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This appears to be all the space remaining, which
probably isn't such a bad thing since it's less space to
waste .. .

We waited about a year before deciding to go ahead
and produce our magazine. The main reason being the
need to know just whether our approach to strategy
game design was going to prove popular in a market
used to other ways of getting the job done. So far, so
good.

One of the most satisfying aspects of designing
Carriers at War was the knowledge that, provided we
did a good enough job in developing mechanics to
| simulate carrier operations, our customers would
have a tool to enable them to recreate pretty well
any naval/air situation.

| There's as much in the game as you care to take out

| of it. The same applies with our new Europe Ablaze,
which we hope you have purchased by now.

RUN 5 is, for the moment, a unique magazine. We

| (that's Roger, and ) get a real kick out of being able
to support our products in the creative manner this

magazine, and our programs, allow.:t's a far
cheaper, friendlier, and more versatile format than
scenario disks (which would have to cost around $15
a pop) as well as providing an opportunity for those
of you who care to contribute a scenario, article,
letter or whatever. Just make your submissions
legible, please! -

You're not restricted to our products but please be
aware it'll probably be a couple of dozen years or so
before we find room to print anything on straight
arcade games and the like. Careful, sensible reviews
of any strategy games will be most welcome.

At present we intend to publish on a quarterly
schedule, leastways until we can gauge our impact (if
any) on the marketplace.

Whatever, I'll have more to say in Issue 2.
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PROGRAMMING

AND GAME DESIGN

By Roger Keating and his Computer

When lan and | started SSG about three years
ago we had to re-think many of our old ideas
and learn to cope with this new environment.
Until then my main job had been associated
with programming and | spent little time
thinking about the historicity of a topic or
even the relevance of the factors | was
introducing into the game. When asked at one
time what type of unit | was portraying in
Southern Command (a title | did for SSl in
1982), | had to express ignorance and answer
that "it seemed to fit into the game”.

The task of programming a game in machine
language left little time for such things as
the human interface or structuring the game
so that it would be easy to write a tutorial to
introduce a new person to it. Writing rules
for a game presented an insurmountable
obstacle and | was always unhappy with
results. (The difficulties encountered in
persuading Roger to write this article were
almost insurmountable too. . . Ed.)

lan had to learn about computers and come
to terms with the endless stream of memory
contraints, design restrictions, interface
problems and last, but not least, at the end
of all this a computer opponent had to be
there to provide a worthwhile contest. In
Reach for the Stars we learnt to live with
each other, lan got some idea of the bounds
of the computer and | had started to come to
terms with the massive interface problem
that had bugged me during my previous
games.

The Design Kit arrived with Carriers at War
as a way in which lan could enter the relevant
data into the game leaving me free to
program the modules which would drive the
game.The hardest task in the game was to
develop a routine to move the task groups
around the map in an environment that could
be changed with a keystroke.

The menu system answered most of the
complaints about the human interface and
when we released the game we both felt that
we had tackled most of the questions we had
set ourselves at the completion of Reach for
the Stars.

Europe Ablaze allowed us to refine the
process of design and we now feel that the
future, particularly with the new machines
coming up, looks bright. In writing this
article, | intend to concentrate on the one
element of computer game design that
causes the most pain but without which these
games could not exist - machine language.
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After Operation Apocalypse, a 96K BASIC
program which | did for SSI|, it became
obvious to me that machine language was
needed to solve several problems. The code
had to take up less space so that more
modules could be in the machine at one time.
If, for example, the movement routines and
the combat routines could not exist
together, then the computer would move
without any understanding of the combat
environment about it. Chaining could only be
used when independent parts of the program
were being addressed. For the intelligence
to bite, a massive amount of data had to be
thrust through the accumulator in a small
amount of time to allow the machine to come
up with a reasonable choice for a particular
action. BASIC is extremely hard to debug and
it would take months to check the program.
It became imperative that the computer play
all active positions in the game so it could
check much of the program itself.

Programming in machine language (or more
correctly, assembly language) can be
compared to running against a brick wall and
learning to like it. Each arithmetic
calculation has to be tailored to the module
in which it is to be used. Any generalized
routines would slow the game down and thus
be unacceptable.

lan quickly found that | expected divisions to
be in powers of 2 and any discussion of
decimal points was ruled out at a very early
stage.

Much of the programming in a game involves
the shifting of data from one place to
another, even screen displays, etc. The
routine on the facing page (for the Apple II
family) will split the text screen and is a
good example of the type of project that
should be tackled to get used to the skills
that will be required in a computer game.

As an example of a routine that has been
written for speed, look at the listing on this
page. The routine finds the distance between
hex (XP, YP) and hex (XQ, YQ) and retums the
result in D. To go through this code and
understand it will give you a good idea of the
tasks ahead in the programming of any game.
Another piece of information that is
invaluable is the direction finding routine to
get from XP,YP to XQ,YQ which can be tagged
on to the distance routine so that a call to
$300 and to $360 will give you both the

Continued on page 22

DISTANGE ROUTINE







Turn your creative talent to cash with our
SCENARIO DESIGN COMPETITION

Two prizes of $500 each are to be awarded for the
best Carriers at War and Europe Ablaze scenarios
submitted to us by June 30th, 1986.

There is no restriction as to subject matter, size or
anything else. All we require is that you submit
your entry (or entries) on a floppy disk together
with a typed (or very clearly written) briefing for
the scenario.

The judging panel will include Roger Keating and lan
Trout, their decision will be final and, as always
with this kind of thing, no correspondence will be
entered into... leastways about our choice of
winners.

The winning scenarios will be published in Issue 3
of RUN 5.

All entries become the property of Strategic Studies
Group Pty Ltd. However, a payment of $100 will be
made to the author of any scenario selected for
publication. This payment is not in addition to the
prizes described above.

4

Please be sure you include your name and address in
a legible form.

All submissions must be sent to -

Strategic Studies Group Pty Ltd
P.O. Box 261
Drummoyne. 2047
AUSTRALIA.

Overseas entrants are well advised to wrap the
floppy disk in aluminium foil as a precaution
against magnetic erasure.
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In the early months of the War in the Pacific, the
United States had precious few opportunities to
engage Japanese naval forces on anything like
equal terms. Their best chance came just two
weeks after the attack on Pearl Harbour when a

Japanese amphibious force attempting to
capture Wake Is. was beaten off with heavy
casualties. That the relief attempt failed is
history. It could have been different...

#

THE SITUATION

On December 7th, 1941, the Japanese Fast
Carrier Striking Force dealt what appeared
at the time to be a devastating blow to
United States Naval Forces in the Pacific.

Hindsight has clearly demonstrated how
litle effect the loss of those seven
battleships was to have upon the course of a
war dominated by naval air power, and in
particular carrier-borne naval air power.

In the immediate aftermath of Pearl Harbour,
however, there were few senior navy men on
either side who foresaw the shape of the war
so suddenly thrust upon them. Pre-war
battle plans, more or less, envisaged forcing

under
Without

a climactic battleship duel
advantageous circumstances.
battleships, the plans were useless.

Admiral Husband E. Kimmel, facing a certain
and inglorious end to his meritorious career,
conceived and planned a manageable and
promising operation to reinforce the
isolated Wake Island outpost and, hopefully,
in the eyes of the world, redeem both his
Service and himself.

On December 11th, Wake Island's ad-hoc
force of 500 marines and other service
personel beat off an amphibious invasion,
sinking two destroyers and a small troop
transport in the process. It was the first
check the Japanese had received and

provided the United States with a splendid
opportunity to engage Japanese naval forces
close to home.

Kimmel's plan went awry from the first.
Administrative confusion, caused both by
the Pearl Harbour debacle and the
appointment of Admiral Chester W. Nimitz as
a replacement for Kimmel, delayed the
expedition. The choice of Rear Admiral Frank
Jack Fletcher to command the operation no
doubt added to the indecision. To this date,
Fletcher had had no carrier experience. Rear
Admiral Aubrey W. Fitch, aboard Saratoga,
would have been more suitable.

Whatever the reasons, the Wake Island relief
force did not get into position in time to
contest the second invasion attempt. In the
early hours of December 23rd, Major
Devereux's gallant band surrendered to the
Japanese.

THE SCENARIO

It is interesting to speculate on what may
have happened had the US operation been
less tardy. The Japanese forces detailed to
capture Wake were, considering the Island's
proximity to Hawaii, somewhat on the lean
side. In direct contrast to the American
operation, however, Japanese plans were
executed resolutely and briskly. The
opportunity was lost.

This scenario postulates the early arrival of
the American Task Groups. The opening day
is December 19th which sees Rear Admiral
Kajioka's invasion force to the north of
Kwajalein en route to Wake. Rear Admiral
Abe's Second Carrier Division, comprising




Soryu and Hiryu, is scheduled to arrive on
the north edge of the map on the 20th. The
two American fast carrier groups, built
around Lexington and Saratoga, also arrive
on the 20th, but from the east edge.

In the space of the next three days, you can
decide for yourself how fortunate, or
otherwise, were the contenders that they
got away with the historical result.

Wake Island is not a long scenario.
Somewhere between 1 and 2 hours will be
more than enough to reach a decision.

SOME VARIATIONS

As with any hypothetical situation, there are
always plenty of 'what-ifs' to colour the
confrontation. Make use of any of the
following that interest you. Better still; get
a friend to vary your disk to make for real
suspense: The data necessary to implement
these variations can be found on page 11.

1. Point of Entry.

The Japanese carrier task force (TG1) can
enter from any point on the north or western
map edges. (It's not a bad idea to keep clear
of Midway; the Catalinas there will probably
spot you.)

All American task groups can enter from any
point on the eastern map edge.

2. Time of Entry.

The Japanese carrier group is scheduled to
arrive on day 1. It can arrive at any time
between days 1 and 3.

All American task groups are scheduled to
arrive on day 1. They can arrive at any time
Between days 1 and 5. Historically, they
would have made a day 4 arrival.

3. Additional Forces.

As a covering force for the Wake Island
relief operation, Enterprise was deployed
just to the west of Johnson Island. Adding
this task group to the American forces
should guarrantee an Allied victory. Her
point of entry can be varied to any hex on
the eastern map edge and time of arrival can
be between days 2 and 5.

4. Miscellaneous.

A proposal was put forward prior to the
outbreak of war to convert the heavy cruiser
San Francisco into a cruiser carrier. Her air
complement would have been 18 Dauntless
scouts. Armament would have been nine 6"
guns, eight 5" DP's and some light AA.

Delete CA 38 from TG 1 and replace her with
the Quincy (CA 39). The new San Francisco (CF
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1) operates as an independent task group
escorted by a couple of destroyers. Ideally,
this group should be given a cover mission
to get the most out of the scout planes.

SOME NOTES

1. Reinforcements

Most of the naval forces, and all of the
carrier commands, in this scenario begin the
game as reinforcements. Remember that you
will have no control over these groups until
they enter the map.

2. Creating the Weather.

You will note there is no display in the data
provided showing the distribution of cloud
and squalls for this scenario, only the
weather forecasts for each of the 12 sectors.

Enter these via Menu 14 then go to Menu 13.
The Weather Report is blank, as it should be;
i.e. there are no weather elements on the
strategic map.

Type (RET) five times to get the weather
routines up and running, then save the result
as the Weather Report. It's a good idea to
complete Menu 10 (Scenario Length) before
creating the weather. As you can see, this is
a much more effective way of creating
weather.

JAPANESE
ORDER OF BATLE
NAVAL ancEs

Task Grou 1 _
2CV = So ju**, Hiryu
~2CA = Chikuma (CA 17)
i e Tone (CA 18}
20D

TASK FORCE 1 (Kajioka)

Task Group 2

- Tatsuta (CL 1)
= Tenryu (CL 2)

3CL

Task Group 3

4CA - Furutaka (CA 1)
. - Kako (CA2)

- Aoba* (CA 3)

= Kinugasa {CA__4)

- 3DD

~ AIRFORCES
- NAVAL AIR
Task Force 0 o
Soryu - 16 Zero, 16 Val,
18 Kate

- 16 Zero, 16 Val z
18 Kate

-Seaplanes - 10 Pete

_ Task Force 1
Seaplanes - 4 Pete, 4 Dave

LAND BASED AIR

Hiryu

- "'4 Zero, 18 Betty
= 18 Betty :
o 15 Mavis

 ORDER OF BATLE

~ NAVAL FORCES
o _'II:ASK FORCEQ (Fletcher)

k Group 1
= ‘Saratoga
- Astoria CA 34

= Minneapolis “) CA”S'S}' .
_ = San Francisco (CA 38)

_TaskGroup _
- 1CV = Lexington*
3CA = Chicago (CA 29

= Portland (CA 33)
i -_..Indlannapolis (CA 35)
7DD i

Task Group 4
1A0 - Neosho
. 1DD - Drayton* (DD&GG)
- Task Group 5
1 AP « Tangier*
~Task Group 6 (Optional)

1 CV = Enterprise*

: - Salt Lake City (CA 25)
- Northampton (CA 26)
- Chester (CA 27)

AR FORCES”H
NAVAL AIR

: a - 13 F4F-3 43 SBD-3,
'Lexlngton - 21 _IF%%S 33 SBD-3,
Emerprfse - 18 F4F-3, 35 SBD-3

3 = 14 TBD- ‘l'
-'San Fran.: = 18 SBD-3

 LAND BASED AR
- Theatre 0
“Wakels. =« 3 F4F-3

Midway - 12 PBY-4
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PLANE NUMBER

0-63

WAKE ISLAND - Plane Types
e

PLANE TYPE

[8]

ROLE

0-2

CREW

0-5

RANGE (n,e,t)

0-31

16,25,27

ALTIT. (h,m,l)

0-3

2,3,3

CRUIS. SPEED

0-15

BOMB LOAD

0-63

CHAR. (f,v,m,p)

0-7

ALLIED

Y/N

CARRIER

Y/N

SEAPLANE

Y/N

TORPEDO

Y/N

NIGHT

Y/N

ANTI-SUB

Y/N

WAKE ISLAND - Squadrons

SQUADRON NUMBER

1-126

2

17

n
o

PLANE TYPE

1-63

-

10

10

-
-

# OF AIRCRAFT

1-63

-

-

ki
(=]

EXHAUSTION

0-7

EXPERIENCE

0-3

ADMIN

0-3

RECON OPS

Y/N

NIGHT OPS

Y/IN

CARRIER OPS

Y/N
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SHIP CLASS #

CLASS NAME

6

10

i 12

CA 1933

4 |DD 1935A

DD 1936A[:

A0 1939 |/

CV 1935

ALLIED

SEAPLANE

SHIP TYPE

MAX. SPEED

-

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SEC. GUNS

mlo|o|=|a|=|G|m| =<

TORP. TUBES

-
o

VULNERABILTY

ANTI-SUB

TORP. LOADS
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SHIP CLASS #

14

18

g

20

CLASS NAME

CA 1925 | CA

“[cL 1923A

DD 19228

DD 1925

ALLIED

SEAPLANE

SHIP TYPE

r

MAX. SPEED

-t
@

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SEC. GUNS

oMo

TORP. TUBES

-
n

VULNERABILTY

ANTI-SUB

TORP. LOADS
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WAKE ISLAND - Alhed Task Groups

TASK GROUP # 1-23 2 4
FLAGSHIP s DD390 DD366
TOTAL SHIPS 2 2 2
OBJECTIVE 1-23 0 0
MISSION 0-7 | 6 6
HEADING 0-7 | 6 5
ENDURANCE 0-31 31 31
TF NUMBER 0-3 0 0
TF ADMIN 0-3 0 0
REINFORCEMENT 0-9 1 1
TF COMMAND YIN N N
START AREA Y[x.y] 83,25 83,25
SEARCH PATTERN | Y/N

Axis Task Groups

25,55

WAKE ISLAND - Brief

CARRIER NUMBER 1-31 4 NATIONALITY ALLIES
CARRIER NAME [11] HIRYU MORALE 0-3 2
AIR CAPACITY 1-127 73 PASSIVE ASW 0-3 1
SHIP CLASS # 1-63 13 FIRECONTROL  [0-3 1
TASK GROUP 1-23 1 INVASION MULT. [0-3 1
ASSIGNED SQDS [5] 14,15,16 RADAR TECH. 0-3 0
SPOT NUMBER 0-31 6 AERIAL TORPEDOS|0-3 | 1
DAMAGE STATUS 0-15 15 SURF.TORPEDOS [0-3 | 2
RADAR 0-7 0 SUBTORPEDOS  [0-3 0
DAMAGE CONTROL 0-3 1 ABORT DIRECTION|[0-7 | 3
AA ACCURACY 0-3 2 SURPRISED Y/IN N
PARA-FRAGS Y/N N
WAKE ISLAND - Bases CUEARPOMTE . - LY/N 5
COASTWATCHER 1| Y/N -
BASE NUMBER 1-23 b i 4 COASTWATCHER 2| /N i
NAME [11] | WAKE ISLAND| MIDWAY NAMUR COASTWATCHER 3| Y/N =
LOCATION [x,y] | ¢ 0,37 | 66,7 28,67 COASTWATCHER 4| Y/N =
ASSIENED Sons [10] 30 29 ANCHOR POINT1_|Y/N :
HEAVY AA 0-31 2 AMCHORPOINT 2_|Y/N -
LIGHT AA 0-31 5
SPOT NUMBER 0-15 2 5
DAMAGE STATUS 0-15 15 15 4. Clearlng Map Points.
AIRSTRIP TYPE 0-7 0 2 X ;
RADAR 0-7 0 0 This is just a reminder that you must type
AA ACCURACY 0-3 0 1 (Y) on _the <CLEAR MAP POINTS> line.
DAMAGE CONTROL 0-3 0 0 Othemrl_se, every c.:oastwatchef and anchf_nr
THEATRE 01 0 0 point will end up in hex location 0,0. This
ALLIED Y/N Y N applies even if a side has no coastwatchers
EIGHTER FAC. YN N Y or anchor points at all!
BOMBER FAC. Y/N N Y
PORT FACILITIES YN Y ¥ 5. Optional Task Groups.
SEARCH PATTERN Y/N z’i::: The best way of storing the data necessary
- for the optional variants is to first build up
the basic scenario data base. Save this effort
WAKE ISLAND Weather on a save-game disk as the Wake Is. Relief
MAP SECTOR [12] 2 4 6 8 12 scenario.
CONDITION 0-3 0 0 0 0 1 Now select another save location and save
DIRECTION 0-7 3 3 2 2 2 the data again, this time calling it Wake Is.
RELIABILITY 0-1 1 1 1 1 1 Variant. Go back to the creation routines and
enter all of the optional data. Once this is
WAKE ISLAND - Length 3. Entering Names. done, save into the Wake Is. Variant location.
START HOUR 0-23 Complete the Scenario Name routine using
DAY 1-31 the following information. 6. Spot Numbers on US CV's.
MONTH 1-12 Axis The early model Wildcat and Dauntless
YA il Theatre 0 - Inouye, Task Force 0 - Abe, Task  aircratft carried aboard American CV's at this
DAWN 3-10 Force 1 - Kajioka time did not have folding wings. This reduced
DUSK 15-22 i the number that could be spotted at any one
END HOUR 0-23 Allies time by about 15 percent.
END DAY 1-9 Theatre 0 - Devereux, Task Force O -
FORECAST 0-3 Fletcher.




WAKE ISLAND - Other Ships

SHIP NUMBER

PENNANT NUMBER

SHIP CLASS #

w

DAMAGE STATUS

-h
(2

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

"|wla|la|lolo

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SQD

SHIP NUMBER B : 16

PENNANT NUMBER 3 DD 387

SHIP CLASS #

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SQD

SHIP NUMBER

PENNANT NUMBER

SHIP CLASS #

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SQD

SHIP NUMBER

PENNANT NUMBER

SHIP CLASS #

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SQD

SHIP NUMBER

PENNANT NUMBER

SHIP CLASS #

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SQD

10



Ship Classes Task Groups
SHIP CLASS # 0-63 26 28 TASK GROUP # 1-23 = g
CLASS NAME [8] |« ‘| CF 1938 DD 1936B FLAGSHIP - ENTERPRlSE SAN FRAN.
ALLIED Y/N Y Y TOTAL SHIPS
SEAPLANE Y/N N N OBJECTIVE
SHIP TYPE 0-4 0 2 MISSION
MAX. SPEED 0-45 a2 39 HEADING
DISPLACEMENT | 0-31 4 1 ENDURANCE
HEAVY AA 0-31 8 4 TF NUMBER
LIGHT AA 0-31 2 1 TF ADMIN
ARMOUR 0-15 4 0 REINFORCEMENT
PRIMARY GUNS | 0-15 0 0 TF COMMAND
SEC. GUNS 0-15 9 2 START AREA
TORP.TUBES 0-.1 5 0 15 SEARCH PATTERN
VULNERABILTY | 0-7 2 2
ANTI-SUB - 0 2
TORP. LOADS 0 1 Carriers
CARRERNUMBER | 1-31 | 3
Squadrons CARRIER NAME [11] |ENTERPRISE | SAN FRAN.
SQUADRON NUMBER T28 [29]30 | AIR CAPACITY : Saed o4
PLANE TYPE 3 4 SHIP CLASS # 26
# OF AIRCRAFT 9 14 | TASK GROUP i
EXHAUSTION 7 7 ASSIGNED sSQDs 31
EXPERIENCE 2 2 SPOT NUMBER 2
ADMIN 1 1 DAMAGE STATUS 15
RECON OPS 4N N RADAR 1
NIGHT OPS A4 N N DAMAGE CONTROL 0
CARRIER OPS Ty vy AA ACCURACY 1
Other Ships
SHIP NUMBER [t - 52 62 |
PENNANT # CA 26 DD 380 |
SHIP CLASS 2 28
DAM. STAT. 15 15
CARGO 0 0
RADAR 0 ] 0
DAM. CONT. 1 1 1
AA ACCURACY 1 1 1
TASK GROUP 6 6 7
SUB PATROL : 2 =
SUB DEPTH - & %
SUB SPEED . - E
SEAPLANE M : <

SOUTH

COMING UP IN OUR NEXT ISSUE...

JAPAN SWEEPS

From Kota Baru to Sunda Strait
December 1941 - March 1942

Japan Sweeps South is a series
of short, loosely connected
scenarios recreating the whirlwind
campaign directed against
Commonwealth and Dutch
possessions in South East Asia. A
common data base is used from
which forces are selected as
required. A wide range of optional
forces, both land and air, are
included to allow you to examine
the numerous 'what ifs' which
characterized this period.
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For Those of Us Who Have to Play and Run...
TRY THESE SHORT VERSIONS OF THE

ZUROP

= ABLAZ=

SCENARIOS

All of the historical scenarios which accompany Europe Ablaze are in
excess of 20 days in length. This makes for an average of about 5 hours to

complete a scenario.

For many of us, there is not always that much time available.

IORT VERSION No. 1

m}u R EINEST HouR
_ 13-17 Aug, 1940

lhe IIsted alterations.

MENU > (Weathen
e Ead c=3}
W=2/\W=1)
\(C=4)(C=4
W= SJ e 2)
(C=3)C=4
W=3/wW=3
C=4)C=5
w=3/lw=4
 MENU 9 Mel
Date = 13
Length =4
Moon=13

 MENU 11 (Sc:ore) :
Threshold Values (Axis)
Luftflotte 5 = 20
"’3L::i'.'lftflo;tt"e 2 =80
Luftflotte 3 = 80
Threshold Values (Allies)
10 Group =20
11 Group=50
1213 Group = 20
~ CoastalCmd =0

BomberCmd=0

These three short versions of the historical
scenarios are intended to rectify this problem.
They can be played through to a conclusion in a
comfortable couple of hours.

The small amount of data editing which needs to
be done to activate these scenarios appears

herewith.

Finally, you will need to prepare a save-game

disk.

SHOHT VERSION No 2

ENE[MW COAST AREAD
23-29 Jul, 1943

Select the following menus and make
- the listed alterations. :

~ MENU 9 (Time)
Length=6
- MENU 11 (Score)

Threshold Values (Axls)
. Luftflotte 3 = 80
He:chsvert =70

Bomber Cmd = 240
8th Air Force = 160
Fighter Cmd 3 = 70

_ Threshold Values (Alhes)

 SHORTVERSIONNo.3
@HE@\@UN@ THE REICH
| 3-8 Feb, 1944

Select the following menus and make
_the listed alterations.

MENU 9 (Ti
Length=5

~ MENU 11 (Score)

- Threshold Values (Axis)
Luftflotte 3 = 60

~ Reichsvert. = 100

~ Threshold Values (Allies)
Bomber Cmd = 200
8th Air Force = 580
2nd Tac A. F. = 100




By the end of August, 1940, the Luftwaffe had
plainly failed in its plan to reduce the RAF to
Impotence in preparation for a September
invasion of the British Isles. Something needed

to be done to get the program back on schedule.

It was hoped, and expected, that a terror-
bombing campaign directed against major
population centres would unnerve and or
paralyse the British Government into sub-

mission.

The assault began on September 7th...

THE SITUATION

As early as July 12th, 1940, the German High
Command had determined that complete air
superiority would be a necessary pre-
requisite for a successful cross-channel
invasion of England.

To this end, the original two-fold plan
envisioned the destruction of Fighter
Command within four days and complete
mastery of the air within four weeks.

By August 19th, after six days of heavy
fighting, the Luftwaffe had lost some 550
aircraft without appreciably achieving any
part of their plan. Fighter Command's
operational strength stood at 630 single
engined fighters, much the same as it had
been at the end of July.

A second period: of intensive fighting
followed. Between August 23rd - 31st a
further 336 German aircraft were destroyed.
Again, litle progress was made toward the
expected mastery of British airspace.
Indeed, a strong case could be made that
Fighter Command was in a better position
now than it had been at the beginning of the
month.

Notwithstanding these reverses the German
Air Force Staff, blinded perhaps by the
prevailing spirit of Blitzkreig, endeavoured
to formulate a new plan to effect their goals.
At no time did they seriously come to terms
with the fact that both their tactics and

‘equipment were inadequate to deal with the

enemy.
The German medium bomber force of Dornier

17s, Heinkel 111s and Junkers 88s did not
have the speed to evade such high
performance fighters as the Hurricane and
Spitfire and this, coupled with their feeble
armament, made them easy prey.

The Bf 110 escort fighter proved incapable
of providing cover for the bombers. In fact,
its dismal showing against RAF fighters
compelled the use of a single engined escort
for these types as well, further stretching
the fighter resources of the Luftwaffe.

Put simply, the Luftwaffe did not have
enough single engine fighters to achieve a
decisive result against Fighter Command.
Furthermore, the limited endurance of the Bf
109E restricted air cover to the regions
south of London. The bulk of British industrial
capacity lay in the midlands.

On the night of August 25th, a force of
Wellingtons from RAF Bomber Command
struck at targets in and around Berlin. Little
real damage was done but it appears this
action was the spur behind Hitler's directive
to the Luftwaffe, dated September 2nd, to
commence attacks by day and by night on
the populations and defences of the larger
cities, particularly London .

It is unlikely that this strategy would have
been adopted had the previous plans met
with even a small measure of success. The
change of plan was, in part, a tacit admission
of failure by the Luftwaffe High Command.
There is little doubt, however, that a
lingering hope remained that Fighter
command might finally be exhausted and that
victory could be snatched at the last
moment.

On the afternoon of September 7th, a force
of 372 medium bombers, accompanied by a
large escort of single and twin engined
fighters, struck at the London dockyards
causing large fires and considerable damage.
In the evening, 255 medium bombers
followed up the daylight raid and, using the
still burning fires as target markers, added
to the destruction,

This pattern was repeated over the
succeeding days and nights. The cost,
however, was again prohibitive. In the first
eight days of the offensive, 200 bombers and
100 fighters did not return.

As is ever the case when things go wrong,
arguments over correct operating procedure
split the Luftwaffe. Accusations and counter-
accusations between the fighter and bomber
arms forced Goering's direct intervention in
the dispute. Dismayed by their inability to
defend themselves against British fighters,
the bomber arm demanded a close escort.
The fighter arm argued for a freelance
approach to escort duties, thereby giving
themselves an oportunity to engage Fighter
Command on an equal footing, albeit at the
risk of exposing the vulnerable bombers.
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Goering decided on a conservative approach
and tied the fighter gruppen to a rigid
doctrine of tight escort. In consequence, the
RAF could usually count on the advantages of
surprise, iniative, almude speed and, above
all, fighting . splnt Luftwaﬂe morale,
especially amongst the fighter arm,
plummetted 3

e

By the ‘end; of September, German losses
were out of, all proportl.on with_the results |
achleved Pl i SRl T et i et

The tactlca{:hanged agaln ' _~ :

e scENAmp'

The Luftwaffe has somewhat reorganized its
forces since August 10th. The bulk of the
fighter gruppen attached to Luftflotte 3
have been transferred to Luftflotte 2.
Approximately half of the medium bombers
assigned to Luftfotte 5 have also joined
Luftflotte 2.

Luftflotte 2 is operating by day. Luftflotte 3
is operating by night.

The best results will be achieved by round
the clock strikes against London. As the
German player(s), make sure you allocate
sufficent fighters to sweeps to maintain
continuous fighter protection.

Large missions are best scheduled for the
afternoon. Early morning fog at this time of
year is almost certain to force a delayed
take-off of some squadrons. Furthermore, if
you've stirred up the Allied fighters in the
morning with raids, harassments and sweeps,
then it's possible they may be getting just a
bit tired by the time your missions strike.
Be careful to leave enough daylight for your
aircraft to return to base before nightfall.
Squadrons untrained for night operations are
very vulnerable to accident when landing at
night. '

As a useful rule of thumb, don't use bomber
squadrons unless they have at least 70% of
their total aircraft in an operational
condition. Even more importantly, don't fly in
bad weather. Restrict your major operations
to target areas identified as having good
weather. The computer will automatically
stand down any non-fighter squadron which
does not receive an assignment. Fresh crews
bomb much better than than tired crews.

The Allied player(s) are faced with much the
same problems they have in the Their Finest
Hour scenario. The cream of the RAF's fighter
pilots have been transferred to 11 Group and
this area will bear the brunt of the attack.
Don't be afraid to commit all your fighters
when directing 11 Group; the computer
knows when you've run out of reserves and
will do its best to help you out,

14

Conversely, if you're playing 12/13 Groups
and the computer controls 11 Group, keep an
eye on enemy activity over south east
England and when the action hots up, pitch in
and help.

You can expect about 30% of the German
bombing effort to come at night. You don't
have many night-fighters so there's not
much you can do about it. Keep in mind that
the German target locating beams are pretty
well neutralized by electronic counter-
measures and that the German night raids
are most likely to be ineffective.

There's not much Bomber or Coastal
Command can do. If you get any points at all
while controlling these commands, you can
give yourself a pat on the back.

SOME VARIATIONS

There has probably been more historical
speculation over what could have happened
in this campaign than any other in the entire
second world war. The list included with this
scenario is by no means exhaustive, but it
does provide some idea of the potential you
have to experiment with history.

1. Bigger Bombs.

The quality of high explosive used by the
Luftwaffe was excellent. However, they
suffered from a chronic shortage of 1,000 kg
(1 ton) bombs. Twenty 50 kg bombs just
don't pack the same punch as a single big
one. Enter Menu 12 (Doctrine) and alter the
the Axis Ordnance Effect rating to 3 to
reflect a greater availability.

2. Better Bomber Armament.

The German medium bombers used in the
battle were designed to rely on speed rather
than firepower to defend themselves from
enemy fighter attack. By 1940, however,
fighter design had advanced to the point
where any modern fighter could easily out-
perform the bombers of the day.

Enter Menu 14 (Plane Creation) and modify
the German medium bombers (NUM's 22-24)
as follows. To each, increase firepower by 2
and reduce payload by 1.

3. Drop Tanks.

At this period of the war, the use of
jettisonable fuel tanks to increase a
fighter's endurance was still in the
experimental stage. Assume this technology
had been available to the Luftwaffe.

Enter Menu 14 (PLane Creation) and increase
the fuel capacity of the Bf 109E (NUM 18) to
28. Be warned that this modification makes a

big difference to the outcome of the game.

4. British Radar and GCI.

A major part of the British success in the
Battle of Britain can be attributed to the
sophisticated (for the time) relationship
between the radar locating stations and
Ground Controlled Interception procedures.
To examine how great an effect these had on
the outcome of the battle, we can make a
few alterations to the data to reduce their
contribution to the conflict.

Enter Menu 18 (Radar Station Creation) and
reduce the reliability rating to 0. Enter Menu
14 (Plane Creation) and reduce the radar
rating of British fighters (NUM's 1-3) to 3.

5. Full Campaign.

Early in October, bad weather called a halt to
operations. The Battle of Britain was lost to
the Luftwaffe and while night attacks and
anti-shipping patrols were to continue for
some time, large-scale daylight operations
were abandoned.

In this variant, we'll give the Luftwaffe some
more punch and extend the length of time
available.

Use the Wever's Plan variant from Chapter 4
in the Design Manual. Enter Menu 9 (Time) and
increase the length of the scenario to 24
days. Enter Menu 11 (Score) and change the
threshold values as follows.

Allies - 10 Group (20), 11 Group (120),
12/13 Groups (20), Coastal Command (0),
Bomber Command (0).

Axis - Luftflotte 5 (0), Luftflotte 2 (700),
Luftflotte 3 (80).

If you use the drop tank capable Bf 109Es in
this variant, increase Luftflotte 2's threshold
to 850.

SOME NOTES

Use the Their Finest Hour scenario as the
template to build this scenario. If you're not
sure what this means, read chapters 4 and 5
in the design Manual and try your hand at
creating the scenario variation example
given there.

Don't clear the map. There is also no need to
clear the other data. Many of the data bases
require few, if any, alterations. Read the
DATA NOTES on page 15 for a description of
which data bases must be altered.

Note that full data base information is
provided for those who prefer to re-enter
everything or would like an opportunity to
examine the information on the printed page.




THE BLITZ - Plane Types (0)

PLANE NUMBER

1-37

10

PLANE TYPE

[11)

Spllfn‘e IA | Gladiato

Defiant |

Blenheim IE

{ Hudson 1l Wellington

ROLE

0-3

0

CREW SIZE

0-7

1

FUEL CAPACITY

1-255

27

PAYLOAD

0-63

SERVICE CEILING

30

MAXIMUM SPEED

OPTIMUM ALTITUDE

CRUISING SPEED

CLIMB RATE

FIREPOWER

MANOEUVERABILITY]

VULNERABILITY

RADAR
G|

REPLACEMENT RAT

ECM

ALLIED

NIGHT

Z|<|o|=|o|w|w|=lxn

PLANE NUMBER

12

16 18

PLANE TYPE

Hampden |

Beaufort Bf 109E

ROLE

0

CREW SIZE

]

FUEL CAPACITY

18

PAYLOAD

0

SERVICE CEILING

34

MAXIMUM SPEED

18

OPTIMUM ALTITUDE

12

CRUISING SPEED

14

CLIMB RATE

15

| FIREPOWER

MANOEUVERABILITY

VULNERABILITY

RADAR

REPLACEMENT RATE

ECM

ALLIED

NIGHT

PLANE NUMBER

PLANE TYPE

ROLE

CREW SIZE

FUEL CAPACITY

PAYLOAD

SERVICE CEILING

MAXIMUM SPEED

OPTIMUM ALTITUDE

CRUISING SPEED

CLIMB RATE

FIREPOWER

MANOEUVERABILITY

VULNERABILITY

RADAR

 REPLACEMENT RATE

ECM

ALLIED

NIGHT

zlzlo|mlolwlm|a]alm

Zlzlo|lo|o|a|wlw|m|w)

z|z|o|o|o|m|w|=+|w|wvlw|w|F|wo

THE BLITZ - Weather

THE BLITZ - Doctrine

AXIS

ALLIES]

MISSIONS

o

Ry R

POPULATION

ol
" =a
~l|t

INDUSTRY

COMMUNICATIONS

PORT FACILITIES

AIRFIELDS

RADAR

SHIPPING

SUPREME COMMANDER

C-IN-C

GROUND ECM

ORDNANCE EFFECT

AA FIRE CONTROL

olo|ojlo|o|o|o|o|ojo|o
'
o cof~a|~f ~1| =)~~~

=lopuo|ojlwiNa oo

DATA NOTES

It is not actually necessary to <CLEAR
ALL DATA> when creating this scenario.
Much of the information in it is
unchanged from the Their Finest
Hour scenario. The bracketed number
after each data heading informs you of
the number of entries in that data base
which need to be changed. Data bases
without a bracketed number must be
entered in their entirety .
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SQDNUMBER __ [1-255
SaD1.D. [6]
PLANE TYPE 1-37
OFFICIAL EST. 1-31
INITIAL EST. 1-31
# VET 1-31
# EXP 1-31
FATIGUE 0-7
NIGHT OPS Y/N
RECON OPS Y/N
NAVAL OPS Y/N
PATHFINDER Y/N

SQD NUMBER 1-255
SQD1.D. 16]
PLANE TYPE 1-37
OFFICIAL EST. | 1-31
INITIAL EST. 1-31
# VET =31
#EXP 1-31
FATIGUE 0-7
NIGHT OPS

RECON OPS

NAVAL OPS

PATHFINDER

SQD NUMBER
SQDI.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SQD NUMBER i -
sSQD.D. [61} 501
PLANE TYPE 1-37 1
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SGD NUMBER
SQD 1.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

#EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SQDNUMBER
SQD I.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER
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THE BLITZ - Squadrons (Allies-73; Axis-All)
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THE BLITZ - Squadrons (cont)

SQDNUMBER 1-255 ] 92
SaD|D. GIE 78
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SQD NUMBER
SQD 1.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SGD NUMBER
SQD1.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SQD NUMBER 1-255 |
SQD 1.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

133 3134 135
2!KG?6 3/KG76
23
30
30
4
16

143

i 144
1/KG53

2IK653

146 1147 | 148 |:149:] 150
- |4S/LG1 EGr21U 2K/LG2

SGD NUMBER
saD 1.0,
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
% VET
# EXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

7156 | 157 [ 158 | 159
b/NJG2 | e/Lehr [1/JG51 [2/JG51
27|

30
18

165
3lZG2E

2/ G53 1!2 G26

SQD NUMBER
SQD 1D,
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
# VET

HEXP
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

172 17325 174 A75::] 176 F:177:
a/NJG2 1!JGS4

178 |::179::1 180 181
2/JG54 BJJGS-i 2/JG52 1!JG26 2/JG26 |3/JG26

18 18
30 30
30 28
3 3
18 16
5 6
N N
N N
N N
N N




THE BLITZ - Squadrons (cont.)

SQDNUMBER __ [1-255] 182 || 183 [ 184 | 185 [ 186 | 187 | 188 | 189 | 190 193 | 194 | 195 | 196
SQD1.D. [6]|37JG53[1/JG27 [2/JG27 [3/JG27 [3/JG52 [1/KG26 [3/KG26 [1/KG30[3/KG30 3/KG771/G52 [KGr806 |5Z/LG1
PLANE TYPE 1-37 [ 8. % : 22 |22 :
OFFICIAL EST. | 1-31 30
INITIAL EST. 1-31 11
# VET 131 a
# EXP 1-31 12
FATIGUE 0-7 0
NIGHT OPS Y/N N
RECON OPS. Y/N N
NAVAL OPS Y/N Y
PATHFINDER Y/N g : : N N N
SQD NUMBER 1-255] 197 ] 198 | 199 200 201 | 202 [ 203 | 204 | 205 | 206 5 = 210
SaD I.D. [6] [1/KG51|2/KG51 |3/KG51 |1/KG54 [2/KG54 | 1/KG55 |2/KG55 | 3/KG55 aFnzs m«;z?
PLANE TYPE 1-37 2% : : BT .

OFFICIAL EST. 1-31

[INITIAL EST. 1-31
# VET 1-31
# EXP 1-31
FATIGUE 0-7
NIGHT OPS Y/N
RECON OPS Y/N
NAVAL OPS Y/N
PATHFINDER YiN i L
SQD NUMBER 1.255 [ 1h S 2 =] 216 | 217
SQD 1.D. [6] KGr606 | aF/31_|KGr100 [bF/121 [1/JG53 [aF/121 |KFG506
PLANE TYPE 1-37 : T mean] 25
OFFICIAL EST. 1-91 30
INITIAL EST. 1-31 24
# VET 1-31 a4
# EXP 1-31 11
[FATIGUE 0-7 7
NIGHT OPS Y/N Y
RECON OPS YIN Y
NAVAL OPS Y/N Y
PATHFINDER Y/N N _ N
S0D NUMBER 1-255 | 227 ] 228 248 | 249 251
SQD I.D. [6] ¢/NJG1:|a/NJG1 1/RCAF |303POL | - B7pt
PLANE TYPE 1-37 & ok 1 1
OFFICIAL EST. 1-31 8
INITIAL EST. 1-31 8
# VET 1-31 0
#EXP 1-31 8
FATIGUE 0-7 7
NIGHT OPS Y/N Y
RECON OPS Y/N N
NAVAL OPS YN N
PATHFINDER YIN N

THE BLITZ - Radar Statlons (0)

RADAR STATION No.

1.D. CODE

LOCATION

MIN. DETECTION ALT

MAX. DETECTION ALT

RANGE

RELIABILITY

DAMAGE STATUS

DAMAGE CONTROL

360 SCAN

ALLIED

RADAR STATION No. 246
1.D. CODE- W
LOCATION 33,29
MIN. DETECTION ALT SRR
MAX. DETECTION ALT

RANGE

RELIABILITY _
DAMAGE STATUS A5
DAMAGE CONTROL T
360 SCAN S
ALLIED EN
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THE BLITZ - Alrflelds (Allies- 29 AX|S -All)

[AIRFIELD NUMBER |1-127 1 r I 5 6 7 8 9 10
NAME [11 Pembrey | Cheriton B‘embroke St Eva! 1 | st Evat 2 Mt Batten J Roborough Filton Warmwell | M. Wallop
LOCATION [x,y 11,22 10,22 10,22 10,26 210,26 11,26 12,27 15,24 15,26 16,25
ASSIGNED SQDS [4 s@@niy 65,66 126:128 35 113 125 29,38 22,251 13,28 34,52,55
THEATRE 1-5 [Eaus & 4 T 1 4 3 1 SR 1
DAMAGE STATUS 0-15 15 15 15 x o 15 g 15
DAMAGE CONTROL 0-3 1 2 1 1 2 3 2
SEALED Y/N N h 4 N Y Y
ALLIED. Y/N ¥ Y Y Y b
AIRFIELD NUMBER 12 14 16 18 1 20 ||
NAME Kenley Detling Hornchurch Northolt INorthweald]
LOCATION 19,25 2T 22,26 21,24 19,23 : § 21,23
ASSIGNED SQDS 6,17,24,40] 61,62 9,31,48,51 47,248-49 |f 11l 11,39
THEATRE 2 4 2 1 2
DAMAGE STATUS 8 6 10 15 9
DAMAGE CONTROL 2 1 2 2 2
SEALED Y N k i Y Y
ALLIED Y h's Y X Y
AIRFIELD NUMBER 22 : 24 26 5
NAME Wattisham [Stradishall |Honnington | Coltishall [Martlesham [
LOCATION 22,23 22,23 22,22 2425 23,22
ASSIGNED SQDS 71,72 .:B6::¥8-9,82,112 36‘59 6,41 80-1,84-5 103-4
THEATRE 5 R 5 : i 2 5 5
DAMAGE STATUS 15 15 15 5 15
DAMAGE CONTROL 2 1 1 1 1
SEALED Y N N N N
| ALLIED v Y Y Y Y.
[AIRFIELD NUMBER 32 34 3 38 40
NAME Leeming Waddington | Kton Lindsy Ch. Fenton Dishforth
LOCATION 23,20 20,19 18,16 19,15
ASSIGNED SQDS 0,88,91,10% 97,101-2 21,44 B87,89,92
THEATRE 5 : i 5 3 5
DAMAGE STATUS 15 15 15 15
DAMAGE CONTROL 1 1 2 1
SEALED N N y N
ALLIED Y Y. Y Y
AIRFIELD NUMBER 42 44 46 48 50
NAME Driffield Catterick #cktmgmn Drem Leuchars Dyce 1
LOCATION 20,16 18,14 19,1 17,9 157 19,4
ASSIGNED SQDS 90,98-9 12,30 ; 116-7 26
THEATRE 5 3 4 3
DAMAGE STATUS 15 15 15 15
DAMAGE CONTROL 1 2 1
SEALED N Y N
ALLIED b Y Y
AIRFIELD NUMBER 54 T 65
NAME Wick 1 Montdidier
LOCATION 16,1 o] 24,32
ASSIGNED SQDS 2,33 130-132
| THEATRE 3 2
DAMAGE STATUS 15 15
DAMAGE CONTROL 2 2
SEALED Y N
ALLIED Y N
AIRFIELD NUMBER 69 71 75
NAME Antwerp Calais Wissant
LOCATION 29,26 24,28 25,27
ASSIGNED SQDS 139-142 147-149 152-153 158-161
THEATRE 2 2 2 2
DAMAGE STATUS 15 15 15 15
DAMAGE CONTROL 2 2 2 2
SEALED N N N N
ALLIED N N N N
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THE BLITZ - Alrflelds (cont.)

[AIRFIELD NUMBER 1-127 77 79 B1 B3
NAME Abbeville Desvres Marquise Brussels
LOCATION 23,30 24,29 24,29 29,26
ASSIGNED SQDS 166-168 171-174 179-182 187-190
THEATRE 2 2 2 2
DAMAGE STATUS 15 15 15 15
DAMAGE CONTROL 2 2 2 2
SEALED N N N N
ALLIED N N N N
AIRFIELD NUMBER 86 88 a0 92
NAME Orly Chartres Tours | Cherbourg
LOCATION ; 22,35 21,35 16,31
ASSIGNED SQDS B 202-205 209-211 215-216
THEATRE 3 3 3
DAMAGE STATUS 15 15 15 16
DAMAGE CONTROL 2 2 2 2
SEALED N N N N
ALLIED N N N N
AIRFIELD NUMBER 95 97 99 101
NAME Aalberg Sola Hamburg Essen
LOCATION 41,8 34,2 41,19 36,26
ASSIGNED SQDS 223 226 228-229 232-233
THEATRE 1 1 2 2
DAMAGE STATUS 15 15 15 15
DAMAGE CONTROL 2 2 1 1
SEALED N N Y Y
ALLIED - N N N N

SEA LANE NUMBER
1.D. CODE
LOCATION
SHIPPING DENSITY
ALLIED

SEA LANE NUMBER
1.D. CODE
LOCATION
SHIPPING DENSITY
ALLIED

SEA LANE NUMBER
1.D. CODE
LOCATION
SHIPPING DENSITY
ALLIED

SEA LANE NUMBER
1.D. CODE
LOCATION

| SHIPPING DENSITY
ALLIED

FLAK UNIT NUMBER | 1-63 10 16 | 17| 18 [19°
I.D. CODE [1 J— M M s 8 [sbas] s s
LOCATION %,y 20,16 15.19 2/15,24[11,26]15,26 16,26
NUMBER OF AA GUNS|0-255 19 4 8 E8:] 9 [
ALLIED Y/N Y Y Yoy

FLAK UNIT NUMBER 1-63 24 25 25" 127 |34 ] 35 [ 36 37 38 39 43 44
1.D. CODE [1] HE E By E iG] € GEd C pabsy C ] A A
LOCATION x.y 125021, 2423, ¥ 23.25 9,35 (9,38 |14,35[16,31[21,32[22,31 2 19,33[23,30
NUMBER OF AA GUNS|0-255 35 SEBay] 20 |Eveny 22 | 3 24 36 16 [ 46
ALLIED Y/N i e N R O | N N N N
FLAK UNIT NUMBER 1-63 | 54 "5?.. 58 62

1.D. CODE 11} : A : | B | ; |
LOCATION [x,y] }2. : 0,23 34,2:134,1 4115 41.19%3,'19 36,20/36,26137,26(35, 2? 35,23 37 31 38,33
NUMBER OF AAGUNS|0-255 =5 5405 16 |24 24 |280: 30 |i300] 30 ¢ a0

ALLIED Y/N SNl N PeNG] N N Nij N N
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THE BLITZ - Centres (8)

CENTRE NUMBER
CENTRE NAME
LOCATION
POPULATION
INDUSTRY

PORT FACILITIES
COMMUNICATIONS
ALLIED

2
Plymouth
11,26

4
Swansea
12,22

6
Gloucester
16,22

Yeovil
15,25

A L e

EAl=l k=1 e =]

CENTRE NUMBER 11
CENTRE NAME [11] |Southampton]|Portsmouth
LOCATION 17,26
POPULATION
INDUSTRY

PORT FACILITIES
COMMUNICATIONS
ALLIED

17
Ipswich
22,23
2

<| =[Nl

1
0
1
Y

CENTRE NUMBER
CENTRE NAME
LOCATION
POPULATION
INDUSTRY
PORT FACILITIES
COMMUNICATIONS
ALLIED

20 :
Coventry .|Birmingham |
18,21 $2217,20

22
Wolverh'ton
16,20

Sheflield | Nottingham |
18,18 18,19 |

<|=|ofw|=

CENTRE NUMBER
CENTRE NAME
LOCATION
POPULATION
INDUSTRY
PORT FACILITIES
COMMUNICATIONS

ALLIED

31
Bradtord
17,16

LE
Sunderlat
9.1

Newcastle
19,12

< | = O MR

CENTRE NUMBER
CENTRE NAME
LOCATION
POPULATION
INDUSTRY
PORT FACILITIES
COMMUNICATIONS
ALLIED

a0 : S 44 5
Hamburg [ Kristiansnd Kiel Bremerhave Emden Dortmund
41,19 RS 41,15 38,19 36,20 26

CENTRE NUMBER
CENTRE NAME
LOCATION
POPULATION
INDUSTRY
PORT FACILITIES
COMMUNICATIONS
ALLIED

Dusseldorf
11,26

Stuttgart | Rotterdam
40,35 S

Darmstadt
38,32
1

Zim|o|min

1
0
1
N

CENTRE NUMBER
CENTRE NAME
LOCATION
POPULATION
INDUSTRY

PORT FACILITIES
COMMUNICATIONS
ALLIED

56
Boulogne
24,29

60
Cherbourg
16,31

|=z|o|n| oo
Z|=|=lo|o

. Start Times
THE BLITZ - Allied Commands THE BLITZ - Axis Commands T

™ NAME __|CURSOR|THRSH.|PRIOR. NAME | CURSOR]T! PRIOR, MONTH 112] 9
C-IN-C 1 | NA | NA. C-IN-C "GOERING | 3| NA | NA YEAR 0-63 [ 40
COM #1 1 6 COM #1 LUFTFLOT 5 3 2 LENGTH 1-31 | 10°
COM #2 k 1 5 COM #2 LUFTFLOT 2 - 3 4 DAWN 3-10 | &
COM#3 _ |12/13 GROUP| 1 6 COM#3 | LUFTFLOT3 | 3 3 DUSK 15-22 [19
COM#4 | COASTALCMD| 1 5 COM #4 5 - MOON 0-27 [ 11
COM #5 BOMBERCMD | _ 1 5 COM #5 s : FORECAST| 0-3 | 1
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distance and the direction (D at $354 and DIR
at $355). When using DIR, 1 is up, 4 is down,
counting clockwise.

In Reach for the Stars with its dreaded wrap-
around universe, these calculations were
performed by first arranging 8 maps around
the original (in a noughts and crosses
fashion) and performing the above
calculations 9 times as shown in the
accompanying sketch.

By selecting the least distance, and using the
direction given by it, travel could easily be
achieved via wrap-around.

This column is intended as a regular
event in Run 5 and if you would like
to participate | would appreciate
your writing to me with your views
or questions.

(XQ,YQ)

(XQ,YQ)

(xa,ya) (xa,ya)

/ n

S

Mﬁ)

\& (xa,Ya) \ (xo,yQ)

8D 55 03'

60

03 04 05 5
030005
02 .0-1; 06 o

sta DIR
pre o

) .DlRXY hex030405030005

. hex020106020006




AS CLEAR AS MUD

(Somebody Done a Mistake)

For one reason or another there are
some mistakes in the documentation for
our games. The following errata should

help to clear things up.

REACH FOR THE STARS
PLAYER'S MANUAL

(p. 4) The formula for calculating RP pro-
duction was omitted from the bottom of the
left-hand column. It is given below.

RPs = POP*2 + IND*SOC
16

(p. 5) The starship icons were omitted from
the section on Player Identification. They are
reproduced below.

PLAYER ONE

PLAYER TWO

PLAYER THREE

PLAYER FOUR

& S

When more than one player's icon collides in
a star system, an asterix identifies the
contenders.

(1) = H 2
4) ¥ ¥ ©

CARRIERS AT WAR
PLAYER'S MANUAL

(p. 10) In the Coral Sea scenario, there are 7
A-24s based at Townsville.

(p. 11) Variation (a) for the Midway scenario
has a mistake in it. The Hiyo was not in
service at this time. The light carrier
accompanying the Junyo was the Ryujo. The
Carriers at War ship specification article
appearing elsewhere in this issue lists the
data necessary to create this ship. A
suggested air complement is 9 A6M2, 18
D1A1, 6 B5N2.

(p. 13) In the Philippine Sea scenario, all
Japanese task groups become available on
the 18th June; not the 17th June. The data on
the disk is correct.

DESIGN MANUAL

(p. 3) In the Plane Class Create section the
Crew variable was omitted. It appears, of
course, on the disk itself. Crew values range
from 0-5. 0=1 man crew 1=2 man crew, 2=3
man crew, 3=4-5 man crew, 4=6-8 man crew,
5=9+ crew members.

(p. 7) The print utility is Menu 5, not Menu 10.
The review utility is Menu 4, not Menu 11.

(p. 10) The last paragraph in the left-hand
column should be ignored.

EUROPE ABLAZE
PLAYER'S MANUAL

(p. 3) Para 3, left column. Negative scores
are not displayed above the menu window.
Negative scores appear as 0.

(p. 5) Late in the game's development we
decided to make the Combat Display (Menu
10) an optional feature. The mechanism for
turning it on/off appears in Menu 9. Contrary
to the statement in the last paragraph, Menu
9 is never bypassed.

(p.6) Flak unit A43 is not the one illustrated
in Fig 1; flak unit 571 is shown.

(p. 8) Fog-prone weather boxes are shown in
white. Storm weather boxes are shown in
inverse. Storm and fog weather boxes are a
combination of both symbols.

(p. 9) Commodore owners using black and
white monitors will no doubt appreciate this
little bit of information. On your menu card
there is no mention of the need to type
Cntl(B) to enter the black and white mode.
The little rapscallion who forgot it has been
soundly chastised. Type Cntl(B) as soon as
Menu A has appeared. The colour displays in
Menu 8 will now appear as words (and should
make more sense).

(p.17) No. 32 squadron, as illustrated in Fig
19, flies Hurricanes and not Spitfires as
written in the text.

(p.18) The Briefing category in the squadron
report menu was omitted. It should be
number (e) while the Stood Down category
becomes number (f). The Briefing category
includes all squadrons who have been given
an assignment and have not as yet become
airborne. Also included in this category are
squadrons in the landing pattern routine.
They are debriefing. These latter type are
distinguished by a landing indicator in the
examine squadron menu.

DESIGN MANUAL

(p.9) In the Time Create section the
Forecast variable was omitted. It appears,
of course, on the disk itself. Forecast values
range from 0-3. O=clearing, 1=stable,
2=building up, 3=unstable.

(p.16) At the time of preparing the Design
Manual, it was not possible to determine the
thresholds for the 4 commands in the 15th
Air Force scenario. They are given below.

Axis - Luftflotte 1 (0), Luftflotte 2 (30).
Allies - 15 Air Force (1050), 12 Air Force
(240).

(p.17) The Ground Radar table in Appendix C
lists the minimum detection altitude for

Axis radars in '43-'45 as 5. The value should
read 1.

In the next issue of Run 5, we'll be
running a question and answer
forum in this space. We would
welcome any queries from readers
who would like some clarification on
any aspect of our games.
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One of the hardest tasks in designing a scenario
for Carriers at War is obtaining technical
information on ship classes. This feature is
intended to make that job a little bit easier.

Complete design specifications, in
Carriers at War format, is
provided for each ship class together
with the names and pennant
numberst of every ship in each class.

All United States warships launched prior to
December 31st, 1942 and all Japanese
warships are included in part 1.

Part 2 (which appears in our second issue) will
contain the specifications for United States
warships from 1943-1945 as well as Common-
wealth warships for the period 1939-1945.
Finally, part 3 (in issue 3) will provide the
specifications for French, Dutch, Italian and
German warships for the same period as well
as including some specifications for support
vessels (e.g. oilers, transports, tenders) for
afl nationalities.

To make use of the information, locate the
required ship from the listing and note the
ship class to which it belongs. Now find this
ship class from the appropriate table and
enter these values either directly into your
computer or (recommended) onto a blank
design sheet.

Note that pennant numbers for CV's are
included even though there is enough space in
the carrier creation routine to enter most
names in full.

The ship listings also include the specialized
data needed to create carriers and
submarines. This information appears to the
right of the ship class name in the following
format. For carriers, air capacity and spot
number are read as follows - (A,S). For
submarines, depth and speed are read as
follows - (D,S).

It's best to illustrate the procedure with an
example. Let's say we're designing a scenario

24

>

to recreate the Allied amphibious operations
against the island of Leyte in the Philippine
Group. Among others we need the specs for
the battleship New Jersey. Consult the US
ship listings (under battleships) and you'll
find the pennant number of the New Jersey is
BB62 and the ship class is BB 1942. Locate BB
1942 in the ship class listings and enter the
data there onto a blank design sheet.

If you were after the US Submarine Gato,
you'd look in the ship listings and find that its
pennant number is SS212, its diving depth and
submerged speed ratings are 6 and 5
respectively and it belongs to ship class SS
1941,

Throughout the war, armament, especially AA
armament, evolved rapidly as the reality of
naval vulnerability to air attack became
apparent. For those ships commissioned pre-
war, the armament ratings are those
applicable at the outbreak of hostilities.
Later arrivals have been given armament
ratings as at the time they entered service.

As a useful rule of thumb, the size of AA
batteries on United States and Japanese
warships doubled between Pearl Harbour and
the end of 1942, and doubled again in each
succeeding year.

The remaining information necessary to
complete ship and task group creation is
dependent upon the scenario. The historical
scenarios are the best guide for the appro-
priate ratings.

1. Japanese warships were not issued pennant

numbers as such. For convenience (and to fit the

often long Japanese names into the 5 characters

allowed), Japanese warships have been given pennant

numbers based on the chronological order of their

g’!hip classes and their alphabetical listing within
em.

o

JAPANESE

(90,7)CV
(90,7)CV
(71,6)CV
(73,6)CV
(84,7)CV

1921
1925
1935
1937
1939
(53,5)CV 1941

(60,7)CV 1943A
(65,6)CV 1943B

(75,8)CV 1944
(24,3)CVL1921
(48,4)CVL1931
(30,4)CVL1935

(31,5)CVE1933
(27,3)CVE1939

(24,3)CVE1941
(33,4)CVE1942
(30,5)CVE1943

CV 1
cv2
cva
CvV4
CV s
CV 6
cv7
cvsa
cvsa

Cv 10
CV 11
Cv 12
CV 13
CVL 1
CvL 2
CVL3
CVL4
CVE 1
CVE2
CVE3
CVE4
CVES5S
CVE®6
CVE7
CVES

AIRCRAFT CARRIERS

- Kaga
Akagl
Soryu
Hiryu
Shokaku
Zuikaku
Hiyo
Junyo
Taiho
Amagi
Katsuragi
Unryu
Shinano
Hosho
Ryujo
Shoho
Zuiho
Ryuho
Chuyo
Taiyo
Unyo
Kaiyo
Shinyo
Chitose
Chiyoda

JAPANESE
BATTLESHIPS

BB 1914

BB 1916

BB1
BB2
BB3

BB4

BB 1919

BB5

BB6&

BB 1940

-BBT

BB8

BC 1912

BC1

BC2
BC3
BC4

Fuso
Yamashiro
Hyuga
Ise
Mutsu
Nagato
Musashi
Yamato
Haruna
Hiei
Kirishima
Kongo




Shigure :
70 Shiratsuyu
- Suzukaze
e 72 Umikaze
CAV 1 Ch[tose i 1 : : 3 Yamakaze
CAV 2 Chiyoda Y o ; : 4 Yudachi
(24,1)CAV1938 CAV3 Mizuho | | DD3 o 1990 > Arare
(25,1)CAV1939 CAV4 Nisshin | DD4 N . DD76 Arashio
‘Kamikawa Maru | i - :

Kasumi

0 Michishio
31 Minegumo
- Natsugumo
 Ooshio '_ -

" Hamakaze
Hatsukaze
Hayashio
Isokaze
Kagero
Kuroshio
) 94 Maikaze
) ___'Natsushlo :

Y
-Akebono
“Amagiri

.;:Hatsuharu
61 Hatsushimo
> Nenohi
CL 1941 L2 . e 4 Yugure
: ' Noshiro . DDA H
Sakawa
Yahagl

CL 1942




Note that only United States warships launched prior to
December 31st, 1942 are included in these listings.
Consult part 2, which will appear in our second issue,
for those ships launched after this date.

5 Cleveland

LAS3 San Diego
LA54 SanJuan

Columbia

57 Montpelier
) Denver




MNRTFE@ ST&?!E%

: “DD.’MS Farrag
. DD349 Dewey
. DD350 Hull

- : DD355 Aylwin
 DD356 Porter

G  DD363 Balch
- DD 1935B DD364 Mahan
DD365 Cummings
DD366 Drayton

DD367 Lamson
DD368 Flusser

DI3393 Jarvls

 DD382 Craven
- DD400 McCall
- DD401

DD 1938A

':'00402 Mayrant

: DD403 Trippe

- DD406 Stack

DD407 Sterret
DD408 Wilson
~ DD409 Sims
- DD410 Hugh
: DD411 Anderson

_ DD413 Mustin
~ DD414 Russell
. DD415 O'Brien

 DD439 Edison

B DD380 Gridley

~ DD603 Murphy
. DD6e04 Parker
'DD605 Caldwell

DD416 Walke
DD417 Morris
 DD418 Roe
DD419 Walnwrtght
- DD420 Buck
: DD421 Benson
- DD422 Mayo i
DD423 Gleaves
DD424 Niblack
DD425 Madison
DD426 Lansdale
DD427 Hilary P. Jonas "
DD428 Charlas F Hughes
L

DD436 Monssen
DD437 Woolsey
DD438 Ludlow

- DD443 Swanson
DD444 Ingraham

DDdSB Macon'b
 DD459 Laffey

DD460 Woodworth
- DD461 Forrest

~ DDA488 McCalla
DD489 Mervine
DD490 Quick L
DD491 Farenholt
DD492 Bailey

- DD493 Carmick

_ DDA496 McCook
. DDA497 Frankford
~ DD598 Bancroft
- DD599 Barton
DD600 Boyle
DD601 ‘Champlin
'DD602 Meade

DD606 Coghlan

'DD607 Fraziler

DD608 Gansevoort
DD609 Gillesple -

. DD610 Hobby

- DD623 Nelson

. DD626 Satterlee

i DD465 Saufley

. DD621 Jeffers

' DDB:J'S: arle

- DD647 Thom

~ DD614 Mackenzle

'DD622 Maddox

DD624 Baldwin
DD625 Harding

'DD627 Thompson
DD628 Welles

'DD632 Cowle
DD633 _Knight

DDSSS_ erndon’
DD639 Shubrlck
DD640 Beatty
DDé41 Tillman
DD645 Stevenson
DD646 Stockion

DD466 Waller
DD467 Strong

- DD468 Taylor
'DD469 De Ha n :

~ DD511 Foote
DD512 Spence

~ DD514 Thatcher
DD515 Anthony

‘DD507 Conway
. DD508

DD4'7'2 Guest
DD473 Bennett
- DD474 Fullam

DD482 Watson
DDA498 Philip

. DD501 Schroeder

DD502 Sigsbee

- DD518 amwnsou =

DD520 Isherwood

DD519 Daly
521 Klmbgr_l_y




: 'ss{sa's 47
- 8S167 Narwhal
$5168 Nautilus _

55190 Spearﬂsh
55191 ‘Sculpin
S§5192 Squalus
188193 Swordfish

55268 Guardfish

& $S269 Albacore

S$S196 Searaven . ss275 Amber]ac
3197 Seawolf : :

Le Hardy_r - :
. Harold C omas e : -
2 Wileman = (6,5)SS 1941 53212 Gato - oo 55200 Whale

NUMBER IN CLASS # o 6 S 2 6 12 x
SHIP CLASS NAME | [8 8| ss 1923 ; SS 1933 SS 1937 SS 1939 PT misc
ALLIED Y/N Y Y Y Y Y
SEAPLANE Y/N N N N N N
SHIP TYPE 0-4 3 3 3 3 2
MAXIMUM SPEED | 0-45 15 17 21 20 29
DISPLACEMENT | 0-31 0 1 1 1 0
HEAVY AA 0-31 0 1 0 0 0
LIGHT AA 0-31 0 1 1 3 1
ARMOUR 0-15 | 0 0 0 0 0
PRIMARY GUNS 0-15 | 0 0 0 0 0
SECONDARY GUNS | 0-15 |- 1 0 1 1 0
TORPEDO TUBES | 0-15 | ] 6 8 8 n
VULNERABILTY 0-7 | 1 2 3 a 2
ANTI-SUBMARINE | 0-7 | 0 0 0 0 3
TORPEDOLOADS | 0-3 | 2 3 3 2 -
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UNITED STATES SHIP CLASSES - A CARRIERS AT WAR DESIGN FEATURE

NUMBER IN CLASS # 1 1 9 1
SHIP CLASS NAME GE CV 1933 CV 1939 CVL1942 BB 1911
ALLIED Y/N Y Y Y
SEAPLANE YIN N N N
SHIP TYPE 0-4 0 0 0 1
MAXIMUM SPEED | 0-45 30 30 17 21
DISPLACEMENT 0-31 6 6 6 10
HEAVY AA 0-31 ] 8 0 4
LIGHT AA 0-31 2 2 2 0
ARMOUR 0-15 e 0 0. 11
PRIMARY GUNS 0-15 0 0 0 12
SECONDARY GUNS | 0-15 4 4 1 8
TORPEDOTUBES [ 0-15 0 0 0 0
VULNERABILTY 0-7 1 1 0 3
ANTI-SUBMARINE | 0-7 0 0 0 0
TORPEDO LOADS 0-3 0 0 0 0
NUMBER IN CLASS 2 3 4 2
SHIP CLASS NAME BB 1914 BB 1917 BB 1941 CA 1929A
ALLIED Y Y: Y
SEAPLANE N N N
SHIP TYPE 1 1 1
MAXIMUM SPEED 21 22 28 a3
DISPLACEMENT 12 ° 13 18 5

[HEAVY AA 16 12 16[20] b 8
LIGHT AA 10 5 12[14] b 1
ARMOUR 14 14 12 3
PRIMARY GUNS 10 12 9 10
SECONDARY GUNS 8 6 10[8] b 0
TORPEDO TUBES 0 0 0 0
VULNERABILTY 4 4 6 2
ANTI-SUBMARINE 0 0 0 0
TORPEDO LOADS 0 0 0 0
NUMBER IN CLASS 2 1 10 28 [
SHIP CLASS NAME CA 1931 CA 1937 CL 1920 CL 1941 DD 1934
ALLIED Y Y Y Y
SEAPLANE N N N N
SHIP TYPE 1 2 2 2
MAXIMUM SPEED 33 34 33 a7
DISPLACEMENT 5 3 6 1 -
HEAVY AA 8 4 12 5
LIGHT AA 1 1 9 1
ARMOUR 2 0 5 0.
PRIMARY GUNS 9 0 0 0
SECONDARY GUNS 0 12 15 3
TORPEDO TUBES 0 6 0 12
VULNERABILTY 3 2 5 3
ANTI-SUBMARINE 0 0 0 1
TORPEDO LOADS 0 2 0 1
NUMBER IN CLASS 18 10 96 66
SHIP CLASS NAME DD 19358 DD 1938A DD 1939 DE 1942
ALLIED Y Y Y ¥
SEAPLANE N N N N
SHIP TYPE 2 2 2 2
MAXIMUM SPEED a7 39 35 20
DISPLACEMENT 1 1 1 1 1
HEAVY AA 5 4 4 5 2

LIGHT AA 1 1 1 1 2
ARMOUR 0 0 0 0 0
PRIMARY GUNS 0 0 0 0 0
SECONDARY GUNS 3 2 2 3 0
TORPEDO TUBES 12 15 15 10 0
VULNERABILTY 3 2 3 4 3
ANTI-SUBMARINE 1 2 1 1 5
TORPEDO LOADS 1 1 1 1 0
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JAPANESE SHIP CLASSES - A CARRIERS AT WAR DESIGN FEATURE

NUMBER IN CLASS # 1 2 3 1
SHIP CLASS NAME | [8 CV 1925 CV 1941 CV 19438 CcVL1921
ALLIED Y/IN N
SEAPLANE Y/N N
SHIP TYPE 0-4 0
MAXIMUMSPEED | 0-45 25
DISPLACEMENT 0-31 ]
HEAVY AA 0-31 0
LIGHT AA 0-31 4
ARMOUR 0-15 0
PRIMARY GUNS 0-15 0
SECONDARYGUNS | 0-15 0
TORPEDOTUBES | 0-15 0
VULNERABILTY 0-7 0
ANTI-SUBMARINE | 0-7 0
TORPEDO LOADS 0-3 | 0

NUMBER IN CLASS

1

SHIP CLASS NAME

ALLIED

CVE1939

CVE1942

2

1

CAV1936

CAV1939

SEAPLANE

SHIP TYPE

MAXIMUM SPEED

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILTY

ANTI-SUEMARINE

TORPEDO LOADS
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NUMBER IN CLASS

SHIP CLASS NAME

2

2

4

ALLIED

SEAPLANE

BB 1914

SHIP TYPE

MAXIMUM SPEED

BB 1919

BC 1912

CA 1930

=|<|=

DISPLACEMENT

HEAVY AA

«w

w
E-

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILTY

ANTI-SUBMARINE

TORPEDO LOADS
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-
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NUMBER IN CLASS

SHIP CLASS NAME

CL 1819

CL 1923A

3

CL 1938

ALLIED

SEAPLANE

N

N

SHIP TYPE

MAXIMUM SPEED

w
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NiZ|IZ
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w
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DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILTY

ANTI-SUBMARINE

TORPEDO LOADS
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JAPANESE SHIP CLASSES (CONT.)

KEY TO SHIP CLASS NOTES

NUMBER IN CLASS

it

SHIP CLASS NAME

(8]

5

12

4

DD 1922A

DD 1925

DD 1931

ALLIED

Y/N

SEAPLANE

Y/N

SHIP TYPE

0-4

MAXIMUM SPEED

0-45

DISPLACEMENT

0-31

HEAVY AA

0-31

LIGHT AA

0-31

ARMOUR

0-15

PRIMARY GUNS

0-15

a. The Lexington was sunk before
she had a chance to be fitted
with the revised AA battery.

b. The bracketed figures refer
to the South Dakota (BB 57).
She was fitted out as a Force
Flagship.

c. The bracketed figure refers
to the Hiei (BC 2).

SECONDARY GUNS

0-15

TORPEDO TUBES

0-15

VULNERABILTY

0-7

ANTI-SUBMARINE

0-7

TORPEDO LOADS

0-3
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NUMBER IN CLASS

10

18

12

18

SHIP CLASS NAME

DD 1935

DD 1938

DD 1941B

DD 1944A | ss 1924

ALLIED

SEAPLANE

N

N

SHIP TYPE

r

MAXIMUM SPEED

w
w

-t

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILTY

ANTI-SUBMARINE

TORPEDO LOADS
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NUMBER IN CLASS

5

1

2

SHIP CLASS NAME

SS 1926

SS 1928

SS 1932

SS 1935

ALLIED

SEAPLANE

SHIP TYPE

w

MAXIMUM SPEED

DISPLACEMENT

w

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILTY

ANTI-SUBMARINE

TORPEDO LOADS
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NUMBER [N CLASS

w

18

n g

SHIP CLASS NAME

SS 1939A |

SS 1941A

SS 1942A

ALLIED

SEAPLANE

N

N

SHIP TYPE

W

MAXIMUM SPEED

-
-3

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILTY

ANTI-SUBMARINE

TORPEDO LOADS
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Road o Appornaiiox

Some early thought§ on our upcoming
American Civil War Game

The design of a comprehensive American
Civil War game has been buzzing around in
our heads almost since Roger and | first went
to work together some three years ago.

Hopefully, we've now developed the skills
necessary to tackle what's going to be our
most demanding project to date. In the next
few months we'll certainly find out!

The game will begin with the fall of Fort
Sumter in 1861 and continue through to the
eventual(?) demise of the Confederacy in
1865 or whenever it may be.

To provide a manageable framework for the
military operations, we intend to construct
the political and economic environment of
the time. Ultimately, there will be several
levels of player participation. Building on a
chain of command concept that can
accomodate human and computer contenders
in any combination (as we experimented with
in Europe Ablaze), the roles offered will
include President, field army and
department commands of various sizes.

We'll be using a hex-grid at 25 miles per
hexagon to depict the region from
Phildelphia in the north to Tampa in the south
and from the east coast to Little Rock,
Arkansas. Time scale will probably be 1 day
per turn with an interphase every month for
economic manipulation.

Up to three bytes of memory will be
allocated to each hex allowing all of the
following factors to be accounted for.

* which state the hex is located in.

* the predominant type of terrain in the hex
(mountain, swamp, wooded, cultivated).

* the communications resources present
(road and rail facilities and their extent).

* rivers (navigable and otherwise).

Assigned to a separate data base will be the
major navigable rivers such as the
Mississippi. Also in separate data bases will
be approximately 150 cities and towns each
organized to account for a wide range of
political, economic and demographic factors.

Military units will be represented at the
divisional, corps and army level.

32

The unit of recruitment will be the regiment
for infantry and cavalry, the battery for
artillery and these will be assigned either to
the field army units just mentioned or to
city, depot or fortification garrisons. As the
design stands at the moment, field army
units will have the following characteristics.

Divisions - up to 12 regiments of infantry
(12,000 men) or 8 regiments (8,000 men) of
cavalry; up to 3 batteries (12-18 guns) of
artillery; an experience rating; a fatigue
rating; a supply status.

Corps - provision to control up to 4
divisions of the same type; up to 7 batteries
of artillery.

Armies - provision to control up to 4 units
which can be any combination of divisions,
seige trains, corps or other armies.

There will be approximately 80 commanders
in the game. Each commander will be rated
for rank (2-5 star), availability date,
experience, ability, political clout, and
popularity. These ratings will change as
events dictate throughout the course of the
game.

Each active army and corps will have a
commander assigned to it while divisions
will only require a commander when on an
independent assignment.

It looks as though there will be no major
problems associated with the relationships
between human and computer commanders;
in fact it's probable that all 80 commanders
will be able to have human or computer
direction. (Fitting 80-odd players around a
keyboard might be a small problem!).

We intend to provide three mechanisms for
determining the initial ratings of the
Commanders; historical values, random
values and player-generated values.

Like our previous historical games, Road to
Appomattox will include a design kit
although you won't be able to alter the map
or centre location.

You will be able to re-evaluate State
political and economic factors (even to the
point, for example, of including Maryland in
the Confederacy), alter the importance of
cities and towns, affect foreign policies; in
general you can expect to be able to change
pretty well everything except basic
geographic reality.

In addition to the full campaign scenario
recreating the entire war, there will be
several mini-campaigns of 1-6 months
duration.

The design kit will alsc have the facilities to
create mini-campaigns so that all the major
confrontations can be simulated. Run 5 will
regularly publish scenarios of this type.

As far as combat resolution goes, we hope to
be able to provide an abstracted tactical
combat display. Where a commander is
actually present at a battle, he will have
access to an order menu to activate his
troops on a stylized deployment display.
Junior commanders, of course, will not have
the same capability to influence the outcome
of a battle as senior commanders.

Also included in the game will be a careful
treatment of naval and riverine forces. Since
each hex on the map will know at all times
what State it's in, its proximity to friendly
and enemy forces, the presence of
fortifications, etc., forces travelling along
river hex-sides will have their speed
determined accordingly.

The economic and political systems are yet
to be developed in more than a rudimentary
way. More information on these next issue.

"'-'Expected_ Publication Date
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(No LD. required for half-elves.)

When the Going Gets Tough,
the Bard Goes Drinking.

are magic, the Bard is ready
to boogie. All he needs is
a band of loyal followers:
a light-fingered rogue to
find secret doors, a
couple of fighters

to bash heads, a con-

jurer to create weird

allies, a magician for
magic armor.

Then it’s off to com-
bat, as soon as the Bard
finishes one more verse.
Now.what's a word that
rhymes with “dead ogre?”

Hnd the going is tough
in Skara Brae town.
The evil wizard Mangar
has cast an eternal winter
spell. Monsters control
the streets and dun-
geons beneath. Good
citizens fear for their
lives. What's worse,
there’s only one tavern
left that serves wine.
But the Bard knows
no fear. With his trusty
harp and a few rowdy
minstrel songs he claims
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4 classes of magic user, including 128 color monsters, many Full-color scrolling dungeons.
wizard and sorceror. 85 new animated. All challenging. 16 levels, each better than the
magic spells in all. one before. 3-D city, too.

The Baﬁrd‘s Tale"
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ELECTRONIC ARTS™

Specs: 100% machine language, 400K worth on 2 disks. 64K RAM minimum; enhanced for 128K. Now available for Apple Il family for $44.95, C-64 & 128 for $39.95.
To order: Visit your retailer or call (800) 227-6703 (In Calif. call (800) 632-7979) for VISA or MasterCard orders. To purchase by mail, send check or money order to Electronic
Arts, PO. Box 306, Half Moon Bay, CA 94109. Add $3 for insured shipping and handling. Allow 1-4 weeks for delivery. The Bard’s Tale is worth the wait.

Apple is a trademark of Apple Computer. Wizardry is a registered trademark of Sir-Tech Software, Inc. Ultima is a registered trademark of Richard Garriott. The Bard's Tale and
Electronic Arts are trademarks of Electronic Arts. For a copy of our complete catalogue and direct order form, send $.50 and a stamped, self-addressed envelope to Electronic
Arts, 2755 Campus Drive, San Mateo CA 94403.




