GLOBAL KEYS

(may be used anytime a cursor or unit is flashing)

A COMPUTER STRATEGY GAME OF THE ISRAELI COUNTERATTACK

SULUTHERN

Switch to black & white/color ¢/S: Turn sound on/off
Switch to full screen map/text ¢/P: Turn combat pause on/off

Draw strategic map ESC: Turn on auto move and enter the movement
Clear units from terrain phase or tum off auto move and exit the
Turn automatic move on/off movement phase

HvTmw

NORMAL KEYS

(use when a flashing cursor is showing and not In the movement phase [normal phase])

0: Center screen on cursor S: Scroll map

1-6: Move cursor in indicated direction 0: Center screen on cursor

1 1-9, A-C: Move to indicated map section
I, J, K, M: Scroll map in Indicated direction

|
5 3 J+H

3 Space bar: Stop scrolling % S: Pause scrolling
E: Examine units in cursor's hex c/A: Initiate Israeli airstrike on cursor's hex (executed
M: Enter movement phase for unit in cursor's hex by ¢/F, terminated by SPC) or activate Egyptian A F
(or If in auto move mode, enter movement ¢/E: End current player turn
phase for closest unit to cursor's hex). c/V: Display victory points

MOVEMENT KEYS ) 0 S

(used during the movement phase)

0: Center screen on unit being moved
1-6: Move unit in indicated direction
C: Change mode to:

N: MNormal T: Transport R: River

A: Attack F: Fire Space bar: No change

Leave unit/exit unit's movement phase (unit may be moved later in turn)
Move second unit in stack

Engage in combat, then end movement

Scroll map

0: Center screen on unit being moved

|, J, K, M: Scroll map in indicated direction but leave moving
unit on screen |

I

T

Yk

K

o M
e SR e S: Pause scrolling Space bar: Stop scrolling

unit has expended movement points or changed mode)
TO CROSS THE SUEZ CANAL DURING THE OCTOBER WAR OF 197_3 =

e c/C: Engage in combat but do not end unit's movement phase(if possible)
- c/F: Enter fire phase

c/H: Enter/exit hidden mode

c/O: Enter order phase

SPC: Return to a flashing cursor/unit

LY

oy SR T

o = Move cursor in indicated direction D: Enter defense mode
s c/F: Execute fire R: Enter reorganization mode

o e ¢/R: Execute fire and return cursor to firing unit M: Set delayed move (see section 4.6) B e e
c/X: Cancel fire and return control to firing unit F: Set delayed fire (see section 4.6) | ' -

T

STRATEGIC SIMULATIONS INC

T 0 Vi i o, EF T ST il

- ,‘..'.'."':' .,.‘-."... Jeen T . A ", T ..-.::!I'.!. *‘ii ) fj:‘-"l_'_'l:" .-_.-| s .‘__- et 2 = L i - :.I-.-. i i = -:: > o ._ - i e e ..:'_ g _-.l i . S i o S -
P o FEAS rs R i : = . 3

s o o - e PO e Sk ki e ok o iy

T

e A o T L o R 3 - ; L : :
?Iﬂ#ﬁ%.:_wbﬂj*‘“tﬂ i o T ﬁﬁ“ﬁ??fﬁlrna'ﬁww' -:-_...;._.:-_-__.._ . ‘:é'-‘f," wj.:—.ﬂ,_ﬁ-ﬁw-.

S i el
L R : i PR e R e e - e kit - R ;
o T i : R e et s e P e e e R e e A e e e e e e

=

e i o e 5 e = 1 = o -k ¥ ¥ - . : - a, el G

FE “ =3 # i g A i . 2 ] i e R R e e s
“H'.“ﬂmlm.;' .-m"ﬂ?.q.".';f e L A o Bt ek - A . o ; . R e, - P Ry Al L T A R A i pa i
gty i e e T . T e . T g ol 2 . e T L e b i . - - 9 T AL B t = z
Eh it T o -E.-\."':':-\.-_. T A g o "' R ""':"-\. e i l“:dﬁv::-:‘:":‘ f".‘z-\.-\.“_"-‘i-,ul. gy = | ) b - e g R e A A R W..,.é:.d At e e e, S i N :
B ko ' R D ot Ao A e Aol vt it 51 1l o o N RN SO - s
Vi P e SR T oy ek . ’ - 2 " . 3 e e : N e P e e : ., o
o : & v o . [ SRS = A M iy T | R e o o, L = e "-’.M_W- e . e P
Lot cERE o g o : TR e e e . o Rt s, R P B e 3 E 3 —p [ g, _m . 3 : . =

Ao v el e R LR o e T T R i T U e e Y B g e SR i
P = L X
b

i i

R i R i iy g

N b o e s i . e e
dmaa ; . QRS n R ; P T

e

- . .-q.-ll-—_u.é.qr-\._- _.. o i o el _.-_-:-g._a:i:;nﬁ.- __-.'c.rr.:._- i e : B e T e R R B e e T R o s o iy 2o i) i i . g \ L
: ; e _‘..-F"I s B _Fﬁ-ﬁ_ ?'--lé;"‘-:. Famdpiiet el E‘f*.:.'.sﬂﬁﬂmcm el __..,_h_-_-_..,a-ﬁ,._@:__ et Mq;}_‘ﬂ%@ﬁﬁwﬂﬁHli}-w o
R R O A d e« g - fi . e U - i e by T gt N : AT

Loy
- L. ., Q .
L LT L L e e ) : N

s

) # ! : Ay s ] S ; LT
L T T ’ et b o T AR R e~ i e - i = o R e
: e T i3 g, L - o X I ¥ o e e N e, i A s R i T < O Rl i | e e i S E
e o . i el ey T ]
" i iy : 3 R AR

. 4
g - e b g H

- rSr— - _— - = - ks '
3 -, et ™ r - LT s i e
- 1 : i 3 7 e et G S s T T ey e =
. S ' e o LT e - - e T P e et TILE I S g - Pl z J I *
e ) e o i 3 A

o e : ' : ke s 2 R WP T T N bl R PP g e . - e " oo o

+rrm : : - o ‘. ; o =, b L L, - . A" - = ;. e Lt '. = " .-. A ¥ . i : — 4, ¥ - i ; o . --_;h # ..“.. e : o :
. LN - el ":'\;." '--.—.:-'H.Il-.-. PR v gor e i = 2 R e - - T, | - s . T - . 0 vl :. n ; i : pie FREES ¥ i ' 5 u H ER“ . : | - = Rt | .I .
T - S - = H sl er sy L il 2 gy P S g ey . ey g NCs T AL ik i ; R gkl R e 2d A 2 . E e - s | . ..: . =l ¥ : x ¥
v T """-::"-#‘5-“}-—-\..1- ,_r-.F _|-__. i : 3 o e ek e g S et i ¥ .. gl e Sy 7 e .' e - = X it e - - . i - - - = m v 4 i _ . i " LA %
-~ - el
, A l ' ' I l I I | | “ I l I l e e —

© 1981 by Roger Keating. All rights reserved. Sl “Siege : g e R _ ': e e i

R L L
Ll o T

. . - e i e e ] Pk e

- ko e
o il ":':.-.':"\.—:ﬂ-“-"‘-"" Lt

P el bl iy

2 i 7T '.'-\.-q-,l--:_-n.ulF - i
.'_':.-\..\,-\.—\..--'-ﬂ""! o e

: i e
Tt 7 - Pt

5 J s e o
o b i L i
e e e T
R e I'-" T AL "

" o
e S 5

=

R ) T
i St AR
et o { B i

£ LA G

£

- r -
o - - at W J

i T e i
R ot ST e T

- = e e 1 D T ik
AR - _f"‘-;"“_f:- % ﬁ =

! Sy L ol
A e Rt T

M‘}"--‘*r ST e vl e oo
. s R P T ‘1." .- T ;

e

T M T T e YT s = T



c/F: Execute fire R: Enter reorganization mode
c/R: Execute fire and return cursor to firing unit M: Set delayed move (see section 4.6)
c/X: Cancel fire and return control to firing unit F: Set delayed fire (see section 4.6)
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(may be used anytime a cursor or unit is flashing)

B: Switch to black & white/color ¢/S: Turn sound on/off
F: Switch to full screen map/text c/P: Turn combat pause on/off
P: Draw strategic map ESC: Turn on auto move and enter the movement
T: Clear units from terrain phase or tum off auto move and exit the
c/M: Turn automatic move on/off movement phase

: NORMAL KEYS

(use when a flashing cursor is showing and not in the movement phase [normal phase])

e O: Center screen on cursor S: Scroll map
e 1-6: Move cursor in indicated direction 0: Center screen on cursor
f‘; I 1-9, A-C:  Move to indicated map section
: 5 L, J, K, M: Scroll map in indicated direction
I
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Space bar: Stop scrolling S: Pause scrolling
E: Examine units in cursor's hex c/A: Initiate Israeli airstrike on cursor’s hex (executed

o M: Enter movement phase for unit in cursor’s hex by c/F, terminated by SPC) or activate EgyptianA F
y T (or if in auto move mode, enter movement ¢/E: End current player turn
g e phase for closest unit to cursor’s hex). c/V: Display victory points

MOVEMENT KEYS

(used during the movement phase)

0: Center screen on unit being moved
1-6: Move unit in indicated direction
C: Change mode to:
N: Normal T: Transport R: River
A: Attack F: Fire Space bar: No change

L: Leave unit/exit unit's movement phase (unit may be moved later in turn)
M: Move second unit in stack

Q: Engage in combat, then end movement
S: Scroll map

O: Center screen on unit being moved

I 4, K, M: Scroll map in indicated direction but leave moving
unit on screen

S: Pause scrolling Space bar: Stop scrolling
X: Eqd movement without combat (may only be used if moving
unit has expended movement points or changed mode)

¢/C: Engage in combat but do not end unit's movement ph if ;
C/F.' Enter fire phase nt pnase (I POSSIbIE)

¢/H: Enter/exit hidden mode
¢/O: Enter order phase

SPC: Return to a flashing cursor/unit

Tl

1-6: Move cursor in indicated direction .
¢/F: Execute fire D: Enter defense mode

R: Enterr izati
¢/R: Execute fire and return cursor to firing unit Sl sseolode

: M: Set del -
¢/X: Cancel fire and return control to firing unit F: Set d:l:})::j fri?: }r:ef Zee(fggg?;.ﬁ)
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Victory points are calculated at the end of each scenario (or can be
examined at any time using the c/V key) as follows:

—10 points for each Israeli unit lost

+1 point for each Egyptian unit lost

+1 point for each SAM unit lost (in addition to the one point for
destroying an Egyptian unit, i.e. SAM's are worth 2 points)

—1 point for each Egyptian unit on the East bank of the Suez
+1 point for each unit/tum satisfying game conditions

—3 points for each unit/turn not satisfying game conditions

GAME CONDITIONS

The Israeli player must cross the canal and keep a fixed force on the West

Bank of the Suez The point total for this is calculated at the start of each Israeli
Player-Turn. At the beginning of the tumn:

3 — 3 units on the West Bank
9 — 7 units (of which 3 must be tank units)
15 — 11 units (of which 6 must be tank units)

No additional points are gained by having additional units on the West Bank
At the end of the game, victory is calculated as follows:

- 49 points :
50- 74 points :

75- 99 points :
100-124 points :

Egyptian Decisive
Egyptian Substantive
Egyptian Marginal
Israeli Marginal

125-149 points : Israeli Substantive
150+  points : Israeli Decisive

NOTE: c/V has adjustment value that calculates hous well you are doing at
any time.

SCENARIOS

A. Scenario 1

Scenario 1 lasts 20 game turns and uses the victory point schedule given

R2: 3 Tanks
1 APC
3 SPG's
1 Recon unit

Tum 4:

Egyptian Reinforcements

Tum 3:

R8: 3 Tanks
1 KATSH

Tum 4:

R8: 2 BDM's
1 ARTLY

Tum 5:

Tum 11:

R7: 3 Tanks
3 BDM's
1 ARTLY
1 KATSH

Tum 13:
R5: 3 BDM's

1 ARTLY
R1: 3 APC's R8: 3 Tanks

Tum 14:
Tum 8; Tumn 9-
B. Scenario 2 (Free Set-up)

R6: 3 TANKS
R1: 3 Halftracks R3: 6 Tanks 3 BDM's
Scenario 2 lasts 20 game turns. The Egyptian player can move non- Tumn 10: 1 BDM
infantry units before the Israeli player’s first move. All legal moves may be R1: 3 Tanks Tum 10:
used and units may be hidden, etc. Units may only be moved their standard 1 Halftrack R4: 3 BDM’
movement allowances. Use the victory point schedule above, except that : S

Ziiges 1 Y
the Israeli player is given 20 victory points at the beginning of the game. ARTL
C. Scenario 3

Scenario 3 is identical to scenario 1 except that the game lasts only ten

game turns and the Israelis are given 100 victory points at the beginning of
the game.

above.

ISRAELI AIRSTRIKES

The Israeli Player has a number of airstrikes available to hi

On day 1 (turns 4-7) : 0 or 1 airstrikes
On day 2 (turns 11-13) : 1 or 2 airstrikes
On day 3 (turns 16-19) : 2 or 3 airstrikes

m during the game.
® NOTE (NIGHT TURNS)

Turns 2, 3, 8, 9, 14, 15, 20 are night turns.
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STRATEGIC SIMULATIONS INC.

You never thought your computer could be this exciting!
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