1. City River (2)

The river flowing through the center of the city significantly
restricts movement, with only a few ‘bridges.” Using the Bridge

Tank to open an additional attack route can be key for victory. i{liexcfg;
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2. Ruins (2)

The battle takes place around the ruins of a fortress, with the
Heavy Tank taking the role of the Command Tank.

Pieces
16x16:
A B CDETFGH I J KL MNOU O Y CHT
v V] A G @ |V 5 HB x1
I X AM x2
vV = v A THx2
] _ | A D=2
[ ] | e N LM x1
) | O Rx1
] 8 [_] ll ¥: 10
o m | 20%20:
7 (] Y cHT
[ ) IL B 5 HB X2
o x AM3
o -l A T2
B | & 112
A = =B mam | = A A TD %2
R Y 2 AGx2
A { J O Y A A O Rxl
A B C D E F GH I J K L MNO Z; 15
B CDEF GH I J K LMNUOZPUI GQRST
Ml T AT r Gl =7 [v] &
HEEE ENENENE R
Q ¥ P = ~®Y ¢
o
o
o
1
o 7 .
d @ wu | || || || /@ L e
7 [ ] (]
6
5 L L -
4 I
e (O A@= ~ = &
2
| NRERE J 2 ¥ s A
B C D EF G H I J KL MN S T




3. The Mountain Pass

This setup is based on a suggestion sent by Ivan C. Erickson. Itis  16x16:
characterized by large obstacles that direct the battle into
multiple separated passages.
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4. Creeks

To advance, all tanks have to pass through mud or use the Bridge i;e:fg:
Tank to cross the water. Either way, movement across the
battlefield must be planned carefully. ¥ ocur
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5. Swamp

The terrain is dominated by water and mud. Amphibians can easily advance over
the water, while other tanks must go around the obstacles or move slowly

through mud.
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6. Minefield (2)

The passage through the middle is well covered by Tank
Destroyers, preventing easy advance. Minesweepers are there to

open side passages by clearing the mines. i;excfg:
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7. Ponds

This setup is asymmetricalin shape and choice of pieces. The White player has
well-armored tanks, while the Black player has a larger number of light and

fastvehicles.
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8. Village (four players)

Vehicles are located in separate yards, with their starting positions protected by
various obstacles. Optional: each player can place two land mines anywhere on
their own quarter of the board.
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