaaRa Rl L AL CC O /W, L CCL/C
. . - T T YA T T R L T R S G € O T S S
. “a e P ¥ PTG (NSl < & 4 LGP 4 SN £ 5 6 6 PRI L SR 4
. N T T e TN T St Ak FA A G4 R SR S0 L S & 5 4 SR 4
. PR S 0 G o 0 e, £ 4 < 4 SR S L SR AT G A A 6. LN O 4 44 S A 4 i 4 4 S

erasl FILCELL e am, LU CEA s nnaCan T a A /CHCLL L amMtona B CLCCCLL,
sl AR et e e R A e e C RS A e W e e o s R
Pl R e s nn s U s Ul s AR s e KA a s M s s s WS ) WL i a X n s
S L & RPN E T A o G £ R I SR R A SR o o e LR R )
S ot o P SRR S S SRR e P SR L S 4 R £ AR A 4
0 E S A S G e SRR N R G S P S R e S ¢ ¢ TS S
LR W Sy a XL R s 0 R s AL LA/ BECACA N B RER . o X s Vas e n B . N E
(R et s S AR T us s n bttt anaba s s SENERNE. K. o cSHERR. o o« /TREXTER . SXXX
. -----';,{.'f'\.-"x.*.-.---qztnﬂ:*‘-_‘{'-u\"-:.";\."-\----‘t!‘****-o-“f‘*tioll=ot**tt.'t"
L,J\{;‘\q..i|¢".,n1.";.'\'\,'::,"';.Jr{l".-*‘-‘x*#tx-#-#-‘f‘illili#***;?(ll*!lfiit**:ll'I'Il'
EEE L LTS S §F VS b AR § T b SR ¢ RSN § R G IR § S e S R PR S R S
EEACEXELAE & U & ¢ 90 ¢ ¢ & (00 TOR SRS SR ¢ P DV & PR Y & PR 3 SR 1§
EEEREREER, EEK, . o oS EAREES/ N B KRR, . o cRE/ /K = /EEE. . /REEEN. B XA
EEREEXXEK, EXXNXR// ..o a KX,  FEEERERER, . KXXES S/ HEXE/ o= /XEXR, XX, XXX
EREEEERE,. . EEEXE//FRFE, . K. o AREENERN, . . K/ /XRE ERE. . /3. /XERE. XEKE,. KEX
EEEEEREE . EREREENE/ R ERERER, , o o FRKBEEEE, KB/ XL, . XXX H /K He e s KEEE, X
EXRANEREN, FXRKE /AN NEENE R /=N NN, XX, . KR KXY, . .. .= HAEEEEEN . XX
TYTTETEFIETT ST IEFST ST T L WANEE S35 SO & & VN SO e S S A LSS P TS PR
EXEEEEEE . RXRX,/ /RN REREN/ NN, . KRR, XK/ BK. . .OD///KE8R/ . /NEEREBRNEEX, AN
RN XN/ RN AR/ XN, o R R/ R o o e o FEERES R R/ EAARREREN, ..
FEEEFEI S E VR IR RN UR TR SN PR VA T DA § S VA S | R T
FEERRE R R/ SRR RN/ RN o K e VRS o c BE KR o o X/ KX/ L RN, XN
EEEERERE . AR/ //RERERERNN N/ RRRENE . . AN SRR AR/ =/ e B =HEEERE. . XX
EEREE . o o c EXE/ /RN REREN/ RERRRAXRE B . K o o /R RS R s o B aan /T EERXR, RKY
EEEN, S RE. EXE/KRANNNRRR RN ENNNNRRRE, . (XK, . /. /K R /= / /KR, RN
CEE, . R E R KX/ AR AR RN RN AR AH. « c K. oW, o c K. H=. HEXES SR KX
AR  REEE EXE /AR AR AR RN RN RN, X XN, REX AN XN/ AR A
e REEEE KRR/ RN AR AR AN R AR, A, . o c R AR R R =0
CRNRREEE KX/ NRRRRRERRRNRRRREARN, . KA KR, KRRERREX, XEREKREX, . KX/ XK
Ktllllli KE/XEXXEERLNRRARN NN, . RAXANER, (KX, . XXEXEKE, XXXAN, . KXX/XX
(EEEEEERE X/ RN AR E R NN BN AN SRR RN R, KX XN RN, . Rk . . XBRR/ KR
EXEEFREEE . KR/ AN ENAEREREAREERERE ., FXNXENERREE., . R . EEAEREEEE . A . XEXKEKXKXEX LR

L1Ties
inere are ten cities identified on the sap, both to provide points
ot reterence and tor their historical signiticance to history buifs.
iney are 1dentitied as reverse characters.

b - Bastogne L~ Liege
L = Lharierm 7 A - Ralsedy
U = Dinant N = Namur
t - tisenborn 4 - Spa

H = Huy ¥ - 5t ¥ith
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