CBM 64/128

Unquestionably the most detailed, historic
‘World War II submarine simulation ever created.
Select your command on one of six different US
Navy submarines or German Kreigs marine U
Boats patrolling the Pacific or Atlantic Oceans
from 1939 to 1945.

commencing with convoy target practice and
working your way to the highest Wartime
Command over the coursd of the entire way. ‘

® Learn every aspect of underwater
warfare: navigation, weapons usage,
weather, repairs and conflicts strategies.
® Completely authentic vessels with five
levels of maps, periscope, binoculars,
s, deck
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“Welcome Aboa

Firs2 of all, lorget you're using a simulation. If's important (Mat you Deleve
that every strategsc move you make may have real Me implications—tloe
YOur counry, your crew, and your own lite.

Many of the batthe situntions here are those you will Wty face dumeng your
own cormmand. You're using the battle precedents of WWII to practice your
critical decision making skils—ihe kinds of active decisions you will be
forced to maxe hundreds of miles out af soa in the lace ol enemy deck
guns, depth charges, and air Bssaults. And the lactical decisions you'l
guislly lace underwater and under prassure.

Remamber, you should know your enemy Study him Study his ship—what
kinds al it carries and its . And, of course, study your
own subs and weapons. You'll lind all the inforrration ¥ou need

in 1hese nstructions.

Getting Started

CBM 4% /128"™ o

* Sel up your Commodore 64/128 as shown in ihe owner's manual (Note
It using a Commadore 128, sof systom fo C64 mode.)

* You wil be using the keyboard 1o play the game, refer to the COMMAND
CARD and Appendix B for keyboard commands. You can akso use the
[aystick for changing the direction ol your view. plug the joystick mio
Port #2

Turn the compiter and disk dive ON

* Insort your SUB BATTLE SIMULATOR™ dask o the anve, label side
facing up, cutold pointing iowards the back

* Type LOAD “+", 8, 1 and press the RETURN kay,

® Your WWI i will y \oad and detault 1o the
Target Practice mode.

& ‘¥ou will be pramplad 1o furn over the disk at
she appropriatn tmo
With the Epyx FAST LOAD CARTRIDGE:

- mmmlhnwmmmkmn you ust have to press the
Ce (T ey ana ey 1o load ihe program

CBM B4% /128™
SHIFT and RUN/STOR PLAY o thy
- mm and ks 1ngether. Friss on tha

® Once an enimy Ship COMEs N0 View, yOu Can center if i your view frem
the Tower, Bnoculs of Periscops Views . by using the Keyboarn
Commands ; of by mawing the joystick keht or nght fo move your view
When you are pointed directiy a1 the larget and the enemy
I5 eentered in your view, the Targel Data Computer will
‘automatically be activated. Tho TDC will give you an informational readout
on the enamy ship. Al this point you may want to match your headng to
your view by pressing the J key. When a ship is i range (see lissing of
lomeda capabiblies and ranges in Appendix D), press on the torpodd fire

AFT tpedo key T or Y). Once you're closar you can fire a deck gun
{press G 10 infhct heavy damage. When e Target Data Computer

dsplays “Planes in Range!’ use ine F key to fire your anti-ssrcraft guns
on thien (you need not be pointing directly 81 them o h them]. You can
akso use your anti-asrcratt guns against ships ot close rangs. Remarmber
mwnawwmawmmmnmmﬂlmmlm
Transter Torpedo on p. 28}

Hint: Posiflon yourself in front of the enemy comvoy and Crash Dive [press
RETURN) 40 wait for them. Use your Periscope and Sonar 5o keep your ey
on them as they advance. When the enemy is close enough, destroy as
many of them as you can with your torpedoes. ANer the enesmy convey has
scaftered, Surface (press RETURN again) and destroy any remaining ships.

“Fieter 1o APPENDICES for specifics on al VIEW DISPLAYS, GAUGES,
CONTROLS, and INDICATORS

Mission Simulations

Aftar you have practiced different strategies and tactics in the Target
Practice mode you can iry your hand a1 actually commanding specilic:
rmissions. You might want 1o start out with Single Misgion to test the
wators and fen gracuate 10 Wartime Command (multgée misssons
Ihroughout an enline wir) when you el ready for the responsibility.

rodizeod slens with | los: Lo
Wuﬂurx!m you may use the Navigal mameasmbg
pressing CTAL-G. Lise this to gt 10 the batte site mone quickly. i you
choose a higher Level of Play you must use the heading keys and Map
View i navigate, and the Time Compression Keys (see column 3 over)

10 get 1 the batile site more quickly.

Single Mission
To play a Single Mission, hrst press CTRL- N o select a new game. Type
¥ to end yoar current game and type the highighted keys to make your

selechons: Choose S to play o Single Mission and 1, 2, 3, or 4 for your
Level of Play Aher you make your selections. take the lollowing actions:

® Use the N key to choose ither Gorman or Amoncan s your captain's
nationaity (and the type of sub you will be commanding)

* Usethe Y key 1o choose the year of your missson.
® Press the = key (o 8281 your Single Mission.

Maoxt you will recoive lop secret orcers for your single comaat mission. They
will ontain the specdics of Mat mission, along with the navigational

¥ 10 resch your Al any time during the
simulation you can redes 10 these crdars by typing CTAL-M
Press RETURN 1o begin the game

“Aeler 1o APPENDICES for speafics an ol VIEW DISPLAYS, GAUGES,
8. and

Objective

‘Your objective is to command a WWII submarine, compiate 8 mission and
survive

Your actson can lake place in one of three modes:

* Target Practice 8gains! an enemy convoy

= Single Mission in & real combal sefing

& Wartlme Command over the course of e enting war

There are 60 diferent missions (24 Amoncan, 36 Gernan| in addtion 1o the
target pracice mode. American missions ane vory close fo histoncal

ocourrences, while German missions are not &S exact, since actual palrol
records for the Germans were mostly destroyed at the end of the war,

Wartime Command

ou can play a full Warlime Command and progress mission-by-mission
ovet the enlire course of & war UNIM you are eilfor los! in acton or the wat
endds in yout thenter

First press CTRL-N 10 select @ new game. Type ¥ 10 end your current
game and type the highlighted keys 1o make your selections. Choose W to
@ay a Wartime Command and 1, 2, 3, o 4 1o choose your Level of Play
Ater you make your selections, 1ake the lolowing actions:

® Use the N key fo choose either Genman or Amincan as your captam's
rasionalty {and he type of sub you will be commanding]

* Enter your captain's name from the keyboard
* Prass ine == key 1o start your Wartime Gommand

Your warime senvice begins n 1839 I you seiected German (Goermany va
AmericaGreat Brlain, Atlanfic Theater), It beging in 1942 If you salected

Missaons fall into 4 genernl calegores: Sesk and Destroy, fpwck
up people/supgies, drop off coasl watchers), Lifeguarang (pcking up
dawnod lers), and Patrol

Note: See STARTING SIMULATION and MISSION SIMULATIONS for
turthar axplanaton of these modas.

Starting Simulation

Note: All controts shown n color are ssplained i the HELP REFERENCES
sectien m Appendix B.

When you first boot SUB BATTLE SIMULATOR™ you will be in Target
Practice mode. In this mode you can become proficient with the controks of
your submaring, and gain experience in the tactics of submarine warfare

Later when you leel confidant of your abilites, you can embark on & combat
mission. First press CTRL and N 1o soboct a new game. Then type ¥

o end your curment gamae and type the highlightod keys 1o make your
satactions. Select Single Mission (5), Warlime Command (W), or
Target Practice (T), and your Level of Play (1 S casest, 4 s mast
advanced). Nex choose your nationality [Genman or Amenican), and S
your of your mission.

Your game slaris i 1942 il you choose an Amencan Warlime Command, and
1938 if vou choose a German Wartirme Command. When all your chaices
have boon made, press the - key o starl your Singhe Mission or Warbime
Command. (See Level of Play chart on the COMMAND GUIDE ).

Target Practice

Al zero hour your hoading 15 prese? in the direction of the corvoy. You will
ba wamed (Battie Stations! Battie Stations!) that the enemy convoy is close,
But  is not yet within range of your weapans. Take e lobowing action

* Press the right arrow (CRSA = ) key, press repeatdly untl he speed
gauge reaches 21 knots. This wall go! you 1o the scene ol Me battle
{within target range of the enarmy). (Ses Time Compression n 3nd calumn
1o reduce even mone Bme.)

= Then, using the Map View to follow your progress, stay on e surface to
calch up 1o the enemy convoy (Zoom In 1o the T Mis View by pressing
ne Z key). Use the navigalion time to check the position of the enamy
and 1o devise an overall sirategy and angle of assaull.

= When you are wilhin range of the convoy you might want 1o slow your
speed (and Time Compression d used), and make adusiments 1o your
heading 1o sirategically position yourself lor attack. You can change your
haading by using the , and . keys

{America vs. Japan, Pacilic Theater)

You will next receive top secret orders for your first combat mission. They

ikl conuain the %DOCIICS of s st ¥ssion. Biong wieh Ine Naunganonai
¥ lo feach your You can refer 1o thase

n:nm anytima by typng CTAL-M _ Afer you complate your first

misson you will receive a Performance Review and further orders.

And if you successiully complete at least one mission of 8 Wartime

Command you will be recorded in he Hall of Fame

“Reler to APPENDICES for specifics on al VIEW DISPLAYS, GAUGES,
CONTROLS and INDICATORS

General Operations
Navigation

Sanca the Mavigator i only available in kwer levels of play, i's important
that wa refrash your memory with regards 1o navigation.

Wou can navigste your submaring by using the View, Heading, and Speed
Gauges. For long dstances, the Time wamm mode can bo usod.
10 check your C and keep an eye on your

POSIton usng M Mlﬁ Displays . (See CUMMAND GUIDE and Appendix B
lor Keyboard Commands.)
A vessel's postion on earth can be expressed in ferms of two angles caled
latitude and longitude. The nofth and soulh angle is called latiudie. The kne
of 0 latude is the equalor. 90 degrees norh Iatitude is the north pole, and
90 degrees south latitude i the south pols, The lines of langitude run from
e north pole 1o the south pole, dividing the earth into a series of “orange
shicas”
The Atantic iheater of operaons is shown below. A German boat could, lor
oxample. head oul from Wilhelmshaven, 54°N, 8°E. The boat would head
wesl, lof the Greenwich Meridian, crossing into hostile waters about the
time Me longitude changed from E to W. The palrol area would be in the
norh Atlantic, all in the western longitudes. after which the sub would head
for 0 longiude and home 10 France or Germany This boat would see
eastern longitudes only a8 it approached bases in Germany or Baly, and
would narver soe the southem labludes al all. (See dagram below )




The Amarican, on the other hand, wanders all over both sides of the
iernational dateling and must know which hemisphere he is operating in al
all irmes. For axample, the positon of Peast Harbour, in the Hawakan islands,
udzfﬂ.l‘iﬂ‘“ﬂumhmbﬂwlum wara 1o make

littie navigational emor and find himsolf al 21°N, 158°E, he would find
nmlmulmmlummmmlnwuwrwd
Marcus Island, which for most of the war was by the Japanase. A
mulmplnﬁngmubmtalm's,lﬁﬂ'\'fmmvuhth
Toketau Island group, also Japanese held. Eithar of the latter two positions
would be good patrol areas lor sinking Japanese shipping, but a disaster 10
@ boat looking for fuel, food and shore leave, (See dagram )
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Time Compression
We want you 1o get as much training in actual bastle as possible so we have
included a tma compression feature so that you can reach the scene ol
battle more guickly. Thes allows you 1o sat eilher a 1 second ~ 1 second,

1 second = 5 seconds or 1 second = 30 seconds lime compression during

tactical operalions, and o 1 second = 10 minutes or 1 second = 4 hours

time compression for Sailing 10 your assigned palrol area (see Nwlw on

page 25 or wailing on station. The 1 second = 10 minies and 1 second
4 hours. lime compressions can be activated oty when you ane surlaced

and far away rom enemy shaps or planes. Il you fun across the enemy your

time compressicn will aslomatically decrease 5o thal you have lime 1o
devise a plan of attack. Press W 1o increase Time Compression and Q 1o
decrease it

Saving/Loading A Simulation

Saving a Simuiation

Wou can save your Single Mission of Wartime Command 1o anciher
diskette. Press Ce S You must replace the SUB BATTLE SIMULATOR
dsketlo and replace with a formarted desketie on which 10 save your

curtont samudntion. You will be prompied 1o type & hle name for your semulption

Note: This leature is not avallable s Target Practice made

Loading a Saved Simulation

At any time you can load 8 previously saved simulation. Press Ce L

Wou must feplace your SUB BATTLE SIMULATOR diskette wath the diskeite

on which this prsscusly saved game was stored Your Single Mission
o Wartime Command will resuma from the point |t was saved

Quitting
You may quit M any kme by pressing CTRAL-Q Il you wish 1o later rebum

1o thie same Single Mission o« Wartime Command. you must save ine
simulation baloes quiting

Historical Perspective

THE GERMAN U-BOATS

Uniie the Amencans, the Germans had conducted a very successiul
submarning campaign in WWI. In W1l Admiral Doenitz. the supremsa
commander ol the German Mavy, imended 1o strangle England oul of
wxistence, and he nearly did However, German Bgoressvencss was nol
sufficient to defeat supenor Allied technology. The German tegh command

wouldn'l preduce encugh U-Boats, o develop encugh new lechnology. while

e Aliesmass-produced merchanimen and escorts ubilizing tha Litest
technology. The mighty Type XXI submaring was, ~Too litke. too late” to
slem the onslaught of Allied scaence and produchon capabaties. German
missions were characienzed by shorl. single object missions against
superior anamy lorces.

German Operations

DOverview: The convoy batbes of the Atlunbe are charactonzed by large
convays baing atiacked by wollpacks of submarines.

Stralegy: The Gorman U-Boat campaign was 1o cut off supples to an island
nation, England, Tho materials came irom both the West (the Amencas] and

the Soulh [Amencas. Alica, Middle East, and Far East]. Finished goods

want North (1o Russia) and South. Convoys mosty toliowed standard roules.

a8 thare ware no istands.

Operations: Because of this the Gormans would send their boats cut 1o an

‘afea known 1o be near & shipping lane, and have the boats wad. In the
oveninags (when it was supposedly sale o surtace). e haats would rad
back to base in order 1o report whal had happened duwing the day, and
recoive any new orders. Howover, when the boals radioed back 1o

headguaners, Alked drection findors could triangulate their posiion and aler

comvoys in the vicinity

Tactical: U-Boats would surface at mght when they could avosd arplanes
and loak lof the convay that one of their sister boats had been tracking, or a
Luftwafle [Gesman Ar Force) search plane had spotted. When the convoy
was sighted, the boal would approach the on the surface and
aftampt 1o gel off of the jorward quarter (on edher side), This was the most
acvantageous position 1o gel & shol i al & convoy,

Type XXE: could huve won the war il She production and design problems.
were worked out earker, and 1o its exchusive

whan it was early enough 1o make a difarencal introduced fate in 1944
these wore the accumuiation of ad lessons leamed in the six years of
subimaning warisre. Streamiingd hulls, more ballenes, snorkel. and silen!
slectne mators.

Bullt: Reponed as 129 umis

Slze: 252.6' long, 21.7' wide. and 20.3' draught

Displacement: 1650 tons surlaced. 1820 tons submonged

Speed: 15 5kis surlaced, 17.5kis submerged, Skis on creap motors.
Range: 15 500nm surfaced, 365nm submerged (sient)

Misc. measurements: Dive Gopth assumed 10 be over 364"

Weapons: Six 21° ubes forward, 2 twin 20mm gun wrrets, 23 torpedoes
cried, 17 lorpesdioes and 12 mines could also ba camed

THE AMERICAN SILENT SERVICE

American submarnings were active during the entire war. Besides just
uflacking enemy merchant and naval shipping, American submarines
Nlarked carrigr task lorces, provided Weguard functions lor plols, did
roconnaissance and provided tixi service to refugees and spies. Thaso
submarines were initiaky thwarted in their effectiveness by the delective Mk
14 tompedo. However, the aggressveness of American senor fieet olficers,
prior knowlodge of Japanese ship movements, improved forpedoes and the
excellent quakty of fw boats themsobves tumed the tide in the Pacific.
Amencan missions were characledized by relalively long times al sen with
morg than one patrol area being assigned during thi course of & mission

American Operations

Overview: The character of submanne warfars in the Pacific iheater was
owuem, nlhrem than in the Allantic, Here, ndividual submarines attacked

thal hugged coasiines, or 1!# maving naval unils. There
mam;wmmmwmmmmmuua The Japanese
hind vary few radas sels, metective depih charges, bt adequate sonar They
considered escor duly 10 be less nonorable than serving on surlace fiet
units. Thus, the quality of tho escort crewmen available was isss than tho
average of the Japanese Navy.

Strategy: Since the LS. Navy was reading the codes of the Japanese
Mavy. they almast always had ihe ump on them Submannes would surface
al mght and wait for their coded radio instructions. The baats wera
concentralid i known shipping lanes, and vecionea 1o their targets by e
decoded Japanese iransmissions. Generally, boats would spend aboul a
manth on station.

Operations: A boal would be given a geograghic anea 1o patrol, 5o they
would not be atacked by Fandly units. It aspecﬁc tasgat would bocome
HPawi 10 Nevel st (trom

then this tanget would be assigned 1o various boats slong the path of the
targed

Tactical: When a largel was spotted by a lookout or radar, the sub would iry
1a get off of the pan or slarboard beam {jus! ke the Germans), and wast uni
range was down below 3280°, il possible. In the case of mulliple largets. a
captain would not normally attack more than three, Since the Galo and
Tench classes had fear toredo tubes, there was a tackc which called for

gefling snsade the convoy's penmeter and safting up fowr o 50 1ANGEIS wilh
bath seds of lubes!

Whien detected, the American boats could go deaper than the Japaness
narmaily set teir depth charges 1o explods, Thavefore, 8 ballered Amencan
suly would make good its escape aftor the Japanese thought they nad
dropped enough depdh charges lo “do the job’"
Other tactics included the “end run” attack. where the submarine
commander would position the submaring in the path of the convoy,
submerge as soon as they wene sighted and wait quietly for them 1o
Tireng of the convoy zigzags was ailical. since the convoy could
do a zig or zag @l the last moment and hrow off 8 torpeda shot

American Sub Specifications

Class: Was the mainstay of the fleet. Thase wera in senice e
antire war

Bulit: 73 of the Galo, and 31 of the Tench

Slze: 212" ngth, 27" wide, 15 draught

Displacemant; 1526 fons suraced. 2424 lons submarged.
Speed: 12.5 to 20 5kis surlaced, 9kis submonged.

Range: 10,000nm 1o 13,000nm a1 14kls

Misc. measuremant: Camed 378 to 464 1ons of fuel. Dwe depn, o 300 10
1000 #

5: 6 lorpecs luoes forward. 4 aft, with 24 torpedoes camed, Guns
ranged from 3750 cal in 1941 10 5725 in 1844-1845. Also camied vanous
combenations of 50 cal maching guns, 20mm and 40mm cannons.

S-Boats: Combal action was kmiled to the Nirst year of the war
Size: 211" long. 21" wide, 16" draught.

Displacement; B54 tons swifaced, 1062 tons submerged
Speed: 14 5kis surlaced, 11kis submerged.

Range: S000 mites al 11ks

Misc measurements: D depth of 200°

: Fowe 217 ubes lorward, some had 1 lube ah. Some had & 4
Qun, with a random number of machine guns of 50 and 30 cal

I\ppen;: A
Inside the Game Screen

Whan within soveral inousand meters, the boal might submerge in orde 1o
moduce the possibiity of being spotied. Normaly, one to three ships would be
wttacked depending on their size. range, and pevceived vakie

When the sub was spotted by lookouts, radar, of sonar, dving was e only
way out. The best a boat could do was go deep and sty slent, hoping the
eSCOMS gave up of ran out of depth charges.

German U-Boal Specilications

Type ID: was actually a European CoastalTraning boal. cbsolete al the
outiveak of ihe war Thoy saw action in the Batic. Maditerranean. Englsh
ChannelNorth Sea, and Arclic regeons,

Buili: 50 wets of a8 types (A, B, C, and D)

Size: 450.2" langth, 525 wide. and 42.6° "1l

Displacement: Amountod 10 300 1ons surlaced, 350 tons submerged.
Speed: Swiace (@esel] wos 1315, and submerged (electne anly) of 7kis

HTHW: Aoported as 5600nm a1 Bkis cruse. Submerged radus of S6nm
at 5

Misc. measurements: Crash dive of 25-35 seconds.
Weapons: 3 ubes forwarg, 5 lorpedoss camed (lotal of B), some 20mm.

Type VHC: was the most common type of the war,
Built: Around T05 wera bullt

Size: 220' longth, 20.3' beam, and 15.8° draught.
Displacemant: of 781 tons surlaced, B71 lans submenged.
Speed: 17kis surfaced, Bkis submergad

Range: (suriaced) of S600nm. 16 hows on bamary.

Misc. measuremaents: Crush depth ol 590°

Weapons: Consistod of a variely of 20mm and 37mm anti-gircralt guns,
passibly @ BBmm surface gun. ?ummmnwﬂadlnmrmm
and one al. Twelve lomedoses ware camied of 14 mines.
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Note: Scroons are representalive of the Commodare 64%/128™ version and
may vary on other lormats.
A Control Panel:

Various Controls and Indicators.

B Crew Speech Display:
Shows Commurication lrom vanous crew stalions.

C Gauges:
Shaws View, Hiading, Speed, and Depth
D View Display Window:

(Torwesr Viw shown)
D1 Pariscope View D5 Radar Screen
D2 Binocular View DE  Map Display
03 Tower View b7 Sete Display
D4 Sonar Screen D& Status Aeados
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Appendix B

Help References

DESCRIPTION

Enabled only when your sub is in danger ol
sinking. This ophion is fies! presentad on the
Crow Speech Displey. When used in
conjunchion with fadio Your Position and Send
SO8, it will mcrease e lkelihood of your

Damage inflicing ability of the enemy increases
with the Level of Play

Homa anc Cwstinalion Fors sre shown on me
Map Display as o small dotied reclange

Shown in your current Targed Book. Able 1o drop
depth charges in Level 2 and above.

A) Torpedo inaicatons give forward and aht
lorpade room information regarding he numben
of torpedoes LOADED in lubes, and the TOTAL
number of IOFPetoes remasng on board
{reacing from let-lo-right)

B) the Anti-Air Gun indicitor shows the
percentage ol AMMuAItion remasning

C) number of remaining Mines is shown in the
lowar right comes of the Status Readout.

Fires Ant-Air Gurr, Avadlable when “Planes in
Aangal is shown in the WINDOW, of when &
shap is largeled (planes are shot at first)

Ammanition is reduced 1% each time the gun

This is a X7 z00m available only on the surface
I is selected by pressing F2 (or V while
wsing the Tower View)

Recharges your battery only whan the diesel
engine 18 engaged (on the surface)

This “undreazes” the game action | you have
ustd Suspend Game

Displays your currant Nawigabona! Coordinates
on the Crew Spesch Display

This s & toggle key. Il takes you aulomatically 1o
a depth of 100 feel or, conversely, 1o the surface.
NOTE: 0 key will Tim Dapth (level your sub at

A readout of the most fecent information fram

This dispiays your current Mission Assignment

KEY HELP ITEM
CTRL-A  Abandon Ship
survival
Ability of
Enemy
Active Poris
Alrplanes
Ammunition
Indicators
F Ant-Air Gun
5 hired.
F2 Binocular View
B Charge Battery
Switeh
CTRL-S Continue
Game
Torl Coordinate
Key
RETURN  Crash Dive/
Surface Key
your present depth)
Crew Speech
Dinplay the crew
CTALM  current Orders
Damage

Damage is first reporind on the Crew Spesch
Orsplay. Degree of Damage increases with Level
of Play. Above Level 1, the degree of damage
can be absolule in a single slop. Stalus Readow
@splays all cumont damage condmons. Damage
rapair lime s slowed while you are n the Sient

Aunning mode
¥ Continued other side




¥ (Continued)

KEY

HELP ITEM

DESCRIPTION

F&

CTAL-M

CTRL-N

Days on
Station

Depth Charges

Depth Gauge
Destination
Port

Dud Munitions

ine
Setecior Key

GAUGES

Hall of Fame

Heading
Gauge

INDICATORS

Level of Play

Lighting
Indicator

Map Display

Match Heading
o View

Malch View to
Heading

A term mat indicates the number of days
jpatroling within a specific tolerance (according
1o your Lovel of Play) of your

T this task,

a8 ordered, will be raflected on your end-of-
misskan Periormance Review. Each you are
on station, confirmation (s given on the Crew
Spoach Display.

Fires Deck Gun. Can only be lired while on
surface. Number of shells remaining shawn 1o
the right ol the Deck Gun Switch. Reloadeng
time increnses with the Lavel of Play

Released from ships at any Level of Pray and
Airplanes above Level 1. Can be observed in the
Side Digplay i the WINDOW

Use thase keys 10 choase desifed depir.
sase

minmmmmmsum.im
for 10 foot incramants.

Will be shown in the Map Display as a small

dotied rectanghe. Lipon your arrival you will be

notified with a dialog box and be gven a
Parfgrmance Review and furlher ordess.

Tarpedoes and Deck Gun shels that fail 1o
explode when fired. The number of dud rounds
Incroases with the Level of Play

Toggle botween diesel engines and aiectnic
power, Diesel @ only available on the surfsce.
while ebeciric ks always available. Electric is
automatically whaen deving o n Siferdt
Aunning. Use of eleciric power cuses a
deplation of batleries, which can only be
recharged on the surlace by engaging diesel
mngines and typing B.

The gauges show the current setlings of the
submping conlrols. Seings can be changed
with Keyboard Commands.

NOTE: Using the shifl key with a koy command
will increase e amount of change.

Thes is a hsting of Caplaing who have completed
at least a Single Mission of 4 Wartime
Ceenmand, and a semmary o heir combat
Achirvemants.

Use these keys 1o choose desired heading
NOTE: The , and . keys incroase of decroass
the heading in 1 degree mcrements. The shift
key whon coupled wih one of these, allows for 5
degree incraments.

Display specilic submarine functions and specal
game festures,

Controls e level of dificully in the Single
Mission of Wartime modes (reler to
Levef of Play chart}

Thir cutside boroer of the screen shows e
current surtace lighting conditions. (dawn/day/
duskinight)

Prossing the Map abows one of fve
zoom levels in the WINDOW (7 mi., 35 mi,

175 mi, 1000 mi., 2000 mi,). Press the Z ana X
koys to Zoom In and Zoom Out on e Map
Disglay I the first three levels - your sub,
enemy ships, and aircralt are shown in detail
The last two levels are commonly used 10 gel an
everall idea of your location and to rapidly
Enange your position using the & howr Time
Compression mode. in ihese last two levels your
sub 1% indicated on e map with 8 blinking “+°
symbol. while enomy ships ate indicated by a
bilinking “x~ syl

chanqs your feading bo match your current

NO‘I'E “Shift-J" Imlﬂh\um As you
Change your view, your

automatically lollow This can umwaobv
using & Heading changs kay |, of ).

Instantly changes your view to malch your
curtient heading

NOTE: “Shitt-U" locks in ihis mode. As you
change your heading, your view will
aulomalically foow. This can be disengaged by
using @ View change key (7 or 1/ H of K}
Mines can only be deployed ol a depth of 100
toal or hess, using the Keyboard Command M.
This getaches e mine from the sub lnaving it
moared al the depth you released i, with a delay
bolore arming, based on your Speed

A dialng box will appeat wilh both departure and

and your mission
objectves. Radio contact from your
headquarters may change your Current Orders,
while you are enroute. At the end of your
rmisaken you will receiva 8 Parformance Review.

Ratevences a specific location on he surface of

New Game

tha Earth. in Dagrees, Manutes and
with a compass designation (N, 3, E,

Wi

Only avaitabla in Levels 1 and 2. This enables.
you b0 quickly artive ot any destnation once you

naus entered the Coordinales

This mm!nmmmﬁnm

Mission mode or Warlime Command mode.

Review

Periscope

RAadar Screen

Radio Your
Pasition

Ramming

Issued upon ion of any mission. Thes
review locuses on how wall you Toilowed your
Mission Assignment and your combat

achivements. Sucoess is the only tolerable
substiiute for not following ordars!

Automatically beings you 1o penscope depth, with
the periscope 5 feet above the surface (when
fully extended).

Digital readout of the current periscope hisght
above the conming lowar

Raises of lowers the perscope. in Levels 1 and

lowered in 1 fool ncrements:

Avaitable in normal magnification, or X7 zoom
by typing V on the keyboard

Togghes the radar on and ofl or releases bubbles
on German subs wilthout radar

Avaiiable only whaen the pariscope is above the
surface, this tracks surface and air targets,
within a 25 mee range

This autematically radios your currént
i 0

Whaen used in conjunction with Send S0S, it will
ncrease the likelihood of your survival in the
avont that you Abandon Ship

Damage which results frm ramming, increases
with the Leval of Play.

KEY HELP ITEM
Running
Aground
Sea Stale
CTAL-L  Send Shore
Party
CTRL-E  Send SO5
CeCc  Ship's Log
Shore Party
Destination
Fr Side Display

c Side Display
Toggle

s Silent Running
Switch

Fa Sonar Screen
Crsr—=| Speed Gauge
Crar |

FB Status

Readout
CTRL-S  Suspend Game

Target Data
Computer
(TDC)
i Time
Compression
Time
Compression
Indicaior
Qorw Time
Compression
Keys
Tor¥ Torpedoes
Fa Tawenr View
CTRL-T  Transfor
Torpeda
0 Trim Depth
1 View Aft

Tor: View Gauge

FI-FB  VIEW
DISPLAYS

Effects
v X7 Powaer Key

X Zoom Oul

Appendix C
Glossary

Torrms and Definitions
AFT: The rear pomon of & seagong craf

ANTI-AIR GUNS: Any gun o cannon primarily used lor defense against
@nemy aircratt Typecal examples wera 30 and 50 cakber machine guns and
20mm cannons.

Severs of absokte Damage can resulll Disabled
in the 4 hour Time Compression mode 1o allow
you b travel long cistances in & shon amcunt of
lame.

Enabéed only al Levels 3 and 4. This “rocks™ the
sub af o rale based on e cument Sea Siate.

ﬂubwwahhmﬂmmmlrsmu
Shore

This shoukd ba used whanever you Abandon
Ship. When used in conunction wilh Aadia Youwr
Position, i wil ncrease tha likelhood of your
survival

Thig gives & listing of your combat
achigvaments.

Will be shown on the Map Dispiay as a small
dofted reciangle.

Shows the sub and it s relative deptn. This can
be displayed from ihe left or right side of the sub
by using the Side Display Toggle, Best used for
observing Depth Charges and nearby ship
activity while subrmarged.

Toggles betwean loft and right sub views.

Used for evading enamy delection, this wil
olactne power il not already engaged.

down Torpedo reloading and

incroases Damage repair mes

Tracks suriace targets, within a & mile rangs,

mumm by Weathar ENects and Sea

TMCm—-lnul Increase of
dmnnmnupoodln 1 knot ncremants The
shift kay whon coupled with one of hese. aliows
lor B ¥nol increments.

This display goves you the damage status of all
majot aneas o your sub. Omer sub data, Sea
Sune Effecis, Woallan Efecls, yous ocalion, &
the data and fme we alss provided

This “freezes” game action until you Cominue
Gama,

Whan you cenfer the enery Larget m ihe
Periscape View, Binocular View, of Tower View
tha TOC wil give an informational readout, used
to make tactical decisions

This provides a way 10 spead up the action. You
can choose from fve available modes: 1 sec..

5 sec.. 30 sec., 10 min.. and 4 hour I the 4 hour
mode you will bo limaed to the Radar Screen. of,
wither the 1000 mile of 2000 mae Map Display
the WINDOW. In close praximity 10 the enemy

you are hmited 1o the 1 sec., 5 sec., or 30 sec.

mades. In e 4 hour Time Compression made,
Rumring is disabled.

Displays the cumont Time Compression lacton

Slows cown of spesds up Time Compression. O
slows down and W speads up.

T hres Forwad Torpedo, ¥ Nied AR Torpeao.
Torpedoes can only be fred at a depth of au Toal
of less. Usang the Targer Data

‘conter on an ey LUgel gves you ma best
chance of & ha Peicading imes are slowsd in
Ihe Sdent Aunning mode and may also be
slowod # you have sustained Damage.
HOTE: The shilt key used with T or ¥ will shoot
the torpedo siraghl in the dreckion of your view.

This view s bom the main conning tower and is
anly available while on the suriace

Thes 1 thie anly way o move forpedoes batween
the forward and all torpeda reoms while at sea
This action is nol mstantaneous and can only be
done il you have Torpedoes available

Heyboard Command 0 5tops 3 depth changd in
progress, and levels your sub at your present
depth

This key will change your View lo look AR {1807
from feewasd]. This is halpful for keeping an eye
on tha position of your enemies and launching 8%
torpedoes

Use your joystick of Keyboard Commands to
serall your view leh or nght

MNOTE: The ; and : keys increase or
decrease e view angle In 1 degies

The shift key when used wilh one of these,
alicwwrs lor 5 degres increments.

Visund and nformational windows lor your sub
which mppeas in the WINDOW

Enabled above Level 1 and moreases with the
Level of Play

A} lunctions as a zoom lom e Panscope Wew.
and

B} changes 10 the Bmocular View fom he
Tower Winw

This Wey Inwardly zooms the Mag Dispiay, in the
WINDOW, through a vanable range—{from the
2000 e 10 the 7 mile displays).

Thas key cutwardly rooms the Map Display. in
the WINDOW, ihrough a variable range— [lrom
the 7 mile to the 2000 mie displays)

BALLAST TANKS: On a subimanna, ballas! tanks were used i hold various

fevels of seawaler, causs

the submanne o dve o climb in depth. Waer

ng
‘was removed from the tanks by using compressed air andior slectric pumps

BATHYTE

H: An

used to idenlity layers in wate:

temperature as a function of depth.
BOW: The forward portion ol a seagoing craft.

: Ao

bowes on top of the submarine which
submanne

TOWER:
also served as the prmary enrance ko the inferior of the

CONTROL ROOM: The control center of the submaring. The
Exacutive Officer, wwmuwmumhwnmnd

the Al i

fie.

imary syslams dive
‘conteais, slearning, radar, sonar, eu}mmuodnomwsm- of e
submarine. Typically located under the connirg lower.

CONVOY: A group of ships traveling together.

DECK GUN: The primary surlace weapon on a submarnine. Typscally tnes
gun was a cannon of a 2° to 47 bare size



DEPTH CHARGE: An axplasive charge specifically designed 1o damage
submarines. These weapons were dropped o thrown off the side of ships
attacking submerged submarines. A typecal charge contained 300 ibs. of
high explosive and could have its depth set in 10 foal incromaents.

o

DIVE PLANES: Thess were moveable fins’ on the side of the Submarine ‘ :.'.
which were used to aid diving and cimbing while moving in the watee

Simaar to Naps on aircraft, they would force the front of the submaring up o

dawn whee under power. m—

ar 35000 1
DUD: Either irpedoas or deck gun rounds could fail 1o explode on contact B Bepth Charges  we Boch Guni
Whan this happoned. 1 was labeled 8 “dud” round or “dud” torpedo.
ESCORT: A class of ships designed 0 éscort merchan! and other unarmed
shipping. Lised 1o screen and delend these ships agains! submarnines and
other attacks.

Beslioger 00 tams 33 w0

TER: An used 1o the depth of water below s Depih (marges Was Deck Gums

tha kool of the submanng

KRIEGSMARINE: The Gorman Mavy.

LATITUDE: The lines on & map which measure your relative distance from
the equator These ines run laft and nght on maps onented with North at

the lop and South ai the bottcm. Tnewit 1900 fams 1 ki
Wt Bepin Chmiges Wan Dtk bunt

LONGITUDE: The ines on & map which measurg your deslance oiher East
o West of Greenwich, England (the pame Meridian). These lines would be
worlical on a mag onented with North at the top.
LUFTWAFFE: The German Air Foros.
w000 fons N4kl
MINE: A stationary explosve designed 1o relard Sccess 1o the area i is "o nulun-pu =5 DECK Gung.

placed. Mines cousd eiher be contact or magnetcally fused and warp ussd
10 edher “Dox in” or “fence out” anamy shipping

: An oplical that aficws a (]
scan the surlace. In 1944 the Kight Scope with a buill in radar antenna was
introduced. The Night Scope made a magor diference in night cbsenvations.

PRESSURE HULL: The outer parl of the submarne which keeps ine orafl
from being crushod by water pressure when submerged

s Lo ML U T
minsges Was Drck Gum

RADAR: A device used 1o ideniily the direclion and distance of metal “
vessels which are oul of visual range.
RADAR DETECTORS: A defense devico used 10 detoct rader usage by
h i Tk 1099a taat BRI
ansm;;. With prioe knowisdge. a submarning could dve bedore an anack ":nn:;“ L N

RAM: The process ol striking another crall with your own. l .
SNORKEL: A device used 10 intake air whila the magonty of the submarne

s submerged. Only used in & very limited way by the Garmans during
Wil Transpet ool ALY

SONAR; Thore are actually two types of sonas devices. The first is called BB Tharaes e B Gt

“passive” sonar, which uses hydrophones (o colect sounds, and which are

nan intespreted by a human operator 1o delermena the distance, speed, and

yire ul sivg heard: The second type of sonar is o nd of underwater ragar

which uses high frequency sound waves and inferpreds the reflections. kn

e game these two are combned and trealed &5 & passive type sona et .y

o D "
SQUADRON: A group of warsheps assignad to 8 particulir duty th [hatges ey Bombs

SUBMARINE: Any warship thal can operale undersatar

TOC: An acronym for Target Data Computer, 8 mechanical device which
was used 10 assist sefting torpedn angle off bow direction on a moving
target for mueimurm accuracy.

Cainiing FRY iy
TIME COMPRESSION RATIO: The ratio thal time is compressed lor game Hos Bepih Charges Wes Bombs

play. {1e.. "1 second-5 seconds” means thal for each real second thal
passes, 5 seconds have elapsed in the game |
T - A lwge sell-propelh projectis 9

explosives. Usad sgamst shipping from submarines. destroyers, of patrol
boats

TUBE: The area of the submarine which held lorpedoes reaty 1o e

U-BOAT: A German submarine, German wore

numbered mstead of named, with a preceding “U"~ (Le., U43, U8B, etc |
A similar practice was used by the United States with the PT boats

{ia. PT-109)

Appendix D

Weapon Information

SHIP WEAPONS:

Nede These 5' fho weapons your enemy shps will be camang, Shey

weapons have & much larger range duw 10 longer barrels and sturdier
gun/cannon mounts than similar weapons on submannes.

American Enemies:

Carries 35000 tems 33 k0
How Beih Charges oo Beik Gun

Type of Weapon Rate ol Fire Range in Foet
50 cal maching guns 250-650 AS00-7500
20mm cannon 250-475 S000-12.000
AGmm cannan 140-220 12,000-27 000
3" cannon o T2mm 15-20 36,000 i R B
4" cannon o B8mm 112 42,000-54,000 4 Was Dok Guny
5" cannon of 126mm 0-12 39,000-54,000 l I
SUB WEAPONS:
Type of Sub Deck Gun Antl-Alr Guns
Type II-German Achually none 12} 20mm kght cannan :‘::1‘-:" ::.::mn':::.n n'.:.:h
{mt Lovels ? and Max rangé 4500 i
2 you get an

BEmm cannon)
Max range: 12,000 t

Type Vil-German B8mm cannon {15} 20mm ||gm ﬂlnnun
Max range 1LO00 N Max range: Fatre beat 98 tem e
Type XXi-German  Actually none (2-4) 20mm fight cannan pla s

{at Lovals 1 and Max range: 4500 ft
2 you get an
admm cannon).
Max range: 12,000 fi
" 10008 bans 1B kR

S-Class-USA I° eanmon {2) 50 cal. machine guns nn n.p-»u harges o DECk bumt
Max range 10,000 ft Max range: 2500 ft

Gato Class-USA 4 or 5 cannon {2 20mm - (1) 40mm H
Max range 14,000 it Feght cannon

Max range: 4500 f1
Tench Class-USA 5" cannon, 2) 20mm + {1} 40mm -t L gapy o] )4 A
Max range: 14,0001t light cannon e Brpih Chasgrs e De
Max range: 4500 0

Small cannons (50 cal, 20mm. and 40mm) were found n the deck and conrng
lower mounts. They were generally used agsins! aircralt snd small boats. Larger

guns tould do much more damage. The 5° gun, lor example, was capable of
tutting S00-750 ton ships 50 hard that the ships were regularly destroyed by them,

eihi Senpians Ten kI
TORPEDO SUMMARY TABLE T -t
German:
Type Propellant ¥rs in Use Dud™ Fusing Range  Speed
T1.G7a Sieam 1935-44 17 Cortact EBOO # 40 knots
T2. GTe Electic 193544 a8 Comact 21,000 4. 30 knots
T3. G7e  Electnc 1943-45 25 Magnesc 21,000 i 30 knots
TS, GTa  Steam 1943-45 B Acoustc  1B20M 24 knots 200 ki
American: h Eharges  Has Bamby
Type Propellant  ¥rs in Use Dud % Fusing Range Speed
Mk 10 Sieam 1941-43 16 Contact 10,800 R 36 knols
Mk 14 Sleam 1841-43 B2 Magnetc 13,8001 46 knots
Mk 14 Steam 1943-45 '3 Contact 13800 N 46 knols
Mk 18 Elecnc 1943-45 6 Contnct 120000 28 knots
= e e . — == Copyright 1" 1987 Epyx Inc.
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usion, putiic . COpying of hiring,
Note: Study the descrphions of each shp and arplane in the following sl.rlcwomﬂ
pages. The information will hedp you 10 rECOGNIZE AN KNOW yOUr ENemies. Epyxisa tradermarn, no
Remember. the mone you know sbout your enemes the befter chance you Sub Bﬂlm sslmﬂunlrk EWN Inc

have lor survival and victary.
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