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1.0 INTRODUCTION
The "GREAT WAR-1914" is a s

wlation of the opening move: Augus

to October 1914. Players the roles ai’the q-n.rnl etastadial
France; Germany, Russia, Austro an itain. Only a
o e T A o e e st and Bl oBanath”
Each game turn rnpra‘-nls three days, nch space rough ;'_un miles
from side to side. The units are cor) size. French tish and
Belgian units are Western Allies, @an, Mltra“lun?ar an
Bavarian units are Central Powers. @ Russians have 1ied

in their theater. Units are moved b k.ybn-rd AT R 1,
2, 3, and 4 correspond to movement to the North, East, South and Westl

2.0 LOADING AND SAVING THE GAME

ram; before loading, —resove
disk drive. Then

-
has huxl(— you must h
e i O TR e Toading  the program.  relsase  the
t.m key. When the pragram has completed loading, the screen will
ﬂllplay:
01d or New Game 0/N

LOADING A SAVED GAME
When continuing a saved gase, press the 0 key, and the screan will
e

Insert Game Data DISK + Hit RETURN

Then, remove the Game Program Disk from the  disk driveinsert  your
Dame Data Disk and press retu When the ga data _has
Game Data  Disk and return th

a
sk ar naw ready to cuntinu- the

GanciAt PhTE Bolnty prassing the N Cay St11 atare s’ ned g

SAVING THE GAME

Before beginning play, you aust have a blank ATARI DOS for

ready if you to save the game. At the beginning o Sach 2

t0rn) you have the option of saving the current g Bnen you wish to

save’ the game, press the Y Kay and the Screen will displays

Insert Game Data Disk + Hit RETURN
Rewove the Game Program Disk from the drive and replace Lt nith (khe

Game Data Di hen press
Cammodore
Snvlnq the qm on csa the same as the ATARI and 1oading

he
I eme o e o unly .nqnu mu-n.n. First, tucn on the
guk drive and computer. Theh insert {he Game Program Disk, Type LOAD
MEADERML ™, B, and oress RETURN. - When the arive 1a  iinished: Cope
§V5409& and press RETURN.



3.0 EXPANDED GAME SEQUENCE

Play in  the GREAT WAR is divided into game turns and these turns
consists of the following phase

.1 C.P. (Eantrnl Powers) Strategic Movement Phase
The C.P. player may move units that qualify. All Extended Menu
Options may sed during phase.
-2 C.P. 'l:tl\:.l Drdlrl Inpu( Ph‘l.
The C.P player” inputs mcvesent orders for the Orders Resolution
Phasei the Ex .nd.ﬂ H-nu llo .Vll lable
-3 N_LlE Strntwlc Nnvvmt

Pha:

as € For ALLIED unite. s
.4 ALLTED Tactical Orders Input Phase

game as C.P. except for ALLIED units.
-5 Brders Redolu

Both sides t.:klc-l orders are
"rak!ql: I:NDI'VIE

Save Game
Players now have the option of saving the game.

solved and displayed on the

There are 27 turns in the game. V.P.levels and_map are viewable.
S TF the” cospiter 1s piaying: both W.ALLIES and  Ruseisns the "ALLIED
Phases must be advanced manually.

4.0 STRATEGIC MOVEMENT (see also 14.0)
place the cursor over it and press Dithe mav
5 center

sy-nm 1 et naar ag Eh
ta c d_to

t'or™ih Tt

not  mave

allowed is to a rail, city, town, or fort that is

t being mov
dl-o)lymi /moved oply once during each Strategic

5, ,Jisplayed strategically the screen will
automatically At st il

-5 A unit may not move thr maq_h ln.mﬂy units.

.A Havemant : sos u an sort is entered.

Uni 24
% all Ex(md-d n.m. et e ava
23,72 ¢inish with a unit press the P key:
T T LG AR L S e R
5.0 TACTICAL ORDERS (see also 14.0)

orders are executed during the Orders Resolution Ph
[ & unit and press the D key

ilable in this pha

To input
errain

over
the and "the sppropriate . Umit
vt ol ninﬂm rn:’X through 4 keys are used t
jngut orders. Press the desired directional keve and a nuen
1706 8 RITT appear. next to tha unit in  the direction Sish 6" to
mave. 17 you wish to change orders, press the E key and’ the orders for




that t will be input new
init. “Ghen"you are nn-n-d U¥n e infe: < Briersy
At any time during this phase, you may return to
ders

ot rounit.
er turn depends upon terrain,
co’ 0t “enemy units, and or_other friendly units.
WRIE Wil Cattempt o execute 'as many orders per turn as

possible
4 a t will engage in combat with en units that are in the wa
.5 A m;t i1 notnove “from one Enomy Primary Zane of Contr 1)

gouted orders are carried over to the next turn.
* orders when the unit is displayed.
be " Sucesnfully attacked before movement is

st
ai lowed Tato, Eheir spac
6.0 EXTENDED MENU

DCE ingsny pl Ryer phRse Nt Bet St G e i e e cakiud 1o Tc et
he' " RE,% Yhesk  ‘witra ‘options are  performed by Areasing  the

-nnroprut. key.

-1 F Return To Ph
i2 A, Advance Ph.

e o present pha
advances to next ph
12 0) Oerview: This shows the entire map space bar returns to the
Extended

<4 R Rlpl :l"n!. Step: Units y III ?lv.n replacement Dnlnkl HK
piacifg the cursor over the unit and the R key. Units wit
Eombat strengthe greater t lacement po:

:5.S: Give Artillery Support ayed they Ar. * Shown
to be’ supported or or te Arti port,

DA EharClir Sor avar tha lnTt yeutale to sapomt (56  to the Extonted
nu, and press the
.P.’s: Listed from 'left to right are the victory points of the
Wastern Allien; Cantral Posers and Mussie:

7.0 ZONE DF CONTROL

Units exert a Prisary Zone of m(rnl (ZOC) into_ all adjacent
orizontal | and vertical souares  and Secandary 206, inta: - atl

diagonally ady Squares: Two overlapping Secondary Z0Cs have the
amé effelt an a Primary ZOC. The effects of 20Cs ore:

-4 Ihe 70Cs of eneay units stop Strategic Movement.
o2 olution units cannot move from one primary enemy
73 Retreat through primary enesy Z0Cs is not allowed.

8.0 THE ARTIFICAL INTELLIGENCE

The A.1. bullt inta the gaas plays for victory points and attesots to
in a 1lin Z0Cs. T Al has the sane un-mnr.k- that u
nge p:

2t
it is, and -mql- o
e ALT. AtaqiC moveaent is | more straight forward.




9.0 ARTILLERY
Represented by the Artillery Support Points on the Extended Heny arg
the siege guni af Eentral Powers, which are guns of greater than 8
e hars Iha ath in the reduceion of enemy forts.

. its become supported by assigning one Artillery point per unit
15 Ve -u;:wt.d Bt taast” ATaolRave “FAc orders Yo move'into. the
A en of ton they are returped to the pool.

and does not

Order
.4 Arun-ry Support unly A facts’ Casbat

il.c( r vement or c a
w '?-ry SOPort may be aseigned during any player phase from the
Extlnd.d

10.0 FORTS

The, fort syabolu on the game map represent stone. ste concrete
fortified areas, ©.g. Li alone h. sép,

Forts played ah important role in . the un- Lo it

involved. 'Fortx ware effective whan the a had no s

could e harrible ge

availabl en forts were nn m. th-n (.rv-( o be

1 Fort ownership is shown by color, matching that of lrx.ndly units,
citige, ang rall:

-2 Enbay forts atop both Strategic and Tactical movesen

13 Enemy forts ‘must be reduced and occupied by a e Tendly unit in
e ta capture it and change it €0 yoar color

2 ere are two methods of - reducing fnrn. n-- ficst i the  cost)
unsuppor ted in iantrg snaul t in at

ted from the" x(mdld Hlnu = Ay e ord
ough X.a unit has a 15 €6 1

king a Fre PR S i e L TR unsuppor ted

e even if unoccupi
Forts a gt have Z00a: Howsver VCisndly units have Z0Cs out of
the fore”and E0Cy 'oxtend jnto forta;
or ‘Forts pore time t5 atlack and reduce then Minor Fortss
lxhng the” higher (density of works  possessed Major Forts
Compared €o Minor Forts.

11.0 RAILROADS
The black and tannish lines represent the major lines of combatant’s

railnets. Woods colored rail lines have been disrupted by the enemy.
are used by the players to strategically move.

one
-5 Forts are effect

[

Units can anly use rails of the same color for Strategic movement.
A railroads count as clear for Tacti
Comba et SR e TR \‘.zu:lllz moving through
n..uhv Changing its color ta that of ng it useless
2.

i
tu

bahn Bautruppen units are railway repair units that only th
CIP. “side has. These Gnits change tan green rail to black as they
€actically move through them dueing Orders Resolution.



V.P. Positio
EGHE
0
58
Lilfe 52
Vienna 50
o 34
Breslaus 45
33
a1
a1
38
Namur 33
e 3;
o1 nguburg
rakau 32




12.0 ORDERS RESOLUTION

The Orders Resolution routine is carried out in 12 successive impulse
gach time a turn is completed. These resolution impulses regulate’ th
timing of movement and if this mo olate snesy Units,
timing of combat. Each unit is checl aTholy implusé for
e o L D e flnei T ke tm-- n-. unit attespts to
execute the earliest of its Tac. of is
determined by Unit" type and  terrain. B iy untia will ceuse. the
n a il the space is  vacant. If an enemy fort is in the
occur  before sovesen
e ERhLr (%t trragarad:
Mdin? they  will make moral
on {ts combat strengthi
Te can stail .tta:k-
se es,
railroads are chacked for any ERanga it Ch AT S EatlE e Ayt entor
changes are

13.0 VICTORY

Level of victory is based upon the ownership of the game’s 50  victory
oint areas. The current V.P.(Victary' Point) level shown

Ownership etermined by the last unxl o, tlc{lcllly

isted on the back. (s

move through it

Hinor victory
Ma Eof Vll:(.ury
Taotal victory

14.0 TERRAIN EFFECTS CHART

Terrain  Strategic  Tac. Move Combat
Tyee. Move Diféiculty Benefit
Clear Na Light Poor
Cities Yes Moderate Fair
Forts Yes Moderate Bast

-G Yes Moderate Fair
Railroad  Yes Light Poor
Hoods No Hard Good
Rough No Diéeicult Bood
Hil No Diéficult Good
Mountains No Vary difficult BSood
Swamp No Very difficult Fair
River No Hard Sood
Full Sea All movement prohibited.

Border All movesent prohibited.
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| 15.0 HISTORICAL NOTES

| Yo describe ali of the underlying csuses of the Srest Mar would
space than entire rulew hnolll-l €

't and !h.l m: major war had
h-d cargau.n l di and ruination
ennen, = and  rovalty flun 11
ltrl(.ql: lnnd -.e-pon of tl ay
it 'ur d...ﬂn or off

1.1 st of

39

any= Von Schlaiffen Plan (Moltke's 1914 versiom) called for 8S% of

le army in the west with 75% of that in the right flank.
s-rnn rlsht ving pivoted on Hetz and bas to swing through Belgiim i
northern anking the French  Iine. A small delaying ¢orce “in
the cast was o’ bay until France was crushed. It
L s S A Ml S e TR R e

France— Pl N Alsace and Lorrai
French armies we d the 'border fram Belgius
B |nlurl B.E.F. w support
Ymk. 15t
A

Franch not have the resources
around the n
Russia- Plan G(defensive) or Plan Alaffensive). Twa plans were

JSffenui ve

flaw _in all this was
to complete R R sure from Pratce caosed  the
Russians to begin the advance with mobilization only 357 cospleted.

Sertia.

ri jary— P1 B(Sert 1y) 14
1 af T Eonrad an Juty 25 had ordersd P

TV 25 ha% or derbd P1an 5 ln!’.
for v Sraris 80 HnVaie MEe-BliTeiic h
@ positions in Bali When lu- a raim
opted with  the acH 2nd’Ar ved by
Serbia to *R"Boe] tion

a1 Th
-lmq i th an LA o o I o R

unr
Spelied failar




IEBIIIRRARARS 33322:R23IISEIRACTAIL
Key to Plans:
noun?u— Powers Positione:C)

ed Of fensiver—>

Planned 0f fensives s
-




WARRENTY VALIDATION FORM

D.X.Q. warrants to the original consumer/purchaser that the progréa
diskette shall be free from any defects for & period of 90 days,fros
the data of purchas If a defect is dlscovered within this pdrlod
D.X.0. will replace the disketts, providad the diskette and proof of
purchase ia delivared or matled, postsge prepaid, to D.K.G.. After 30
days D.K.G. will replace the dllkc(!l for any defect for $5.00 by
sailing the disketto and proof of purchase,poatage propaid, to D.K.0..
Once this fore is completed the consuser le and title are recorded
in  D.X.G.'w deta bank 80 {w the proof of purchas Completely
£1114ing out the quoestioaire helps us tailor our product to your wants.

HAME. PRODUCT #.
STREET, crty,
STATE e

On & scale of 1 ta 10 with | being the lowest and 10 the highest
this gase’s coapononts and progrem. Also llated re propoded game
themos and features.

Progress Theme _ Scalo/Time rame _ Grephice _ Utilities/Dos _ Value _

Package _ FPlayors Guide _ Play Balance _ Playablity _ Features _

THEMES
Regisental level game on Kureh Brigade/1=4 hour turne Clvll war_

Progunpowder tactical with game generater _ W.W.II Tacti
Puture/SF Tactical with game builder _ Dﬁlwllr lelnl Mrt'rly

Send tot

D.K.G.

1737 walnut Grove
IL. 62528
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