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Team Yankee is the definitive action
simulation of modem tank warlare.
Watch scenarios unfold on 3D
battlefields with high definitive
graphics and keep track of the four
tomk platoons you control using the
unicque 4 quadrant display.

Five major scenarios based on the =5
battles featured in the New York Times

MNo.l best seller Team Yankee'.
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* Unique split screen view of the * TOW Missiles,
action. High Explosive 3 Eil YOU 0
* Complete simultaneous control over Artillery, Laser IHF Hﬂlﬂ
four platoons. Range-finders, ~—L;
% 3D battlefields with high definition SABOT Ammunition, Smoke
bit mapped-tanks. Screens and 50mm Machine Guns.

* Im Vision
* Progress through five different ranks ;}mﬂﬂgﬂ& Scrolling Maps:
as you complete up to 25 battles. WAtk OF
* 8 Different Tanks featured including J 5
TEAM YANKEE © Presidio Eﬂﬁ;ﬂﬂi ol MM%EF \ |
Press, 1987, Software 1991 TR 2
Oxford Digital Enterprises. Bradley and JW battle. s
All rights reserved. T82. — e = Scrolling Maps.
Team Yoankee, The Novel was :
written by Harold Coyle.
Made in the UK.
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SETTING UP

CDTY

Set up your CDTY in accordance with the manual which comes with your machine. Flace your Tesss
Yaskee disc into a CD Caddy and insert it into the compact disc slot.  Now reset your machine (by
pressing the reset button on the front right of your CDTY) Team Yaakoe will then stat wo load, If
you wish to skip the loading sequence then press the left selea button (A) on your remote controller,
Ohnce the huding sequence 18 completed you will be presented with the liling screen. The acxt chapier
expluins how o proceed.

CBM Amiga

If you are playing Tewm Yaakee in conjunction with an Amigae connected o g peripheral CLD player,
then set up the hardware ns detailed in the CD dnve instruction manual. Boot up your sysiem with the
normal workbench disk and then insert the Tomm Yaakoe CD into the CD player, Double click on the
CD ican (CDO), and then double click on the Tews Yaskor program icon.  The game will now load

CONTROLS

Team Yaakee should be played in conjunction with your remole controller, if you are using CDTY,
or & mouse if using an Amiga. The game 15 controlled via a screen pounter which can be moved by your
your controller or mouse.  To activale any icon on the sareen, place the pointer over the icon and press
the lefit select button {A) on your contraller or mouse, Most of the following button presses sre ahorculs
which are a quick way (o perform certmin actions reflerred o later in this manual, If you are using &
keyboard then pressing either the key or the function key with the same number will produce the same
result.

EEY SHORTCUTS

1 Choose Plaroon | 7 Select map view for chosen platoon
2 Choose Platoon 2 & Select 3D view for chosen platoon
3 Choose Platoon 3 9 Select status view for chosen platoon
4 Choose Platoon 4 o Toggle between view oplions

ESC Toggle berween "Cuadrant” & "Full-Screen’ views

On all requester boxes that sppear, ENTER will select the highlighted option and ESC will cancel

On any view which can be made to scroll (e g. & map) or rotate (¢.g. a 3D view) in the game you may
press the nght select button (B) on your controller or mouse while the pointer 15 over that view The
screen will then scroll of rotate o & rate relative to the distance of the pointer from the centre of the soreen.
The further the pointer from the cenire, the faster the movement.
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Practice Game lcon

THE START-UP SCREEN

The first screen of the game resembles an open filing cabinet for the simple reason that all of the
information about your performance can be accessed from here. The diagram below shows a represen-
tation of this screen. On the front of the filing cabinet there are two icons which look like Iabels. The
Iefumost icon is the CREDIT icon, which provides information on the game's designers. You are also
able 1o choose the desired language for play, by dicking on the language icon af the lower part of the
credit window. The nghtmost icon 13 the PRACTICE icon, which allows you to play a pracuce
SCEnarno,

There are 8 files available in the filing csbinet,
and each can hold information sbout your ex-
ploits. At the top of each file the rank is dis-
played, and to the right you will s¢e & number
which comresponds o a ‘chapter’ of the game.
There are five ‘chapters’ that can be played. Each
chapier can be played at any of the five ranks - the
higher your rank the more complex that chapter T !||

becomes. Each file allows you to start the game l |
wl & different pownt, with the lowest file in the ' I
cabinet starting at the very beginning of the | !m oA :
game. We recommend that after you have played  [L I IRE W Nt -
the practuce scenario you begin ot this pownt, If

you compleie a chapler successiully then the The Startup Scresn

chapter i incremented by 1. and you go to the next stage of the game. [ you complete all the chaplers
at one rank, then you get promoted o the next rank. This continues up to the rank of Captmn, I you
succeed in all fives chapters ot this rank then you have won Team Yaakee

Choose & commander

If you want to sample the game st higher chapters or ranks then you may chose one of the other files
svmilable. Howewr, note thar only the information about the lowest file in the cabinef is saved [0 your
CDTVy permanent memory: This is done sutomatically, and the next time you play Team Yankee, the
program will remember this information. This means that you can only complete the game in more than

Cube “I’I‘ playing the game from the beginning.

If you wish to start playing the game proper, then you must register yoursell as s new player. To do this,
locate the pointer over one of the eight file markers and press fire. The relevant file will now spring up
from the cabinet, and you will be presented with all of the file contents. The program will sutomatically
sppend all of your combai records under this name in the filing &abinet

Al the boom of the file there are three icons, The lefimost icoa is the PLAY icon which mkes you
3
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Cross Swords lcon
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Information [con
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Cannon Icon

into the breling screen for the [irst scenano,  The middie CANCEL con causes the current file 1o go
back into the [iling cabinet The rightmost RESET icon causes all of the campaugn information under
the current filename (o be erased, in case you wish (o slart your cCampaign over agmin.

THE BRIEFING SCREEN

The briefling screen, shown i the diagram below, presents all of the information which i3 available from
intelligence [or your forthcoming scenano, and also allows you to set up artillery bombardments where
applicable. The name of the forthcoming engagement is shown at the top centre of the screen

In the central part of the screen. Lo the left, you will see & full map of the batlefield. This displays all
of the major features, forests, roads, nvers and villages. [t also shows the disposition of your forces for
the start of the battle, Each platoon of Tewm Yaskee is represented by an Amenican flag

To the nght of the map 15 & notebook, which detals all of the imponant information which intellig ence
can provide before the batle. You may Mip through this notebook by clicking on the armows & the bodtom
or top of each page, where applicable. Beneath the map you will see displayed the battle start time on
an LCD displey at the bottom of the sareen

At the top of the screen are four icons. The oross swords icon will take you into the full batde. This
icon can also be acuvated by pressing ENTER on the controller.  The notebook icon reactivates the
notebook if you have previously acuvated one of the next two icons. This contains your briefling from
Company HE) based on all known information before your engagement. The eye - or information - icon
is & special festure which silows you to glean further information from the map. When you are in in-
formation mode place your pointer over the map, and you will notice that i changes shape inlo & cursor
If you click at any point you will notice that a flashing box will appear on the map. This box appewrs
il the closest pount of speaal interest relauve Lo your cursor poniuon. The notepad will now display the
particuler information sbout this position on the map.  The cansom icon allows you W set up arulley
burages in advance of the battle, You are not sble to access artillery dunng the bagle itsell. You will
be allowed (o creale & number of separate barrages of HE (High Explonve), DPICM ({Dual-Purpose
Improved Conventional Munitions) and SMOKE shells. See anllery overlay below,

By presmng either of the two arrows next to the umer on the overlay you may alter the start ime for &
particular barmage. Clicking on the red cross stops that barrage from taking place The locanon for &
particular barrage is shown by a flashing yellow square on the map. This location may be changed by
moving the cursor over the map and cicking &t the desired positon



Quit Game lcon

Pause loon

The Briafing Screen

ppicm | © ICID]|X

The Artillery Overay

THE GAMEPLAY SCREENS

Temm Yankee is unique, since the game nol only allows the player full control over each of the four
platoons in the Team, but can display the sctions of all fouwr platsons simultaneously! You can display
in either "quadrant mode”, see diagram, where all four platcons may be controlled o once, or "full-
screen mode”, where the display homes in on just one platoon, Y ou have the flexbility to display either
an overhead map view of the sorrounding area, a simulsed 3-d view of the batlefield, or & starus screen
showing the performance of all vehicles in & plaoon.

Locking = the diagram overleal;

Just beneath the Team Yaakee logo there is a white flag, or game QUIT icon, which allows you to exit
the bamtle. To the nght is the game PAUSE icon, which allows you 1o take a bresk or take your breath
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during batle, Under- =il CTHTE L | Gl i [ O
nesth you will find the | |
TIME display, which
gives the ime in hours,
minutes and seconds on &
24 hour clock. Beneath
the clock there wre two
STRENGTH histogruns
opped by Russian and
American flags. These
show the relative
strengths of the iwo sides,
calculated according to
casualty and mocale fac-
tors. AL the bodom of this
celumn you will see your RANK displayed graphically. Along the botom of the screen there is a single
text hine which will display any vitally impoctant information

QUADRANT VIEW

Quadrant Mode Screen

When you lirst eater the game you will be in “quadrant mode”, where the active part of the screen is
split up into four sections relating to each of the four plaoons of Tems Yaskee The upper row of icons
in each quadrant allow you w alter what 15 viewed on the sareer. The lefumost icon will EXPAND the
view of tha particular platoon Lo occupy most of the screen - in this “full sareen mode” you will be
olfered extra features - but you will pot be able to see all of the sction. In the middle the name of the
plstoon i displayed. Teo the right there are three icons. The MAP icon changes the view Lo & map
quadrant with & plan view of the battlefield. The 3-D VIEW icon changes the view 1o s 3-d mmulation
of the banlefield. The STATUS icon changes the view (o & status screen. The icon comresponding o
the current viewing mode is shaded in yellow. Details of how Lo access these feaiures using the handheld
controller are given in the first section of the manual

QUADRANT 3D VIEW

When the view in a quadrant is the 3D display, then undeneath you will see the following icons

Two red arrows which form & rotate icon, allowing the player to rotate the view clockwise or
anticiockwise through 360°. This 15 equivalent to rotating the gun weret - [T DOES NOT ALLOW YOU
TOALTER THE DIRECTION IN WHICH YOU ARETRAVELLING. Between the two rolaie srows
Lie two compasses; the upper (red) compass shows the direction in which you (i.e. the gun turret) are
facing. the lower (green) compass shows the direction 1n which the vehicle is facing. If you dick on
the central part of the compass, then your view will rotate towards the directuon in which you are
travelling. Teo the nght of the compasses are five wcons which represent the vanious types of weaponry




availsble to the unit. Clicking on any of these is equivalent to 8 command (o the loader (o load & particular

shell. 'When the shell is selected the icon clicks in (like a button) and when it is loaded the icon lights

up. Once a weapon is fully loaded, the pointer becomes a set of sights when moved over the 3d display.

Clicking o & particuler point on the landscape leads to the shell being simed o that point. The five
HEAT lcon available weapon [ypes, from left o nght, are:

HEAT - a high explosive anti-tank round;
SABOT - an srmor-piercing tungsten shell;
TOW - a high-range anti-tank missile, and note in particular that this may oaly be fired when your
vehicle is STATIONARY
SABOT lcon SMOEKE - & smoke gréenade which allows enemy vision to be obscured;
MACHINE GUN - which is always available to the player and has an “infinite’ number of rounds.

Most platoons will not have all weapon types availsble (for instance, the M1 Tank does not cary TOW
Jl missiles). If a weapon 15 aol avalable then that paticular icon will aot be duplayed. Once the platosna
has no more loaded shells of & particular type there will be a delay before it is possible to use them aguin,
TOW leon according to the re-load umes of your wespons,

MAP QUADRANTS

The major capability on the quadrant map screen is to alter the movement and formation of sy platoon.

2

Smoke lcon There mre two ZOOM icons represented
by magnifying glasses. Clicking on the
upper zoom icon magnifies the resolution
of the map. Clicking on the lower zoom
icon demagnifies the map. The full width
of the map in miles is displayed as a
Machine Gun lcon ~ number between the two zoom icons.
You may scroll the map in say direction
by locating the pointer over the map and
depressing the right select button. The

map will then scroll st a speed and direc- S o A
tion relative to the position of the cursor BN G i o R L T
from the of the m.F- In i o SRR AR EIRR AR AR SRR R RS ARIF AR AR AR

move your platoon you have to provide in- Map Quadrant Screen
formation about the destination and the
speed of the platoon. Place the pointer over the map, locate the desired location 1o which you wish to

@ move to, snd press fire. A crosshair will be left on the screen which shows the end point of the current

Zoom Magnity lcon

movement. Now go to the slider har and set the desired speed of tavel. You may do this either by
clicking on the arrows at the wop o bottom of the slider bar, o increase or decrease the platoon speed
Zoom De-Magnify lcon respectively, or by clicking the pointer at the point on the slider you wish the bar to reach. The current

7



Map Width Display

(T |
The Slider Bar

©

ETA lcon

B

Expand View lcon

speed 15 displayed, in miles per hour, under the bottom srrow of the slider bar, The expected ume af
amval, or ETA, at the present destination is printed o the top of the right hand side of the map quadrant.
Mote that only one destination is allowed for any platoon &t any Lime.

This destination may be altered at any time, irrespective of whether or not the plaicon has reached its
destination. The maximum speed of any of your vehicles is 50 miles per hour. The maximum speed
you may achieve depends on the termain type across which you are travelling. The fastest Lerrain [ype
15 road, fellowed by cross country, forest and then river, which is the slowest terrain type. If you wish
to travel by the fastest possible means, try to find a suitsble road.

STATUS QUADRANT

The Stams Quadrant is accessed by clicking on the status icoa, To the right of each vehicle are two bars.
‘The length of the upper bar represents the morale of the personnel in the vehicle. Morale is improved
when the vehice achieves a hit on & Warsaw Pact tank , and decreases when the platoon is fired at, or
when there are losses oa the American

side. % AT - o [>—=]

The lower bar represents the efficiency of b
the vehicle and its personnel. The effi-

ciency decrenses when the vehicle has
suffered some damage from opposition
fire power.

the shility of your platoon to strike the
opposition accurate]y and swiluly when &
command to lsunch & weapon is mised. If
a vehicle is terminally damaged it will turn
red on the stalus screen. That vehicle and
any rémaining personnel will be left be-
hind when the platoon moves on. War is no place for the faint hearted! If all of the vehicles in & platoon
are disabled, that platoon becomes ineflective, and a red status screen will be displayed permanently.

FULL SCREEN MODE

The values of morale and efficiency affect ‘

Status Quadrant Screan

It is possible Lo concentrale your view on just one single platoon by clicking on the top left icon of any
of the quadrants. This will take you into "full screen mode” for that platoon (see diagram overleal). The
top row of icons in this mode are identical in funcion to those in quadrant mode. The only difference
you will note 15 that all of the plaloons are named, and the current platoon in view is highlighted in
yellow. If you click on any platoon name then the screen will change to a full screen view for that
platoon.
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Full Screen Mode

FULL SCREEN 3-D VIEW

The type of view is identical to the quadrant 3-d view, only i is larger, and there are additonal faciliues
available for use. The control panel underneath the view has the following icons:

Engine smoke Clicking on this icon causes your platoon 1o produce engine smoke. This will prove
very useful in confusing your enemy if you find yoursell in a ught corner.

Infra-red (or thermal) imaging. This system will be vital to see what is bappening when it15 dark, or
when Russian forces are covered by smoke. This feature is very useful for identifying vehicles
camouflaged on the edge of forests.

Roistion icon and compass display. These work in the same way a3 in the quadrant view.

Zoom. When this icon is accessed the central portion of the screen is magnified by a factor of 10. You
will find the zoom faclity essential for spotting vehicles which are over 500m away.

Weapoas. These icons work in identical fashion 1o the quadrant weaponry icons. The oaly difference
is that the number of remaining missiles for each type is displayed underneath each icon.

Laser range finder. Underneath the weapon displays you will find the lsser range linder, which lights
up red whea in use. The range linder will lock on 1o a refllective target (such as an armored vehiele) if
the firing cursor is placed directly over the object. You will know Lthat the system has locked on because
the cursor changes shape to a rectangle.  Although using the rnge finder will increase your shooting
sccuracy, it does not provide a 100% hit rate. Clicking on this icon will toggle range finding on and off.
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FULL SCREEN MAP VIEW

The full screen map for & particular unit has all the capabilities of the quadrant map & mentioned carlier,
with some additional features.

The extra icon features to the nght of the map are as follows:
Saraoll icom. The four arrows underneath the ETA display allow you 1o scroll your map in any of the
four directions. If you click on the region in the centre of the arows the map will sutomatically centre

on your plaloon position

Dead Stop icom. This red icon, just to the bottom lefi of the speed slider bar, causes your platoon to come
to a dead halt when clicked.

Wide formation icon. This increases the spacing between vehicles in your platoon w 100 metres,
Marrow formation icom. This reduces the inter-vehicle spacing in your platoon to 50 metres.

The bottom six icons of the vertical column to the left of the screen allow you to change the [ormation
type of the vehicles in your platoon:

Ia line - places your vehicles in a line sbreast relative o your direction.

Columa - places your vehicles in & line ahead relative o your direction.

Echelon right - places your vehicles on a left 1o right dingonal relative to your direction.

Echeloa left - places your vehicles on a right to left diagonal relative w your direction.

Wedge - places your vehicles in a wedge formation.

WYee - places your vehicles in & vee formation.

Left Echelon lcon Wedge Formation lcon Vee Formation lcon



FULL SCREEN STATUS VIEW

As in the quadrant status view , the morale and effeciency of each vehicle in a platcoa is displayed. The
extra information provided in full screen view shows the number of each weapon type each one of your

vehicles has reman- n e

ing. All vehicles in [EAM
Team Tankee are i i 1 § YANKEE
armed with an ‘iafi-

nite' number of ma-

il

chine gun rounds. aw 7
Particular damage to a0 o IEEE
any vehicle 15 dis- - )

played in red.

KRER

A

Full Screen Status Mode

THE DE-BRIEFING SCREEN

A scenario in which you are involved may end for & number of reasons. You may have won because
you have reached a desired siacking position, held a defensive position for encugh ume, or destroyed
the majority of the opposing forces. You may have lost because you have not gained a desired anacking
position, held a defensive position for long enough, or lost oo many of the vehicles of Temm Yamkoe
The victory aiteria alter sccording 1o your rank, so your game performance will have o improve &s your
rank increases. When the end of the scenario has been reached you will be told the outcome in the text
line at the bottom of the gameplay screen. You then have the option to click on this e in order Lo view
the de briefing screes, or 1o quit the game using the white flag icom  The reason we have provided this
option is for the case when you have WON a scenano, but have lost so many wehicles that you would
rather retry the scenario again. Remember that if you win a scenario and complete by moving oato the
debriefing screen then all of your gameplay information is written to the CDTV's permanent memory
oaly if you are playing from the lowest file in the cabinet. You may review the status of all of your
platoons before making your decizsion. Mote that if you have LOST the scenwario, thea you will have
to replay the scenario again. If you move to the de-bridfing screen, thea you will receive s summary
of what your campaign has achieved. Once you have noted the comments on this screen then press fire
to return o the start-up filing screen.
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M-1 Abrams VEHICLE TYPES - TEAM YANKEE
Main Battle Tank

Crew 4
Waight (tonnes) 545
Full Length {cm) 977
Engine Type Turtine
Road Hange (km) 498
Max Speed (kmsh) 72.4
Max Speed (ol road) 48.3
Fromt Armour (mm) 4480
Main Gun Smooth
Calibra (mm) 105
EHective RHange [(m) 2500
Mawrale (roundlmen) 5

Total Rounds 55
HEAT Rounds Tes
SABOT Rounds Yoz
TOW Rounds No

M-113
Armoured
Personnel Carrier
Crew (+Sgquad) 2 (+11)

Waeight [lonnes) 11.2
Full Length (em) 486
Engne Type Diesel
Foad FRange (km) 32
Max Speed (Kmh) G4 4
Max Speed (waler) 5.8
Front &rmour (mm) J8

Main Gun Machine
Calibre (mm) 12.7

Etfective Range (m) 500
Maxrate (round/min)  N/A

Total Bounds 1200
HEAT Raunds Mo
SABOT Rounds Mo
TOW Rounds Mo
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M-2 Bradley

Infantry Fighting Vehicle
Crew (+Squad) 3 (+6)
Weight (tonnes) 22.7
Full Length {cm) B45
Engine Type Diesel
Hoad Range (km) 483

Max Speed (kmh) 66
Max Speed (off read) 7.2

Front Armour {mm) &0
Main Gun Cannon
Calibre (mm) 25

Effective Range (m) 1000
Maxrate (roundimin) 100

Total Rounds 900
HEAT Rounds Mo
SABOT Rounds No
TOW Rounds 245

M-901 Improved
TOW Vehiclke (ITVY)

Craw 4
Weight (tonnes) 11.2
Full Length {cm) 486
Engine Type Diesel
Road Range (km) 321

Max Speed (kmih) 55
Max Speed (off road) NI/A
Front Armour (mm) 38
Main Gun MNone
Calibre (mmj} N/R
Effective Range (m) NI/R
Maxrate (round/min) N/R

HEAT Rounds No
SABOT Rounds No
TOW Rounds 2+10

Effective TOW Range 4000m

13



T-62

Main Battle Tank

Crew

Weaight (tonnes)

Full Length {cm)
Engine Type

Road Range (km)
Max Spesd (kmfh)
Max Speed [oH road)
Front Armour | mim)
Main Gun

Calibre {mm)
Effective Range (m)
Maxrate (round/imin)
Total Rounds
HEAT Rounds
SABOT Rounds
TOW Rounds

T-72

4
37.5
933
Diesel
450

50

NiA,
200
Smoath
115
1500
3-5

40

Yas
Yas
MNa

Main Battle Tank

Craw

Weight (tonnes)

Full Length (cm)

Engine Type

Road Range (km)

Max Speed (kmh)
¢ Max Speed (off road)

Front Armour {mm)

Main Gun

Calibre (mm)

Effective Range (m)

Maxrate [round'min)

Total Rounds

HEAT Rounds

SABOT Rounds

TOW Rounds

14

3

41
953
Diesel
450
70
MNiA,
250
Smooth
125
2000
B~

39
Yes
Yes
Mo

VEHICLE TYPES - WARSAW PACT




BMP-2
Infantry Fighting Vehicle

Crew (+Squad) 3 (+b)
Weight [lonnes) 14.5
Full Length {em) 674
Engine Type Diesel
Road Range (km) 500

Max Speed kmh) 70
Max Speed (off road) NIA

Front Armour {mim) 19
Main Gun Auto-Cannon
Calibre (mm) 30

EHective Range (m) 1000
Masrate (round/min) N/

Total Rounds 40
HEAT Rounds Ma
LABOT Rounds Mo
TOW Reunds ¥ es
BTR-60
Armoured
Personncl Carrier
Craew [+ Souad) 2(+12)
Weight (lonnes) 10.2
Full Length (cm) T22
Engine Type Petrol
Road Range (Em) E00
Max Speed [kmh) BOD
Max Speed [olf road) HNIA
Franl Armodar | mm) ]
Main Gun Maching
Calitwe (mm) 14 5

Etfective Range (m) 500
Mawrale (round/min) M

Total Rounds 500
HEAT Rounds Mo
SABOT Rounds Mo
TOW Redunds Ma

|5
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Practice Game lcon

HOW TO PLAY TEAM YANKEE

In Team Yankee, we have been scrupulous in our ailempds (o convey the urgency of modern tank war-
fare, within the construints imposed by the computer medium. All of the action in the game is closely
based on batles which are described in the book Team Yankee. The best advice on how o play the game
is therefore simple - read the book! [n order o keep your atention, though, we have made subtle changes
Lo scenariog, so that you will never know exactly what to expect.

When we designed this produa we had to make a hard choice between total accuracy of simulation and
fentures which we fell would enhance the gameplay. It may annoy the punst, but when accuracy and
gameplay conflicted, the game always won outl

The Trainiag Sceaario

The training scenano, accessed by chcking on
Practice Game icon, has been designed 1o give
you a clear idea of how to control an individual
platoon as well as all of Team Yankee. The
seepario 18 lnid out on & circuit which 15 mod-
elled on a standard tank training range - see
diagram right. Your objective is to raverse the
road linking points A to B, lesving cermn units
strategically placed along the way. If you can
achieve all of the aims of the raining run then
you will be very well prepared to go into full
barle,

Strategy

Before lsunching yoursell into & scénario it 18
best to use the briefing information to deade on
your strategy for the forthcoming batle. Cuite
often you will be expected (o posilion Your
vehicles very quickly at the start of the scenano
{particularly i it is & delensive scenano).
Through practise you will learn the strike power of Team Yankee's a5 well as the Warsaw Pact vehicles,

Training Scenario Map

If you mre in & platoon manned by M- tanks, you have very little 1o worry sbout from a BTR, and you
should dispose of them sl your leisure, while considering that the threat from a T-72 is rather more
potent. Your TOW mismles on your M-2's mnd [TV's are your most polent weapons in terms of strength
and range, but remember that your vehicle must be stationary before they can be fired,




o

Rank Symbol
{Private First Class)

>

Rank Symbol
(Corporal)

»

Rank Symbol
{Sergeant)

O

Rank Symbol
(Staff Sergeant)

Rank Symbol
(Captain)

Because you bave 1o control four tank platoons simultanecusly in Team Yankee . we have not been
strictly accurate in our operation of these wire guided missiles. [nstead of leaving you 1o control and
aim the missile over its flight of up to 15 seconds (thus causing you to relinguish your contrel of
everything else that is going on), we have treated the TOW a5 a normal missile - once launched it will
strike the area you have aimed at.

The loading times for all of the missiles are accurately presented and reflect the length of time it takes
[or & mismle to be loaded after the tank commander (you!) has ordered his gunner and loader to set up

8 target.

It is worth remembering that tank baitles are often fought at long range, and in particular that a plazoon
of tanks in the middle of an open plain are ‘cannon-fodder’ for suitably placed opposition. The tree line
of forests provides very adequate protection for tanks. In Team Yankee, you will find that the first 100
metres or 50 of forest provides you with cover, and ya allows you to look out clearly onto the battlefield.
As soon as you fire, however, you will give your opponents a chance Lo locite you for a catain amount
of ume. Remember that your opposition will often use the same tactic of hiding within the tree line. Your
infra-red sights will often be invalushle to spat vehicles which would otherwise be hidden in the tree
Line,

The magnify mode on the 3d view is very powerful. Since you should be shle 1o destroy a vehicle which
15 well over & mile away from you, you will often need to use the magnified sights in order Lo locate the

enemy before they spot you.

The position of known Soviet units will often be marked on the map displays with a flag representing
each unit. These fags will be displayed aither when the player should have the units in his sights or when
there has been information received from intelligence. However, just because a Soviet flag does not
appear on the map near (o you does nol necessanily mean that there are no enemy units nearby. For
instance, if & Soviet unitisin a forest or near the tree line of a forest, there will normally be po information
presented on the map screens.

Higher Ranks

If you start from the lowest file in the cabinet, then the first five scenarios you will complete in Team
Yankee will be & the rank of Private (First Class), or PFC. You will have to pass through three more
campaigns at three higher ranks - Corporal (Cpl), Sergeant (Sgt), Staff Sergeant (55g) - before you reach
the ulimate rank of Captain (Cpt). The strategy you will have to pursue will be increasingly more subtle
as you progress. Y our opposition will increase in number and will perform increasingly more ingenious
and daring tactics in order to circumvent your victory, On the first ank the Russian maneouvres will
all be 10 & set formula, which you should be quick to master once you have learned the basics of control
and sensible tnk warfare tactics. Later on, they may well surprise you, 3o you will have wo look out for
all sorts of devious approaches. At the lower levels you will always have your weapons, morale and
vehicle damage reasonably restored between scenarios. Later on, you will find that you will have to
conserve all of your capabilities in order to provide an effective fighting force in the next scenario,
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Some |ater scenarios will take place af night In these cases you will find that all of your normal external
views are completely dark. The only way to fight will be 1o use your infra-red views. At first this will
seem §uite disconcerting, but you will have to learn to cope!

Terrsia

There are many different types of tetrain over which you can move in Tenm Yankee, You will only be
able wo achieve your full opersting speed while ravelling over ronds, which are denoted in grey on the
mip aad in your 3d view. Travelling over cross-country reduces your speed and increases the amount
of "pitch’ which you will encounter in your 3d view. This will make the engagement of the enemy that
much more difficult. Your speeds on the tree line of forests are further reduced, but these regions do
provide some camoullage from your opponents. Inside forests you may (ind hidden tracks which will
allow you 1o make faster progress, although you will find that these are often used by the enemy. It will
often be useful to locate these tracks and incorporate thém in your strategic plan. Rivers provide the
slowest type of terrnin over which to cross, and can leave you exposed to enemy fire while you are
crossing them.
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WEAPON & ARTILLERY GLOSSARY

Short for dual-purpose, improved conventional munitions. This is an artillery round that contains many
small submunitions or bomblets that ane capable of defeating the thin armour located on top of armouwred
vehicles as well as being effective against personnel and other “soft® targets.

Short for high explosive antitank, a round that depends on & shaped charge explosion 1o penetrale an
armoured vehicle's armour. Because the round contains high explosive, it has a secondary role as an
antimaterial round. A typical muzzle velocity might be 1100 metres per second, with a penetration of
over 150 mm in reactive armour. It is, however, much more effective against APC"s than tanks, for
which SABOT or TOW ammunition is more appropriate.

SABOT is shont for armour-piercing fin-stabilised discarding sabot (APFSDS). The round consists of
a small tungsten alloy or depleted uranium penetrator that has a diameter smaller than the diameter of
the gun wbe. To compensate for this , the penctrator is seated in a boot that is the same diameter as the
gun. This boot, called the SABOT, falls away after the round leaves the gun, leaving the penetrator W
continue to the target. The SABOT round has a very effective armour penetration out to 2500 metres.
More useful against tank armour than 8 HEAT round.

Smoke is very usefully generated in battle in order to obscure the location of vehicles from the enemy.
There are three ways in which smoke can be produced in the battlefield. M-1 tanks and M-2 Bradleys
have smoke grenade launchers on the sides of the turret. These can be fired forwards, giving a short-
lived smoke-screen. The same vehicles can also produce engine exhaust smoke, which produces a
smoke screen from the vehicle's rear, and which will move with the vehicle if it is in motion. Artllery
smoke is very useful when called in just before an attack on an enemy position, o obscure you from their

WICW

Short for twbe-launched, optically-tracked, wire guided antitank guided missile. The TOW is the U5,
Army’s current heavy antitank guided missile with a range of nearly 4000 metres, The guidance system
provides a high probability of hitting a tank-sized target out o its maximum range. A TOW missile can
only be launched from a static vehicle.
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