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"The morning of that day was cold and rainy.

After a sluggish start, the first soldiers ambled about hoping to have something more
substantial than yesterday's scraps for breakfast. Perhaps it wasn't evident at first glance,
but within the command barracks. everyone had been on high alert for hours.

Captain Malcolm Fox was a military man of the old school. His less-than-handsome face,
marked with scars, showed no emotions, and a well-chewed cigar always rested in his mouth.
However, he didn't actually smoke it - during the last skirmish, napalm had destroyed his
taste and smell receptors, leaving him with the pleasure of biting. Since then, he hadn't been
able to experience the "lovely” scent of napalm in the morning, as he used to say.
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Despite the early hour, he was already on his third cup of coffee, and the bottle of bourbon on
his desk was halfway empty. Droplets of sweat appeared on his forehead, and his fingertips
tapped out @ mournful march on the tabletop. He was preparing for a counteroffensive.

"Any new information?" he asked the sergeant who had just entered the barracks.
"Captain! Recon reports that enemy tanks are approaching... flying! They'll be

within our range in a few minutes."

"Flying..." Captain Fox mused and then shouted, "Kowalski, analysis!"

Sergeant Novak already knew what was going on - in moments of stress, the Captain
started quoting his favorite cartoons. A solution had to be found quickly, he thought.
"Captain! According to your orders, our positions are well camouflaged, and the Bouncy
Castles are inflated and strategically placed."

"Bouncy Castles!? And perhaps each one has a princess in a pink dress on a pony?"

he exclaimed in surprise. "What kind of nonsense are you telling me, sergeant?"

"But those were your orders from yesterday!" Novak replied, equally astonished.

"And the princess? The princess is in another castle!"

"Damn. Wrong proportions..." Fox mumbled to himself. "Too little coffee, too much bourbon.”
“Captain! We also have the Big Foot," Novak said with a trembling voice.

"Right... and | suppose dwarves, an orphan, and Baba Yaga are waiting for orders as

a diversionary brigade." Fox retorted. "What else did | come up with yesterday, sergeant?"
"I don't remember anything else," Novak's voice started to reveal fear, "except maybe
something about a secret weapon... a Holy Hand Grenade... but | might have misheard."

The Captain fell silent. Yes. The Holy Hand Grenade of Antioch... If only we possessed that
mythical item, the war could have taken a different turn. All it would take is counting to five
and... Ah, dreams. For months, he had been pleading for a simple BFG from the supply, and
every time he got something different, anything but that mighty weapon, while he dreamed of
the Holy Grenade - unrealistic. Perhaps they had to prepare for another grueling fight for
each tank.

"Sergeant," he commanded in an unyielding tone, "Release the Big Foot from its cage and
check the condition of our Bouncy Castles. Let's get ready to repel this attack."
"Let's hope they won't make it all the way," Fox muttered quietly. “They'll run out of eels.”
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Scorch is a turn-based strategic artillery game based on the now classic Scorchered Earth.

The player takes control of a tank situated on a two-dimensional, undulating board.
The aim of the game is to destroy all other tanks using a diverse set of projectiles,
with a large role played by determining the strength and angle of firing.

|t is also possible to protect your own tank with various defensive systems.

Up to b players can participate in the game simultaneously.

You can play using the keyboard (all functionality) or the joystick in any port (all functionality
necessary for gameplay).

Line Battery.

Line.

Basic instruction manual:
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(n the first screen, you can configure gameplay options:
Players - number of players (2 - B) includes both human and computer-controlled players

Cash - the initial amount of cash assigned to each player (2K is the optimal value we chose,
but for short games, it is worth choosing a higher value)

Gravity - strength of gravity

Wind - maximum wind strength in Beaufort scale (wind is drawn at the beginning of each
round or during the round between turns, here we can choose how strong it can be):

|B - maximum wind strength: &

3B - maximum wind strength: 20
0B - maximum wind strength: 40
7B - maximum wind strength: 70
98 - maximum wind strength: 99

oo 2ENAN
MSLP Analysis (hPa)
Valid: 0000 UTC 27 Dec 2017 i

Rounds - number of rounds in a game et i

Missiles - missile speed (does not affect the flight path - only changes the apparent missile
speed - does not change anything in the gameplay itself)

Seppuku - frequency of suicides :) - if for several turns the game has not recorded hits (tank
is constantly shooting inaccurately), the tank commits suicide - here you determine how long
they can "shoot for the stars" :) - if only people are playing the optimal setting is "norm", in
the case of computer-controlled players ... you choose.

Mountain - The height (and undulation) of the mountains from almost flat (NL - Kingdom of
the Netherlands) to soaring and high (NP - Federal Democratic Republic of Nepal)
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Walls - the way the walls (edges of the screen) work:

none - projectiles that flew off the screen never return (black color of the
screen frame)
wrap - thescreen "wraps" and projectiles that flew to the right appear on the

|eft side and vice versa (purple color of the screen frame)
bump - the right and left walls deflect projectiles that try ta fly through them
(dark blue color of the screen frame)

boxy - just like bump, except that the “ceiling” also bounces projectiles off
(green color of the screen frame)
rand - at the beginning of each round, one of the above 4 wall mechanics is

chosen randomly.

The TAB, SELECT, or second joystick button (supported Joy 2B+ standard or compatible)
changes the color of the mountains (3 versions to choose from).

If the cursor indicates the wind strength selection option Wind, pressing TAB changes the
way the wind strength is drawn from "every round” to “every turn” and vice versa.
Drawing every turn is indicated by the ? sign next to the word Wind.

If the cursor indicates the gravity selection option Gravity, pressing TAB changes the
procedure of falling ground to a less impressive but faster one. and vice versa.
The selection of fast ground fall is indicated by the letter f next to the word Gravity.

| the cursor points to the option of selecting the height of the mountains Mountain,
pressing TAB toggles the option of changing the height of the mountains every round.
Drawing every round is indicated by the ? sign next to the word Mountain.

The RETURN key or a joystick button moves to the next screen.

NGB

2. Players and robo tank levels
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The second screen is shown for each player. Here you can use the cursor keys or joystick to
select whether the tank will be driven by a human (HUMAN option), or a computer (other
options).

The TAB, SELECT or second joystick button, allows you to choose which joystick port
the player will use.

The INVERSE or OPTION key allows you to select one of the 3 available tank shapes.
On the Atari 200 console, this is achieved by cycling through joystick ports with the 3 key.
At the same time, you can enter the name of the selected player from the keyboard.

When the RETURN key is pressed or the Joystick button is pressed briefly, the screen
switches to the next player until the difficulty levels for each player are selected.

The player's name can also be entered with the joystick. After pressing and holding the button
for more than Is. you can use up/down movements to change the letter being entered.
and left/right movements to change its position in the name.

Releasing the button ends the name entry and returns to the level selection.

|t a name is not entered, it will be supplemented with the default one.
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3. Shopping screen (before each round) Defensive weapons:

(n this screen, you can make purchases of offensive and defensive weapons. Only those

weapons that the player can afford are visible, along with information about the price and PHHEHHSE HEHPBHS

the number of units of a given weapon that will be obtained for that price. You move through
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The RETURN key or the joystick button press switches to the defensive weapon activation
screen. Here you can activate previously bought defensive (or offensive
after switching with TAB, etc) weapons.
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This makes it possible to activate shields and others before the round starts.

RETURN key or joystick button press
switches to the next player's
shopping screen. (For computer
players this screen is not shown.)

N0

4. The main screen of the game.
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The status line shows which player is currently allowed to take a shot and a set of other
information:

Player - player's name,

active joystick number or difficulty level of computer-controlled player

(I-Maran - 8-Unknown),
currently selected offensive weapon (symbol quantity and name),

Energy - the player's remaining energy points and if he or she has an active
defensive weapon that has its energy - in parentheses the energy level,

Angle - the angle and the direction of the barrel set by the player,

Force - the shot strength set by the player (the maximum shot strength is
limited by the player's energy - it can not exceed the energy * 10. This means
that you can fire weaker shots only when having a small amount of energy).
Round - the current round number,

Wind - wind speed and direction,

"computer” symbaol if Auto Defense is active,

in parentheses is the name of the active defensive weapon - if there is any
activated by the player.
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The keyboard controls - cursor keys or joystick: 265

left/right - change the angle of the barrel,
up/down - change the force of the shot.

ATARI

Function

SPACE / FIRE

TAB / SELECT
FIRE 2 (if available)

CTRL + HELP

firing a shot.

selection of offensive weapons (this option is not available directly

with one button joystick - you need to select Inventory)

go to Inventory. It is two screens with the same layout as the
shopping menu, it also works similarly except that here you don't buy

weapons, but choose one of them to shoot or activate.

end the current game and jump to the Game Over screen with a
summary. This corresponds to pressing the ESC key with the

difference that the summary and credits are displayed.

force the end of the game (Game Over), just like game over but

without confirmation.

abort the game and return to the previous menu (of course, there is

protection against accidental pressing).

Toggle visual debug mode. It displays distances measured, laser
aiming, and aiming technique. It leaves a mess on the screen, but it

does not impair the game.

[N

a. Game mechanics - offensive weapons.

Large points received by the player are the number of tanks that died earlier. If any of the
other tanks capitulated earlier (with White Flag) it is not added to those that died and does
not grant paints. Only these points determine the order in the summary.

Energy of tanks.

=@\t the beginning of each round, each tank has 93 units of energy.
=aw  Energy of tanks is depleted in 3 ways:
- one unit after each shot is fired,
- while falling (one pixel down - 2 units),
- when a projectile hits the tank or next to it - and here the amount of energy
subtracted depends on the distance from the center of the explosion and
the type/power of the projectile.

Energy and money.

How energy subtraction and earning money waorks:

After each round the amount of money gained/lost is calculated, this is done based
on two variables accumulated by each tank during the round. These variables are:

gain - energy "captured" from tanks hit (also if you hit yourself :) and here's the catch,
it you have very little energy left it can be profitable to hit yourself with a powerful weapaon!

loss - energy lost due to explosion/fall (and here it is important - to count the total loss
of energy even if the tank has less at the moment of hit).

In addition, the tank that won the round has a parameter gain (captured from hit tanks
energy) increased by the remaining energy at the end of the round (because it did not die
and should have it - although it also happens otherwise)
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After each round:
money = money + (20 * (gain+energy))
money = money - (10 * loss)
if money < 0 then money =

(at the start of each round gain and loss have a value of 0).
During a round, if another tank is hit as a result of a shot fired by a tank,
the tank firing the shot "gets the energy" taken away from the hit tank.

Tank taking a shot:

gain = gain + EnergyDecrease

Tank hit:

loss = loss + EnergyDecrease

Where EnergyDecrease is the loss of energy due to the hit.
0f course, at the same time, the hit tank loses the amount of energy stored in
EnergyDecrease, except that here the loss cannot exceed the energy you have.

How a hit works:
Each weapon that results in an explosion has its blast radius.

After the explosion, every tank in its range loses energy.

|t works in such a way that if the hit is exactly on the center point of the tank EnergyDecrease
receives the maximum value for the weapon, and for each pixel of distance from the center
of the tank this value is reduced by 8.

For example, if Baby Missile hits the center of the tank perfectly, it will lose exactly 88 units
of energy (plus what it |oses falling after the explosion). If you hit with the same weapon
at a distance of 10 pixels from the center of the tank, the loss will be only 8 units.

[N

And here are the values of maximum energy loss for individual weapons.
|t a weapaon explodes several times, each explosion is calculated
independently (additional values in the table):

Offensive Weapon

Maximum loss

Baby Missile 88
Missile 36

Baby Nuke 200

Nuke 240
LeapFrog 136 12112
Funky Bomb 168 88 (*5)
MIRV 138 (*2)
Death's Head 240 (*3)
Napalm * 40°*

Hot Napalm * g0 *
Baby Roller 88

Roller |58
Heavy Roller 2400

* see notes on the next page
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Remarks:

Napalm - this weapon is different and the distance from the center is not determined,
simply any tank in the range of the flames loses 40 units of energy.

Hot Napalm - the rule is the same as in Napalm, 80 units.

Riot Charge - no energy is subtracted, but a portion of the soil upward from the
hit point in a 31-pixel radius is removed.

Riot Blast - as in Riot Charge. but in a radius of Bl pixels.

Riot Bomb - no energy is subtracted, but the soil in a radius of |7 pixels from the
hit point is destroyed - as in the case of Missile. The weapon is useful for
digging out after being buried, or for digging under an opponent.

Heavy Riot Bomb as in Riot Bomb, but the explosion radius is 29 pixels from the
point of impact - as in the case of Nuke.

Baby Digger - no energy is subtracted, but a portion of the sail is dug in a radius
of 60 pixels from the point of impact.

Digger - as above - more digging.

Heavy Digger - as above - even mare digging.
Sandhog - as above - another way of digging.
Heavy Sandhog - as above - the largest dig.

Dirt Clod - no energy is subtracted, but a soil ball with a radius of 12 pixels from
the hit point is created. The weapon is useful for burying the opponent.

Dirt Ball - as above, but the radius of the ball is 22 pixels.
Ton of Dirt - as above, but the radius of the ball is 31 pixels.
Liquid Dirt - (floods the ground at the point of hit with liquid soil, filling in the depressions.

Stomp - no energy is subtracted, but all tanks within a radius depending on the force
of the shot are pushed back, and after being pushed back they may fall or be buried.
With @ maximum force of 390 units, the radius of action is about B0 pixels.

Laser - 100 energy units deducted, but only in the case of a direct hit - that is,
the hit tank always dies.

N

B. And now for defensive weapons:

White Flag - causes the surrender of the player (can sometimes be useful in a hopeless
situation). The advantage is that by surrendering you don't give a big point to your opponents
and don't cause one of them to gain cash. You also limit the loss of your energy and cash.
An important note - this is the only defensive weapon that can be deactivated.

All you have to do is re-enter inventory and once again select its activation.

Battery - when activated, it recharges the tank's energy to full (99 units). It is one
of three defensive weapons that does not deactivate other defensive weapons when used.

Hovercraft - a weapon that allows the tank to move. It has its fuel supply in the form of
electric eels and in addition, it can be activated multiple times during the same turn,

and after using it, you can activate another defensive weapon and fire a shot in the same
turn. After using it, the tank rises above the mountains, and using the cursor keys

or a joystick you can move the tank to a new position. SPACE or the joystick button causes
the tank to land in a new place. You can fly until the tank runs out of eels (presented on the
status bar like the energy of a defensive weapaon), if the eel fuel runs out the tank will fall on
its own. It is not possible to land on other tanks.

Parachute - does not protect against loss of energy due to a neighboring explosion, makes
you not lose energy during ONE fall. After such a fall, it deactivates and a new parachute
must be activated.

Shield - the simplest shield works exactly the opposite of Parachute, it does not protect
against energy loss while falling, instead, it protects against energy loss caused by ONE
adjacent explosion. |t protects once, no matter how strong the explosion is (whether "tis but
a scratch” or a direct hit with a nuke), and deactivates immediately afterward.

Heavy Shield - a shield with its energy (at the start of 39 units), it works the same as Shield
(does not protect against falling) with the exception that it has its energy resource. When
exploding, the energy of this shield is reduced first, and if it reaches 0. the shield deactivates
and further reduces the tank's energy. Due to this action, a tank with this type of shield can
be "killed" by undermining it, because falling reduces the energy of the tank and not the

shield.
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Force Shield - the strongest shield - works just like Heavy Shield only that it is combined
with Parachute. What is important in this case, falling does not take energy away from
the shield or the tank. It is only taken away by hits.

Bouncy Castle - a passive-aggressive weapon. [t works as follows - in the case of a direct
tank hit (and shield). it causes the projectile to "bounce" in the opposite direction with the
same force with which it was fired. In the absence of wind and a difference in level, the
weapon then hits the tank that fired it. After such a bounce, it deactivates. As the weapon
reacts in this way only to precise hits, it also works like Heavy Shield and has 99 units

at the start.

Mag Deflector - the second passive-aggressive weapon @) . In case of a direct hit on a tank
(and shield), it causes the hit point to move randomly to the left or right side of the protected
tank, but not very far, so you can get "shrapnel” with stronger weapons. As in the case of
Bouncy Castle, it is also a shield that corresponds to the action of Heavy Shield

and has 39 units at the start.

Nuclear Winter - adds nothing, takes nothing away :) - in fact, it is not so much a defensive
weapon as a double-edged one. It floods the area with "radioactive” fallout, which is ordinary
soil. If you do not have at hand any weapaon that digs up the terrain, and for that a shield
(preferably disposable). then after such “fallout” you will have to shoot yourself -

because being underground is otherwise impossible. Alternatively, White Flag always
remains.

Long Schlong - a special weapon ;) - Costs a lot, doesn't help with anything (except possibly
digging yourself out but only when slightly buried but it has a cool name and looks cool ;)

|t can be activated independently of other defensive weapons and remains active

until the end of the round (it cannot be deactivated).

Lazy Boy - it is not a defensive weapon. |t is an aiming aid. When it is activated, the tank tries
to aim at the nearest enemy and automatically adjusts the power of the shot and angle. If it
has too little energy, it can sometimes aim wrong. Like Battery, it does not deactivate other
defensive weapons when used. Note: There is no point in activating this weapon before the
round, targeting will not take place because there is nothing to target yet.

N

Lazy Darwin - works just like Lazy Boy but targets the weakest opponent. In this weapaon,
after automatic targeting, "visual targeting" remains active, so you can easily change
the target and independently select another opponent by seeing if you hit him.

Auto Defense - activates the mode of automatic activation of defensive weapons.
After its activation, the tank automatically activates the strongest shield it has
(consuming it, of course) at any time when there is no shield (also between shots

of other players). At the same time, if the tank's energy |evel drops below 30 units,

it automatically activates Battery if it has it. This weapon remains active until the end
of the round and is indicated by the "computer” symbol before the name of the active
defensive weapon in the status line. It is the second defensive weapon that does not
deactivate other defensive weapons when used.

Spy Hard - Help for the forgetful ;) . When activated. it shows a preview of information
about the next opponents one by one:

Left/Right - changes the "spied" tank.

Fire/Space/Return/Esc - ends the "spying".
This is the last defensive weapon, which does not deactivate other defensive weapons
when used.

Due to the different warhead tracking systems of MIRV weapans, the Bouncy Castle and Mag Deflector
defensive weapons only use the shielding function when hit by these weapons. In addition, MIRV warheads
do not bounce or fly through sidewalls when falling!

None of the shields protect against Napalm. Bouncy Castle or Mag Deflector on a direct hit will deflect it
or carry it past, but just hit very close to a tank and its shield will not save it.

White Flag, Hovercraft, and Nuclear Winter weapons, when selected, require activation,
this is accomplished by "firing a shot" after the selection of that weapon. Of course, the shot
of the offensive weapon is then not fired. but only the selected defensive weapon is activated.

You can only have one defensive weapon active at a time (except Long Schlong of course :) ).
You can always change the decision and activate another defensive weapon or deactivate
White Flag befare firing.

And of course, activating a weapon when you already have some other weapon activated
causes the loss of the previous one (no returns :) ).
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1. "Other" weapaons:

Best F...q Gifts - this is a 'loot box', not a weapon per se. Buying it draws one of the offensive or
(rarely) defensive weapons and adds it to the player's arsenal. It is a |ottery in which you can
|ose (if you draw a weapon cheaper than the Best F...g Gifts price) but also gain.

You can get a weapon otherwise not affordable at alll

There is a small probability of drawing by Best F...q Gifts itself ;).

You can then try to use it in battle.

8. Al opponents levels:

The game has 8 difficulty levels of

computer controlled opponents.

Or 7 different ones and one "surprise”.

Each has its way of buying defensive

and offensive weapons and a different

method of target selection and targeting itself,
as well as weapon selection. They are arranged
in the list according to increasing "skills™:

Moron - the dumbest of opponents (which does not mean the safest). Shoots completely at
random using only one weapon - Baby Missile. He doesn't buy anything and doesn't know how
to use defensive weapans.

Shooter - This opponent does not shoot blindly. He chooses one direction for himself. Based
on his position - he shoots in the direction from which there is more space assuming that this
is where the other tanks are. He starts firing from a high angle and shot after shot changes
this angle to a lower and lower angle trying to fire the entire area on the chosen side. He
always fires with the best weapon he has (the highest on

the list of weapons he has - that is, not necessarily the best). He does not use defensive
weapons even though he buys them! At the beginning of the round, he makes | attempt

to buy defensive weapons (only from the Battery - Strong Parachute range)

and 4 offensive weapons (from the Missile - Heavy Roller range).

N2

Poolshark - When attacking, he sets the nearest tank as his target, then selects the angle
of the shot, and tries to select its strength by drawing it from the selected range.

He always shoots with the best weapon he has. He uses defensive weapons.

With a probability of I3, he activates the best defensive weapon he owns (the highest on

the list of weapons he owns - that is, not necessarily the best) before firing.

If his energy level drops below 30 units - he uses Battery (of course, if he bought it before),
if the energy drops below o and he has no Battery he surrenders - White Flag.

At the beginning of the round, he makes | attempt to buy defensive weapons

and b offensive weapons.

Tosser - When attacking, he acts exactly like Poolshark. However, he may have a "better”
weapon inventory due to a different purchase tactic. He always activates the best defensive
weapon he has before shooting. Just like Poolshark he uses Battery and White Flag. At the
beginning of the round, he assesses how much money he has. and depending on that, he makes
(money/5l00) attempts to buy defensive weapons and then checks again how much money he
has left and makes (money/12a0) attempts to buy offensive weapons.

Chooser - Takes as a target the weakest opponent (with the least amount of energy) and aims
very precisely, but before the shot the energy of the shot is modified by the parameter of

luck :), that is, despite the precise aiming it does not always hit. He shoots with the best
weapon he has unless the target is close. Then he changes his weapon to Baby Missile to
avoid hitting himself. He always activates the best defensive weapon he has before shooting
and, like Poolshark, uses Battery and White Flag. He purchases just like Tosser.

Spoiler - He shoots exactly like Chooser except that he has more luck, which means that
even if he doesn't hit the target of his choice. it can be a more precise shot than Chooser.

I he is unable to hit his chosen target, he tries to choose another target that he can
accurately hit. He uses defensive weapons exactly like Chooser. At the beginning of the round,
he assesses how much money he has, and depending on that, he makes (money/al00)
attempts to buy defensive weapons and then checks again how much money he has left and
makes (money/320) attempts to buy offensive weapons. When buying defensive weapons,

he buys only strong and precise weapons - that is, weapons that won't accidentally hurt him.
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Cyborg - Aims at the weakest opponent (with the least amount of energy) but prefers human-
controlled opponents. If he is unable to hit his chosen target, he tries to choose another
target that he can accurately hit. Aims very accurately and in the vast majority of cases hits
on the first shot. He fires the shot with the best weapon he has unless the target is close.
Then he changes his weapon to Baby Missile to avaoid hitting himself. He uses defensive
weapons exactly like Chooser but it he has more than 2 pieces of Battery he uses them

if the energy decreases below B0 units. He shops exactly like Spailer.

Unknown - Before firing each shot, he randomly chooses a course of action from Poolshark
to Cyborg and applies his tactics. However, the tactics of weapon purchases are always
identical to Tosser.

Al goes shopping:

Buying a weapon (offensive or defensive) works as follows: First, one of the weapons is drawn
(among all possible offensive or defensive weapans). Then a check is performed to see if the
drawn weapon is on the list of weapons possible for purchase by the tank. If not, no weapon is
bought in this trial, and if so. its price is checked. If the tank has that much money, the weapon
is bought, otherwise, the trial ends without making a purchase.

List of weapons purchased by: Shooter, Poolshark, Tosser and Chooser.

Dffensive: Defensive:
Missile, Baby Nuke, Nuke, LeapFrog,
Funky Bomb. MIRV, Death's Head,
Napalm, Hot Napalm, Baby Roller,
Roller, Heavy Roller.

Battery, Parachute, Strong Parachute,
Mag Deflector, Shield, Heavy Shield,
Force Shield, Bouncy Castle.

List of weapons purchased by: Spailer and Cyborg.

Offensive: Defensive:

Missile, Baby Nuke, Nuke, Hot Napalm Battery, Strong Parachute, Mag Deflector,
Heavy Shield, Force Shield, Bouncy Castle
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9. Tips from the peanut gallery.
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Remember your defensive tools. Properly using Auto Defense,
Shield, and Lazy Darwin will help you defeat the Cyborg, Stee B
even with the help of a Baby Missile.

Fancier doesn't always mean better. Sometimes, a basic shield like
the Shield is more effective than its pricier counterparts.

Napalm pierces through shields and even the ground.
Although it's burning above, it scorches buried tanks.

Lazy Darwin also lends a hand in aiming weapons
like the Laser.

Robo tanks don't have a knack for digging themselves out.
When buried, they meet their demise from their shots.

In a hopeless situation, self-destruction might be a better
option than waving the White Flag. Hitting yourself with

a powerful weapon can earn you more cash than you'll lose
(check the profit and loss calculation method).

Long Schlong has got serious intimidating power. Become the alpha tank and fear not.

As a last resort, you can always become a Terminator (the standard model, not T-1000 :) ).

Robo-tanks do not possess Autodefense, so their defenses activate only directly before
their shot. A concentrated attack by several players on one robo tank guarantees success.

Break a barrel or two.

T. Pecus - Brigadier General C. Pirx - Commodore
Paratroopers (ret.) Hovercraft-Balloon Fleet (ret.)




