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and injured and seek remedies for the
disease. They ask only to be supplied with
medical goods and to be left alone. They
heal all who seek their services. The healers
have developed an assortment of antitoxins
to cure the mutant infections. They live
primarily in cities where their needs for
research materials can be met more easily.

3. Foot Gang Commands

a. SENDING ENVOYS. A dangerous mis-
sion, but the best way to gain recruits.
Showing strength may be beneficial. If you
have a good politician, you may not need
to send troops. Note: If you send 0 envoys,
you are returned to the previous menu.

b. FIRING A VOLLEY. This is the ultimate
show of strength. It tends to cause bad
feelings among the recipients.

¢. WAITING. Waiting may be taken by
some as a sign of weakness.

d. LEAVING. Leaving is understood by
all-as a sign of weakness.

4. Foot Gangs

a. MERCENARIES. Soldiers of fortune,
mercenaries are groups of well-trained ex-
military types. It is dangerous to quarrel
with them, but it is seldom necessary as
they generally are willing to ally with a
stronger gang. Never insult a mercenary
band.

b. STREET GANGSTERS. A street gang
includes a mixture of stout followers and
camp followers, but usually has a strong,
intelligent leader.

¢. ARMED RABBLE. Pillagers and rapists,
armed rabble are a scummy lot with little to
recommend their company.

d. THE NEEDY. Mobs of starving and
pitiful souls. Any one of them might give
his life for a mouthful of food.

e. CANNIBALS. These throwbacks have
solved the food problem. They are wily
ones, fond of ambushing envoy parties.
The scum of the earth.

5. Residents

a. LAWFUL NATIONAL GUARDSMEN.
A few cities are still under martial law
imposed by isolated national guard units
containing well-armed and well-trained
troopers.

b. RENEGADE NATIONAL GUARDSMEN.
These mutinous bands of armed and dan-
gerous soldiers prey on all who are unfor-
tunate enough to enter their cities.
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c. LOCAL GANSTERS. Some cities have
come under the control of intelligently led
large gangs. :

d. BUREAUCRATS. Occasionally, local
governments maintain control of their
municipalities with the aid of local law
enforcement agencies. Gangs who pass
through must pay tolls in most of these
places.

e. SURVIVALISTS. Knots of hard-core sur-
vivalists, trigger-happy and dangerous, have
followings in some cities.

f. THE REBORN. These are pleasant folk
with a single aim, to live in peace. They
never provoke a fight, and anything they
have is yours for the asking.

g. SATANISTS. Skulking bushwhackers,
these bands want to be left alone to prac-
tice their ways. They use passersby for tar-
get practice and seek victims for their rites.

h. THE MOB. The country's second
government holds a few cities ... They
don’t like intruders muscling in on their
action.

i. INVADERS. These soldiers from other
shores have some degree of control in all
coastal and southwestern areas. Despising
all road gangs for their undisciplined tactics,
the invaders are very dangerous.

6. Mutants
These are the diseased, psychotic zombies
who want to tear all healthy people to bits.
Roaming quietly at night only, they are very
dangerous.

7. Road Gangs

a. ARMED RABBLE. Some of these no-
accounts can actually operate a motor
vehicle. To be found in all areas, they are
more annoying than dangerous.

b. RENEGADE NATIONAL GUARDSMEN.
These bands are more common in the
hinterlands than their counterparts are in
the cities. Their excellent armament makes
them dangerous foes.

c. CANNIBALS. Ever see a slime drive a
car? These vermin fit the bill. Poorly armed
and led, they are easily dispatched.

d. TURF GANGS. There are a number of
gangs which have claimed certain locales.
A gang will contest the claim of any rival
road gang which infringes on its territory.
Most are well armed, and many drive
modified vehicles. Their training is above
average.
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Viil. ROAD COMBAT

A. Modes of Combat Resolution
There are three modes of road combat reso-
lution: ABSTRACT, TACTICAL, and QUICK.
When a rival road gang is encountered, the
computer prompts FIGHT DETAILED ROAD
COMBAT? If you respond N, the resolution
is ABSTRACT and very fast and bloody. If
you respond Y, the computer prompts you
to insert the back of the game disk. Deploy-
ment (Section VIII. B.) occurs, and is fol-
lowed by either TACTICAL combat resolu-
tion or QUICK combat resolution at the
player’s option.

B. Deployment
1. Crewing Vehicles

a. AUTO-DEPLOYMENT. The computer
places all of your men in vehicles. They are
distributed among your vehicles as evenly as
possible based on the quality of your troops.
Guns are distributed to as many vehicles as
possible. Folowing auto-deployment, you
have an opportunity to adjust the troop
and weapon allocations as you choose.

b. MANUAL DEPLOYMENT. You must
manually allocate your men one at a time
to vehicles. You also must allocate weapon
types for each vehicle for each volley. For
this purpose, one half the crew constitutes
a volley.

Note: When using manual deployment
or when adjusting after auto-deployment,
weapon types may not be altered until all
troops are allocated. When the crew of a
vehicle is changed, that vehicle’s weapon
types will be reset to crossbows.

2. Deploying Vehicles on the Tactical

Map

a. DEPLOYMENT AREA. All vehicles
must be deployed in spaces with an X
coordinate of 10 through 19. There is no
such limitation on the Y coordinate.

b. RESTRICTIONS. Vehicles may never
be depioyed on trees, oil derricks, rocks,
fences, wrecks, water, or buildings. In farm-
land, vehicles never may be deployed in
mud or tilled fields. In cities and on high-
ways, vehicles may be deployed only on
roads.

C. Movement on the Tactical Map

1. Viewing the Tactical Map. During any
friendly movement turn, you may view the
map by activating the viewing mode cursor.
To. activate the cursor, press a number key

from 1-8. Subsequently, each time you
press a number key, the cursor moves and
the map scrolls to enable viewing the
entire area. Exit viewing mode by pressing
Q to continue moving vehicles.

2. Changing Speed. A vehicle may accel-
erate or brake, but never both in one
move. All changes in speed must be com-
pleted before a vehicle moves. Changing
speeds may be interspersed with turning
Maneuvers.

3. Maneuvering. A vehicle’'s maneuver-
ability represents the number of 45-degree
turns the vehicle may execute in a single
move. Maneuverability is reduced by tire
damage and high speed. Maneuverability
is reduced by 1 for every 30 MPH or fraction
thereof by which the vehicle’s speed ex-
ceeds 30 MPH. Maneuverability is reduced
in proportion to the fraction of tires lost
An unmoving vehicle never can maneuver.
A vehicle with a speed of 10 MPH can
maneuver freely.

4. Moving. Vehicles can move only one
space straight ahead in each move. Move-
ment ends a vehicle’s turmn, therefore all
changes of speed and turning maneuvers
should be completed prior to moving.

5. Terrain Effects.

a. SPEED LOSS. When a vehicle enters
any terrain, except roads, it may have a 10
MPH loss in speed. Roads never cause a
loss of speed.

b. FISHTAILING. A vehicle entering mud
chances losing traction and swerving to a
different facing.

¢. COLLISIONS. Vehicles which attempt
to enter terrain such as rocks, oil derricks,
trees, wrecks, or buildings are halted and
suffer structural damage and possibly de-
struction. Fences and cacti also cause struc-
tural damage, but the vehicle destroys the
obstacle and is not halted.

d. WATER. Driving a vehicle into water
is a sure way to lose the vehicle and all
aboard.

D. Ramming

Whenever a vehicle attempts to enter a
space occupied by another vehicle (friendly
or enemy), a ram occurs. Both vehicles may
receive structural damage, and either or
both may be destroyed.

1. Structural Damage. The amount of
structural damage incurred by each vehicle
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in a ram depends on the speeds, masses,
and relative facings of the vehicles involved.
The faster the speeds of the vehicles, the
greater the damage. Head-on rams are
most destructive, broadside rams are aver-
age, and front-to-rear rams are least de-
structive. In any ram, each vehicle is dam-
aged in inverse proportion to the ratio of its
mass to the mass of the other vehicle. All
vehicles have reinforced front ends and
therefore receive half damage if ramming,
or if rammed head-on.

2. Speed Alterations. Either or both vehi-
cles involved in a ram may suffer a change
in speed.

3. Overruns. If one vehicle involved in a
ram outmasses the other by a great deal,
the smaller vehicle may simply disintegrate
and the larger experience little effect.

E. Fire Combat

1. Volleys. In fire combat, most vehicles
may fire two volleys. Each volley must be
fired through a different facing. If all men
fire in the first volley, a second volley is not
allowed.

2. Facing. Each volley must be directed
through either the left, right, front, or back
facing of the vehicle. The number of men
who may fire in a volley depends on this
facing.

3. Line of Sight. Vehicles cannot see or
fire through trees or buildings. To check the
line of sight of a vehicle, press a facing key
while holding down the control key.

4. Weapon Types. There are two types of
+ projectile weapons: crossbows and guns.
Crossbows have a maximum range of 5
spaces. Guns have a maximum range of 10
spaces and are more accurate than cross-
bows at equal ranges. Both types suffer
attenuation of accuracy due to range. Men
armed with guns resort to crossbows if all
ammo has been expended.

5. Tires. Tires may be lost due to fire
combat. A loss affects the maneuverability
and maximum speed of the vehicle.

6. Missile Protection. Each vehicle affords

various degrees of protection for its crew

dependent on the facing through which

the fire is received. The higher the protec-

tion factor, the better the protection. Pro-

tection 5 equals complete protection.
Note: Tires have protection 4.
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F. Boarding Combat

1. Limitations on Boarding. Men may
board only vehicles which are horizontally
or vertically adjacent or directly in front of
or behind. See figure below.

Legal Boarding/ Transfer Locations

Bd Bd Bd
Bi 4 84 Bd B sd
Bd Bd Bd

Bd = Legal Boarding/ Transfer Locations

Men may be killed attempting to board
enemy vehicles. There never may be more
boarders on a vehicle than its total crew
capacity. This limitation does not include
the vehicle’s crew in calculating the max-
imum allowable boarders. At least one
interior crewman must stay aboard each
friendly vehicle.

2. Order of Combat. In boarding combat,
boarders, topside crew, and interior crew
attack in a set order. First, the vehicle’s
topside crew attack any boarders. Next,
boarders attack topside crew. If no topside
crew remain, the boarders attack the vehi-
cle’s interior crew instead. Finally, interior
crewmen attack any remaining boarders.
A round of combat may end with both
crew and boarders still aboard the vehicle.
Combat is continued in the next boarding
combat segment.

3. Vehicle Captures. \Xhen all crew have
been eliminated and boarders still remain,
the vehicle may be captured. When a ve-
hicle is captured, any remaining boarders
become its crew and the vehicle may move
freely in the next movement segment.

4. Crew Transfers. Any vehicle which has
no enemy boarders aboard may transfer
crew between the interior and topside
locations of that vehicle. If no enemy board-
ers are on a vehicle which is horizontally or
vertically adjacent to a second friendly vehi-
cle, or if the second vehicle is directly in
front of or behind the first, the first vehicle
may transfer crew to the second. Men may
be killed in attempting to transfer between
friendly vehicles. In all crew transfers, crew
limitations of the receiving vehicle may not
be exceeded. At least one interior crewman
must stay aboard each friendly vehicle.

G. Aftermath. Road gangs carry significant
amounts of supplies. These supplies be-
come available to the victor when two
gangs clash. If a winning gang has lost so
many vehicles that it cannot carry all of its
supplies, excess supplies are lost at random.
Such losses may be mitigated by picking
through the spoils left by the losing gang.

Note: The G, X and D commands are
active to aid in balancing supplies after
road combat.

IX. QUICK COMBAT

A. Quick Combat

This is a representation of tactical combat;
it can be resolved much more quickly. All
aspects of fire combat and ramming are as
explained in the tactical combat section.
The major differences are a lack of boarding
combat and a lack of the ability to capture
enemy vehicles. During quick combat, all
vehicles are considered to be driving at
maximum speed.

1. Delay Length. The higher the delay, the
longer the display will remain on the screen.
Quick combat may be paused by pressing
any key and then resumed by pressing any
key.

2. Ram Ratio. This determines the size of
enemy vehicles which your vehicles ram. A
ram ratio of 1 means your vehicle rams
vehicles of equal or lesser mass. A ram ratio
of 2 means your vehicle rams vehicles of
half your mass or less. A ram ratio of %2
means your vehicle rams vehicles up to
twice your mass, etc.

3. Aiming Priority. Prior to quick combat,
you are prompted to enter a priority for
each location (topside, interior, or tires) for
your group’s fire. Each number you assign
must be from 1 to 8. The total of the three
numbers must be exactly 10.

X. MISCELLANEOUS

A. Controlling Cities

One method of avoiding residential en-
counters is to take control of one or more
cities. If a city is controlled by a rival faction,
your gang must best them in combat,
sometimes repeatedly, to usurp power. The
smaller cities are less desirable and there-
fore easier to control.

B. Radio Direction Finder

It is possible to gain possession of a Radio
Direction Finder during play. The RDF may
be used to locate the ultra-secret, elusive
scientists. To activate the RDF, press the U
key. To select a scientist's homer to be
locked into, press 1 or 2.

C. Command Limitations
At the beginning of a game, your gang
may possess a maximum of 6 vehicles.
After that, whenever you complete a tac-
tical (not abstract or quick) combat with a
rival road gang, this maximum is increased
by 1. The absolute maximum number of
vehicles your gang may possess is 15.
Note: Vehicles lost during tactical com-
bat still apply toward this maximum until
the conclusion of the combat.

D. Surprises

You may encounter surprises during your
tenure as ganglord. Some are pleasant,
others unpleasant. They might be specialty
shops, side trips, and/or cities of special
interest.

XIi. PLAYERS’' NOTES

.The following notes were excerpted from

the logs of notorious gang leaders.

A. “"Ace’’ Nader, leader of the AAA

Dec. 4, 1999. These up-and-coming road
gangs are a blessing in disguise. They don’t
realize they are just dogmeat for any real
gang. | call them “welcome wagons,”
‘cause they keep my gang supplied with
food, guns, fuels ... what have you. They
even deliver!

Dec. 9, 1999. Forget what | said before.
Ran into a real gang today. Called them-
selves the LA Skulls. Put up a real good
fight. We barely had time to salvage their
supplies when reinforcements arrived. They
chased us all the way to Modestol

B. ““Rocco’’ Scalesi, leader pro-tem of
the AAA

Dec. 28, 1999. Ace bit the big one today.

We ran into a heavily armored gang, even

bigger than us. Ace forgot to duck, and

even Doc White couldn’t save him.

C. Elihu Lopez, leader of Dos Exis
The road from Spokane to Fargo was the
back breaker of ‘em all. Me'n 400 boys left
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Spokane in 10 vehicles, 5 of them big rigs
and nothin” smallern a limo. When we got
to Fargo, there were 80 of us stuffed into |
semi. What a ride!

The worst stretch was north of Denver
when we ran out of gas. We searched for
two days solid and nuthin’l Then, all of a
sudden, we Eureka’'ed a fuel storage tank
and we were cruisin’ again.

D. J.J. Jennings, leader of the
Stockton Rollers

Starting out was the hardest. | remember
when there was just me and 6 or 8 good
ol" boys in the Rollers. We started with 1
hot rod.

| ' was thankful for the advice given me
by B.O. the former leader, after | had
bested him to take command. “First” he
said, “you'll need more wheels. As many as
you can find. Then get a couple dozen
good boys to watch your back. Don't let
your gang get too big, though, until you
have a bunch of food.

“Once you've got plenty of vehicle
space and food, start hiring troops. Watch
your food, but gather a couple hundred
men at least.

“Be real careful of the invaders. Scout
every town and if you find those SOBs,
clear out and fast.

“The last important thing is to know
where the healers hang out in the area
you're in. If there are no healers, it's time to
move.”

E. Tom “Tow-Away’* Jones,
leader of Repo Men

First of all, you gotta git yerself sompin’ big,
lak a bus or semi, even a bulldozer. One o’
them kin carry more’n its weight in supply.
Then git some dudes, some crack shots,
not namby-pamby tenderfoots. Sure, ya ask
‘em ta join and then send da worst of ‘em
on a wild goose chase scoutin’ or sumpin’.
Keep an eye on yer gang, lots of things kin
go wrong if yer short of food or medicin’.
Set up yer caches early. That way ya won't
have to go muckin” around, searchin’ for
sumpin’ ya need.

Pay ‘ttention to whar yer at, too. If yer
stompin” around near the Arctic Circle in
fall, don't be surprised if it takes the whole
winter ta git down to places whar ya won't
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have ta shovel out the freeway. An’ find
out who's in charge when ya come into
a new town. It's safer to go lookin” fer them
than ta have 'em looking fer you. ‘Sides, it's
polite. Oh, yeah, and when ya git into a
tangle onna road, ya otta take real good

care of yer vehicles. Don't go screamin’

down a road at a hunnerd miles an hour
cause all they need ta do s stick out a foot
an’ boom! yer dead.

Set up yer cars in a checkerboard pattern
ta give ya more whadayacallum flexibility.
Remember the more roadfights ya really
command, the better ya'll git. So when ya
hit some o’ the really nasty road gangs lak
the Muthuh Truckers or the Hot Rod Lin-
colns, ya won't git creamed.

Keep in there. Keep on truckin® and ya
might end up as king of the road.

F. Gorgeous George Guttierez,
leader of the Marauders

What should | do? My men are starving
and | am low on fuell Should | loot the
town with the Natl guard around? Or
should | take my chances with a feudal
road gang!

My men have come a long way from a
bunch of dragoonsl Now ['ve got some
well-trained bodyguards and a few elite
armsmasters. Though | have some well-
trained men, my attrition rate has been
unusually high! There are only 28 men left
out of my once loaded Mack crew.

| found 2 different foundries with enough
workable steel between the two to build
up some protection for my men on top. But
now | need to find food. | decided to go
south along the highway till | find a farm. |
once heard there are a lot in California.

Since | keep my group compact and in
one car, it's easier for me to avoid the
bigger gangs with more cars. Since my
group is well trained, | beat all the groups
that are my size. My group, however,
would not be so well trained if | had not
passed by Cheyenne Mtn. in the Midwest
and found that military man.

Yesterday, | was talking to Ace, leader of
Triple A and | was telling him how danger-
ous it was driving only one vehicle. Thanks
to some great welding jobs my crew did in
Chicago, my truck has taken some head-on
collisions and has come out OK.

G. Jammer Jacques, leader of the
Paris 8 Gang

To My Trusted Lieutenants — to be read
after my death.

July 10, 2000. We haven't been together
very long yet, but | realize now how dan-
gerous it is to travel these days. We've lost
many friends and followers in numerous
battles, but have somehow managed to
gain new recruits. Now that I'm gone,
allow me to emphasize certain important
facts which will help you toward reaching
your goal.

Fuel is your most precious commodity.
Never carry so many other supplies that
you have to scrimp on fuel.

Certain places are much more danger-
ous than others. Follow your survival in-
stincts and avoid prolonged stays in the
most dangerous areas.

Try to train, arm, and protect your
people, especially the more able ones. They
are harder to replace than vehicles.

Try to maintain a balance between the
size and strength of your group and its
mobility.
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APPENDIX LIST OF REGIONS

(Tactical combat only) REGION #1 - CANADA REGION #3 - CALIFORNIA [cont.)
CONTROLLED
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Motorcycle truck =| Grass o Windsor \Ventura
Y- . Road Toronto Los Angeles
J:b “ Off road gy Anaheim/Santa Ana/
Side car convertible "« | sand [ o SHEET O
. Riverside/San
Ottawa Bernardino/Ontario
Compact Off road : Montreal
convertible hardtop 1 Farmland Wibdesto
Quebec -
Salinas/Monterey/
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REGION #5 - NORTHWEST U.S.

REGION #7 - SOUTH

REGION #8 - NORTHEAST U.S.

REGION #9 - BORDER STATES

o CONTROLLED| /e o CONTROLLED| iy
Seattle New Orleans
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Nashville
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Birmingham
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ey CONTROLLED|  noyres ary CONTROLLED|  nores
Pittsburgh Phoenix
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Rochester El Paso
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Troy
Springfield/
Chickopee/Holyoke ALsIN
Boston San Antonio
Providence/ oy
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Hartford Houston
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Newark Amarillo
Scranton Brownsville
Allentown Lubbock

: McAllen/Phar/
Philadelphia Edinburgh
Wilmington Waco
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MASTER COMMAND LIST

A = Abandon Vehicle P = Search for People
C = Scout the City Q = Quit Game
D = Drop Supplies R = Recall Saved Game
E = Empire Status S = Save Game to Disk
=HHEeTires T = Transfer Supplies to/from Cache
G = Gang Status Report U = Use Radio Direction Finder (RDF)
H = Heal Sick with Antitoxin V = Search for Vehicles
I = Initialize Save-Game Disk W = Damage Report (Tactical Combat Only)
K = Check Contents of Cache X = Examine Supplies
L = Search for Loot Number keys (1-8) = Move in Indicated
M = Manpower Report Direction

VEHICLE TABLE

MISSILE
MISSILE | PROTECTION BOARDING| CREW
FACTOR FACTOR FACTOR | CAPACITY|
VEHICLE SIZE MS ST MX MNBRAC|L/RF B| LR F B|TRS| L/R T B|INT. EXT. HJEL%W
Motorcycle* Sl 3 180 4 2 212 2280 2 042l 0ias 0 5
Sidecar* S 251460 4224 3 3 3104 Ze2 3] - R0NH] 3 Saet 20
Compact Conv. S 3 8- 80 32 1] 3 3 Aeiliiid LALIVZR002 15 SO 15
Compact H.T. §*3 8 70 3 2114442 2 214|0/1 2044 2] B
Midsize Conv. M 5 .13 90 -2 2 143 23} 4. L E42/ 340038 8003 | 85
Midsize H.T. M5 3 4802 2 T 4 6" 2 2° 2| 1| 1/2e2:8)E" & SRS
Sports Car Conv. S 4 01203 2 2] 3 231 1 N 4 2200218 e 4|8l
Sports Car H.T. S 4 10120 3 22444 2 22|4|0/1 20|14 4|4| 80
Station Wagon M & =15 80" 2-2 1|6 56 2 2 24 |2/3 35318 91 34 180
Limousine M8 200100 2 2.1} 6 561 2 2214]|1/2 33| 8 2| %0 320
Van M7 18 70 2 2 11856} 2 =2'21410/3u3 3}T1 121 31 245
Pickup Truck M 9 23 80 2 2116431 21|4|4503(14 2| 4| 405
Offroad Conv. M 6 15 78 2 211222 1" W04l i7202]14 G 4] &0
Offroad H.T. M6 15 70 22113 33| 2 221410/1:2.014% 2] 48130
Bus L 14 3 70 1 11|2635| 2 2 2(6|0/2100|51 51| 10| 980
Tractor* MU0 25740 2 1 1| 3 331 010 2 0021 3ot UL S
ConstructionVeh*| L 18 45 30 2 1 1|4 44 0 10|T| 3 03|4 0]|10]| 1620
Flatbed Truck L 16 40 8 1 1111444 0 2 0|14|6/7 04|51 2| 8| 1280
Trailer Truck L 20 50 80 1 11(1448 5 20(18 0 105|51 50| 10| 2000

Abbreviations and terms:
MS = Mass; ST = Structure; MX = Max speed in MPH; MN = Maneuverability, BR = Braking; AC= Acceleration;
L/R = Left or right facing; F = Front facing; B = Back facing; T = Topside facing

Size: The facing icon used to represent a vehicle in tactical combat is dependent on the size of the vehicle
Missile Factor is the number of crew which can fire in a given direction.

Missile Protection Factor is the armor protecting the interior crew. It may be improved. Top armor starts at zero.
TRS is the number of tires the vehicle uses. ‘T" indicates treads which may not be destroyed. -

Fuel is the amount of fuel consumed by the vehicle during strategic movement. Twice this value may be carried in its tanks.
* : May fire one volley only during any fire phase. All other vehicles may fire two volleys if crew permits.

If you have any questions or problems regarding the program or game, please send a self-
addressed, stamped envelope with your question to: Strategic Simulations, Inc., 1046
N. Rengstorff Avenue, Mountain View, CA 94043.

Or call our Hotline Number: (415) 964-1200 every weekday, 9 to 5 (PS.T.).




