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PREPARATION 2

1) LLOAD or LOAD (disk) from either side.

2) RUN with cassette "PLAY" on.

3) Select Dyisk or Classette.

4) Select Ndew gase or Flile. If NEW 15 selected, select
ditticulty 1-5, with (1) the easiest; (3) the historical gamse.
J) Set monitor tint control to French flag: Blue, White, Red.

MAPSCREEN

whTERLOC depicts tne t-7ous battle using text graphic characters
to represent terrain features and roads, British, and Frussian
Allied) torces, as well as French units, French morale and
movement status. Also included are Victory Objectives appearing
as L. E, J, and the town ot Waterlco. The game 1s plaved on a
sinary map 32 bytes wide by 36 bytes long, or 112 bytes haic ir
mepory normally reserved for hi res graphics. The ML routine
that calls this map, along with a second ML routine, are storec
trom location 29750 to 32747,

Too large to ve completely displaved at one tiae, the map can oe
scrolled up when player 15 ready to *move aon". I cannot be
scrolled down.

WATERLOO attempts historical accuracy, and is our most commander
- oriented gams.



MAF FEATURES 3
All green areas are open terrain. Slopes are otf- white, high
hills and entrenchments are red, roads and the town of Waterloc
are black, and woods are displayed with up-arrow sysbols.
Woods, slopes and high hills {herzafter called rough terrain:
attect both combat and moveaent.

ndditionally, the letter "L" appears to the right of center or
tNE 0pening scraen. This "L" symbolizes the Ligny road
junction, which will be'alscussec in more detail later.

NITS :

ayer contrals the French forces and their leader, Napoleon.
French units are symbclized by a reverse "N' (black! for
Napoleon, olack "A" ftaor artillery, standard "I" for infantry,
“6" quards, "s" skirmishers, anc "C" d{or cavalry. Infantry.
ouards, skirmishers, and Cavalry are symbolized in black
characters when 1n "high norale". AlL French units appear as an
asterisk "#" when their movement haz ended, except Mapolecn,
Which appears as a green "I,

[ ey

2]

31
[

P

british umts are gortrayed in Light blue check, EBritish
reinforcements in dark blue check, and Prussian units 1n Orange
check. Depending an the sonitor you have, these colors aay
appear differentl,.

Thz French unit will tlash like a cursor as it 1s described at
the top of the screen, kllied units are never described. Only
the unit tlashing can receive a unit command



MOVEMENT “

French units are moved with the direction arrows. But first,
enter "M" to place the flashing unit in the soveaent sode. holc
“M" down until the flashing stops, then direct movesent with the
arrows.

On play levels above level 2 anmy French unit having a strength
greater than one (1) may lose combat strength when moving north
wp) only. The chances of this happening to artillery are
greater than for other units.

Moving a unit next to an Allied umit causes combat, ending that
unit’s sovement.

Un1ts cannot be wrapped around, and attempting to 0o SO Causes a
loss of one (i) movement factor to that unit that turr,

entering “E* ends a unit’s sovement UNTIL THE NEXT TURN. You
cannot move a unit twice in the same turn. You may skip aver &
unit and move it later, but once a unit’s movement is started it
cannot be ended and then started again that turn.

Flayer may change the unit described (flashing) with the <(RIGHT
ARRON: ,

MOVEMENT LIMITS— Units may not be aoved higher than the "{(* at
print location 126, or to the bottom-most row of the screen.
Units retreated to the latter are lost permanently. Attespting
to move too high or too low creates a colon (i) in place of the
unit. To correct, simply adjust unit’s position with the arrows.



Units say not stack. (Except Napoleon). They may move through
iriendly units but say not reside there at the end of movement
{or combat). Doing so forces the computer to move thea. It 13
‘neretaore adviseable to caretully plan moves 1n advance.

WRTILLERY wumits having five (5) MNF may be fired. Firing
artillery requires two comsands, “A* for aiming, and “F* tor
fire, 1n that order.

tnter {A> and ncte the location ot the white marker. Move the
marker tc the desired location with anv of the four arrows.
Notice that there 15 a loss of & "round" avaliable tor firing
With 2ach aie adjustment. [ne total rounds left will displayec
at tre top of the screen. This total does not aean that the
unit’s permanent strength 1s peing depleted. Fermanent depletior
can only occur as a result of combat or during north (up)
mCvenent,

Enter <F» t3 tire. The number ot remaining rounds will fall
2ither at thz aiming point or tc one side, but never north or
south,

artillery may only be tired in one direction - UP. Unly Allied
units are affected by artillery fire.

Artillery otherwise acts as any other ground unit and may be
used 1n noreal combat.

MOVEMENT ALLOWANCES:
Units are given a movement allowance of froa 7 movesent factors,
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(%) tor Cavalry, to 2 MF tor Guards. During play, Napoleon,
with an MF ot 14, may add one M to a umt(s) by qiving a
venefit. See below.

Entering any, rougn terrain ends movement 1mmediately (Except
Skirmishers, which can move through rough terrain.) {The Ligns
road janction and other junctions are considered road terrain,)

OFENING TERRAIN

Flayer may "open" terrain by placing a unit on 1t. The next
unit moving to that location will not be restricted by the rough
terrain unless 1t draws combat.

NAPOLEON BENEFIT (High morale:

To retlect Napoleon’s great command capability in MTEPLUO,
units receive high morale when “influenced" by Napoleon. A%
start, Napoleon may give up to three (J) benefits to any umit(s)
OTHER THAN ARTILLERY within a 3 X 2 square surrounding the
Napoleon character *N". These benefits add combat strength
points (CSPs! and 1| MF to the unit’s total, but may onlv te
given during Napoleon’s INITIAL move option. [.E., skipping
aver Napoleon precludes his giving any benefits that zurr,
though he still may be moved later on,

The nusber of Strength points awarded is dependent on the numter
3f road junctions captured, though at least one CSP will always
be given.
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Once a umit has received CSPs from a benetit, it cannot receive
another one until it has had combat. It may still gain the (1)
MF, however. This 1 MF benefit is not cumulative from turn to
turn.

To supply the benefit, first enter "M* to place Napoleon in the
movement mode, and then enter 'B" to give the benefit. [t costs
Napoleon two (2) MFs to give a benefit. Thus, Napoleon may give
three benefits and still have eight (B) MFs left for movesent
that turn.

Jtherwise, Napoleon is like any other French unit regarding
combat and terrain. Napoleon may also be killed. Dan’t let
thie happen! Doing so ends the game immediately.

Benefit locations: (Including Napoleon's location)

BEB
BNE
bEE

COMBAT (Normal!
Uccurs when a French unit enters a location next to an Allied

unlt from any direction.

French units attacking trom the north receive a high modifier
added to their combat strength, from the east or west a moderate
moditier and trom the south, no moditier,



Allied units DEFENDING in any ;ouqh terrain always receive &
VERY HIGH modifier.

Allied umts are wusually unable to move during the Allied
sovesent phase following combat.

COMBAT (Allied Counterattack)

Occurs at the beginning of the turn. All coabat rules apply
except that: A) French units still may be moved after being
counterattacked and B) no combat modifiers are applied.

A black "X* marks the location where the coabat occurs.

Allied unit strength is shown briefly in the top right hand
corner of the screen during all combat.

The unit losing the wmost CSPs, either French or Allied, will
retreat to a location free of units.

Eliminated units will disappear from the screen along with a
high low sound for Allied losses; a low pitch sound for French
losses.

PATROLs- Cavalry only. Enter "P" for Patrol at any time during
a cavalry unit’s move. The screen will briefly scroll up five
(S) locations in order for the player to glimpse at what is
ahead of him. [t will automatically scroll back. Yes, there is
a catch. 501 of the time the cavalry unit will not return, and
sending a cavalry unit on patrol ends its moveaent that turn.



<E} ENDS MOVE. <

NON-UNIT COMMANDS

Up til now all commands mentioned have been Unit Cossands, those
effecting action on a specific unit.

NON UNIT Coamands are general commands affecting play and
control.

Enter "C" to call the NON UNIT COMMAND module to the screen.

(5> SCROLL- Moves the screen permanently with vyour advance.
Enter the number of rows you wish to SCROLL UP.  NAERNING! Do
not scroll to a point mhere your northernmost anit Is off the
screen._iio the south.)

{C> CADRE- Lists units at your disposal. Any key advances page.
Displays unit nuaber, type, strength status:

Status- ELIN reters to eluznation, NAPU.EDI, NEY and RESERVE to
the corps commander.

:T> TURN - Ends turn,

{1 BAME SAVE- Computer wi1ll autosatically save to disk or
cassette, depending on which was selected at start. Select File
nuaber .

{17 INTELLIGENCE UFDATE. Any key returns.

{E> CANCELS COMMAND MODULE.
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The COMMAND MODULE is automatically displayed at the end of all
French Moveaent.

CORPS

French forces are cadred in one of three (3) corps: I under
Napcleon, Il under NEY, and IV the Reserve Corps. (Napoleon is
the only cossander represented in the gase.) I Corps 1s present
at the opening. II and IV Corps will eventually come intc play
by either waiting (often a long time) or by calling them to the
battlefield. .

To call a Corps, enter <R> as a unit comsand BEFORE Napoleon has
soved. If Ligny has not been captured, the chance o?uccess is
only 254, For each city captured the cdds increase to 33, 30
and 1001.

Calling a Corps always results in the loss of Napoleon’s soving
or giving any BENEFITS that turn, and the permanent loss of one
(1) Napoleon benefit, and, depending on the gase level, tros 0-2
of Napoleon’s WF for the duration of the game. (Level 1, 0 W,
Levels 2-3, 1 W, Levels 4-5, 2 Mf.) WRNING! ! Do not call for 4

scroll, or scroll before ca)

Napoleon benefits can never fall to less than ome (1) nor can
#fs fall to less than 7.



VICTORY 0BJECTIVES- L

LI6NY-Represented by an (L) at start. Ligny controls the
arrival of Prussian units. During turns which end with a French
unit at Ligny, Prussian unit arrivals are cut 1n half. Day one
(1) only. After day one the Frussians arrive in force until
Ligny is captured.

Controlling Ligny with a French unit for (play level function-
see below) consecutive turns causes its fall and a permanent cap
1s placed on future Prussian arrivals. (It any exist.) Ligny’s
capture also causes British reinforcesent rate decline and s
second Victory Objective to present itself to the northwest:
Nivelles. (E).

The French receive no benefit trom controlling Nivelles or Mt.
5t. Jean (below), only from capturing them. Controlling these
V0's for three (3) to five (5) (depending upon play level)!
CONSECUTIVE turns forces their capture.

corps before scrolling. Either don’t
ling a corps.



CONTREARFOENIS needed to capture: 12
Levels 1-2, J turns, Levels 3-4, 4 turns, Level S, 5 turns..

Nivelles- Once captured, The possible total of CSPs allotted
moving BENEFIT is increased by one, (to a max of 3), and the
tuture formation of British reinforcements 1s precluded. Mt. St.
Jean (J) will then appear to the north,

Capturing Mt. St. Jean eliminates many Allied units south of
MSJ, and increases French CSFs to a possible four (4) during
BENEFIT.

Note: Units »ay be soved off a controlled city and replaced with
no effect, but enits retreated off during Allied counterattack
forces the city control-point counter to fall back to zero
(0,

Control Points are kept in the Intelligence Report and are
incresented at the end of the turn.

WATERLUO- Not captured l:ke the other cities, but rather is
"gver run® by units.

“ove more than ten plus 4 times the play level i1n French coabat
strength points north of the (V) location (just to the southeast
of Waterloo) IN ONE TURN and Waterloo is captured.
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Example: Level | requires at least 14 French CSPs; Level T, I
CSFs,

Waterloo cannct be captured until first the other objectives are
capturec.

TRCTICS

The Battle ot Waterloo 15 a misnomer all the way around. More a
series of battles than one, it wasn't even fought at Waterloo!
But rather, at Ligny, where Napoleon was able to defeat the
Prussians, and at Quatre Bras (Four arms); a road junction,
shere Wellington stopped the French Army which had been thrown
piecemeal into battle,

Like the battle of the same name, WATERLOD i1s difficult to win.
A key ta victory, however, 1s the prevention of a linkup between
Brucker’s Prussian units (Ligny Road) with Wellington’s amain
british force at Quatre Bras. (Main red area at start).

Though Allied troop size greatly outnusbers French forces,
Napaleon has better scldiers and consequently stronger wunits.
Frussian umit strength 1mproves Wellington’s overall strength,
but the main allied forte is their ability to suster troops.

Allied units are at their best when defending in rough terrain,
and at their worst 1n counterattack. (Like in the actual
battle.)
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Frussian units are limited, british units are not. Kellington
will continue to reinforce his position with fresh troups
arriving from Waterloo until Mt., St Jean is captured. Though
these units will not have overwhelming CSPs, there are a lot of
thes. Napoleon’s hope for victory lies in capturing Ligny early
and making a swift move to Nivelles. French reinforcenents will
normally arrive late in the afterncon of the first day or early
Day 2. Though at start, French Guards units tend to overwhela
their adversaries, attrition may weaken thea beyond use later
on. Keeping Napoleon benefits at three may not be as important
as capturing Nivelles (the point in the game when reinforcesents®
are suspended) .

Cn the other hand, the march north 1s ditficult enough to
protect with a new army, let alone one that has fought 2-7 large
battles. The smaller the French unit’s strength, the greater
the percentage of increase a beneffit will be, and perhaps the
nore 1mportant multiple benetits are at that point.

Once Mivelles 1s captured, player must prevent certair
counterattack from the remaining british and Prussian forces to
the west, and at the same time be able to move on Mt. St, Jean.

IF the player can capture Nt. St. Jean; IF the player can
reinforce his position; IF the player 1s able to advance quickly
enough to trap enough Allied units and suspend their
reinforcements early; IF player is able to muster his depleted
amy into a single body, then he say be able to break through
the last line of defense before capturing Waterloc.



Flayer’s success will depend largely on his knowledge of the
rules and his comson sense use of tactics. Use of the
Intelligence comsand is a must.

VICTORY

Flayer wins DECISIVELY 1f he captures Waterloo by the end of the
game. (Day J, 6 PM turn, <42 turns>, or when and if Napoleon is
killed); wins MODERATELY it he is able to capture MSJ by then,
win a LIMITED Victory if he captures as such as Nivelles; and
DRAWS it he can only Capture Ligny. He loses if he fails to
capture anything. )

ERRORS- We’ve tried to present this as coapleted product, error
free, but do to the vastness of this undertaking and the
complexity of the program, we can only hope that all errors have
been trapped or omitted. In the event that one or more slipped
through playtest, note these line nusbers. 60T0 200 returns gase
to map and redraws. 60TO 880 ends turn and resets for next gase
hour.

CASSETTE owners. Due to the fluctuations involved in a
sechanical cassette, there may be a time when gase save boabs.
Simply rewind the gase file and RUN 50 to load again. Also,
please check your voluse control and keep the tape heads clean.

WATEKLDD 1s a product of ARK ROYAL GANES P.D. Box 14806,
Jacksonville, F1 32238, Copyright 1983 by Phil Keller,



