


WE CAN TAKE YOU FROM
WATERLOO TO THE SUPER BOWL.
(By way of the North Atlantic.)

In the few short months since we introduced Computer Bismarck™, we've transported over 2500 adventurous minds to the North Atlantic —
there to recreate the historic battle between the awesome German warship and the British Home Fleet. The startling realism and excitement of
that experience have prompted many well-seasoned travelers to proclaim it “...unique among computer games and board games alike.*”” One
enthusiast had this to say: “The wealth of detail...is hardly short of fantastic. Only real war rooms...in the Pentagon have ever before been able to
simulate a battle in this manner.**” Now we offer two more strategy games to embark you on new flights of the imagination.

COMPUTER NAPOLEONICS™
takes you to the battlefields of Waterloo on the
fateful day of June 18, 1815. Here, the greatest
battle ever fought is about to begin, awaiting
only your commands to set the amassed armies
in motion.

You and your friend choose your role —
either as the military genius, Napoleon, oras the
Duke of Wellington, the iron-willed leader of
the Anglo-Allied forces. The video screen
displays the map of the Belgian countryside with
the artillery, infantry, and cavalry units under
vour respective commands.

AS NAPOLEON, you must utilize your
superior combat strength and numbers to deal
Wellington a quick and decisive defeat before
his Prussian ally can supply reinforcements.
Speed is of the essence. But any tactical blunders
in military deployment will result in a repeat of
history — Napoleon’s ignominious defeat.

AS THE DUKE OF WELLINGTON,
you must not only survive the onslaught of the
French artillery, cuirassiers, and the dreaded
Imperial Guard, you must also inflict sufficient
damage to Napoleon’s forces to prevent his
relentless northward march of conquest.

THE COMPUTER, in our solitaire scenario,
plays Wellington while you play Napoleon.
Two levels of play are provided by making the
entry of Prussian reinforcements variable. This
makes the need for French military decisiveness

COMPUTER QUARTERBACK™

propels you onto the playing field of the Super
Bowl. From its multiple offensive and defensive
plays and its real-time playing conditions
to the animated video display of the grid-
iron and the halftime statistics, no strategy
football game has ever been more complete
in detail or as exciting in realism. Three ver-
sions are offered: Semi-Pro, Pro, and Computer-
as-Opponent.

SEMI-PRO presents you with a choice of 18
offenses and 14 defenses. Here, you will begin to
learn the intricacies of football; the thrill of the
perfectly executed two-minute drill; the agony
of the fumble, interception, and penalty. On
offense, you will learn to read the defense and
call audibles as needed.

After you have mastered the Semi-Pro
version, it's time to move on to the Big
Time...the Pro version!

THE PRO VERSION not only gives you
every offense (36) and defense (24 plusdouble-
teaming capabilities and special alignments) you
could ever want, it also gives you the team you
want! With 2.7 million computer dollars, you
get to draft a team to your style and specifications.
Spend more on your quarterback and receivers
and your passing game may very well be

unstoppable...but your running game may suffer
for lack of funds.

THE COMPUTER eliminatesall the organi-

and devastating execution even more critical

FOR THE NOVICE AND THE ADVANCED.
Computer Napoleonics has all the advantages of your
basic, traditional wargame —meticulous detail, realism,
and playability. Plus one. Because the computer keeps
track of all the rules, neither player can make an illegal
move. This makes learning it a cinch (mastery is quite
another matter), and it will convert the novice wargamer
into a fanatic in no time.

The advanced wargamer will find the computer a worthy
opponent indeed, and the two levels of play in the solitaire version will
challenge the most experienced of strategists.

zational drudgery of conventional board games.
It plays scorekeeper, referee, umpire, and lines-
man. As timekeeper, it makes you play in real-
time. Take longer than 30 seconds to hike the
ball and five yards will be marched off against
you for delay-of-game.

“THE ROBOTS” is the team most ably coached
by your friendly computer. It's ready to play any time you are. It even
“learns” your tendencies and patterns through time, and it will make the
necessary tactical adjustments. It plays so well you must be in top form to
stand a chance against it.

All you need to start on these mind journeys is an Apple 1l with
Applesoft ROM card, 48K memory, and a mini-floppy disc drive. For
$59.95, Computer Napoleonics comes with the game program mini-
disc, two mapboard cards, a rule book, and two player-aid charts.
Computer Quarterback, for $39.95, gives you the game disc, a rule
book, and four play diagram charts.

Credit card holders, call 800-648-5600 (toll free) and charge
your order to your VISA or MASTERCHARGE. In Nevada, call
800-992-5710. For Computer Quarterback, ask for Operator 178;
for Computer Napoleonics, Operator 179.

While you're at it, you can also get our other games:
® Computer Bismarck for your Apple: $59.95 (Operator 180)
Computer Bismarck, TRS-80 48K Disc: $59.95; 32K Cassette: $49.95
©® Computer Ambush (a tactical simulation of man-to-man combatin
World War 1) for your Apple: $59.95 (Operator 181)

To order by mail, send your check to Strategic Simulations Inc.,
Dept. ST, 450 San Antonio Road, Suite 62, Palo Alto, CA 94306.

Our 14-day money back guarantee assures your satisfaction.

B STRATEGIC SIMULATIONS INC.

*Creative Computing, Aug. 1980.
**Popular Mechanics, Aug. 1980.

Apple is a registered trademark of Apple Computer Inc.
TRS-80 is a registered trademark of Tandy Corporation.
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