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On the morning of December 8th, 1941, Japanese
amphibious forces came ashore at Kota Bharu on the
northeastern coast of the Malayan Peninsula. Force Z,
comprising the powerful capital ships HMS Prince of
Wales and HMS Repulse, sortied north to put an end to
the invasion and sink as many of the interlopers as
possible.

HMS Repulse took fourteen torpedoes and a single 550-
pound bomb in the space of fifteen minutes and
promptly sank. HMS Prince of Wales took an hour to sink
~after receiving seven torpedo hits, two 1,100-pound
- bomb hits and several near misses. The world was
stunned by the enormity, and unexpectedness, of the
disaster. ‘

It was a blow from which the Allies did not recover. . .

THE SITUATION

At the opening of hostilities with Japan,
Great Britain had been at war in Europe
for two years. An almost unbroken
succession of disasters against the
combined might of Germany and ltaly had
guarranteed that precious little manpower
or material could be spared for the far
eastern theatre, notwithstanding the
ominous and certain menace posed by an
aggressive and oil-starved Japan.

The forces available to the British in
Malaya to contest the Japanese advance
were imbalanced and inadequate for the
task. There was a complete absence of
modern fighter aircraft; only a handful of
obsolescent Brewster Buffaloes were
operational. Of the bomber types
available, the Blenheim IV was of a more
or less modern design, but a chronic
shortage of big, effective bombs together
with crew inexperience and the lack of
long range escort protection would make
their employment extremely hazardous.

In terms of numbers there were more than
enough ground troops to provide an
adequate defense. Many of these
however, especially the Indian brigades,
had barely received basic training and
were short of heavy weapons equipment.
There were no tracked vehicles
anywhere. The fortifications protecting
Singapore were some of the strongest in
the world. There were, alas, no high






* denotes TG Flagship |
** denotes TF Flagship |




JAPAN SWEEPS SOUTH - Base

BASE NUMBER

14

BASE NAME

Patani

. Soerabaja

LOCATION

16,38

40,67

ASSIGNED SONS

HEAVY AA

LIGHT AA

SPOTNUMBER

DAMAGE STATUS

=

15

AIRSTRIP

RADAR

AA ACCURACY

DAMAGE CONTROL

THEATRE

ALLIED

FIGHTER FAC.

BOMBER FAC.

PORT FACILITIES

<|z|zi<|=|=|e|elelalw|w|e

<|=<|<|<|e|= = ]|e®la| &1

<] zl<|<|ole|e]|e|=|alsiv|e]

<] zl<l<|=|elele|=lalw|m|e|

SEARCH PATTERN

z
Ly
m

JSS = Ba

ses (9b)

BASE NUMBER

BASE NUMBER

BASE NAME

BASE NAME

LOCATION

LOCATION

ASSIGNED SONS

ASSIGNED SONS

HEAVY AA

HEAVY AA

LIGHT AA

LIGHT AA

SPOT NUMBER

SPOTNUMBER

DAMAGE STATUS

DAMAGE STATUS

AIRSTRIP

AIRSTRIP

RADAR

RADAR

AA ACCURACY

AA ACCURACY

DAMAGE CONTROL

DAMAGE CONTROL

THEATRE

ALLIED

FIGHTER FAC.

THEATRE

ALLIED

FIGHTER FAC.

BOMBER FAC.

BOMBER FAC.

PORT FACILITIES

SEARCH PATTERN

PORT FACILITIES

SEARCH PATTERN

BASE NUMBER

BASE NAME

mbang Sinkawang B;tavm

LOCATION

17,38

ASSIGNED SONS

47-49,10

HEAVY AA

LIGHT AA

SPOT NUMBER

DAMAGE STATUS

-

AIRSTRIP

RADAR

AA ACCURACY

DAMAGE CONTROL

THEATRE

ALLIED

AGHTER FAC.

BOMBER FAC.

PORT FACILITIES

izl<l<i<|=lo|=lelv]alolo|e

L2l =<t=<|<{= = ~<lole

SEARCH PATTERN




JSS - Bases (9¢)

[BASE NUMBER BASE NUMBER 1-23
BASE NAME BASE NAME 1]
LOCATION LOCATION Gy)
ASSIGNED SGNS ASSIGNED SONS [10]
HEAVY AA 5 HEAVY AA 0-31
LIGHT AA 22 LIGHT AA 0-31
SPOT NUMBER 14 8 SPOT NUMBER 0.31
DAMAGE STATUS 15 7 DAMAGE STATUS | 0-15
AIRSTRIP [ 2 AIRSTRIP 0-7
RADAR 0 0 RADAR 0-7
AA ACCURACY 1 1 AA ACCURACY 03
DAMAGE CONTROL 2 0 DAMAGE CONTROL | 0-3
THEATRE 1 1 THEATRE 0-1
ALLIED N N ALLIED YN
FGHTER FAC. Y Y FIGHTER FAC. YIN
BOMBER FAC. Y N BOMBER FAC, YN
PORT FACILITIES Y Y PORT FACILITIES | Y/N
SEARCH PATTERN SE-S SEARCH PATTERN | Y/N
BASE NUMBER 10
BASE NAME alembang
LOCATION 82,71 22,57
ASSIGNED SGNS 20-21
HEAVY AA 1 0 [}
LIGHT AA 3 5 3
SPOT NUMBER 10 6 10
DAMAGE STATUS 5 9 8 3
AIRSTRIP 7 3 2 2
RADAR 0 0 0 0
AA ACCURACY 0 1 1 7
DAMAGE CONTROL 0 1 1 3
THEATRE 0 0 0 0
ALLIED Y Y N N
FIGHTER FAC. N Y Y Y
BOMBER FAC. N N N N
PORT FACILITIES Y Y Y Y
SEARCH PATTERN z NW X E.SW

<

PLANE NUMBER

PLANE TYPE

ROLE

CREW

RANGE (n,e,t)

ALTITUDE (h,m,1)

CRUISING SPEED

BOMB LOAD

CHAR. (1,v,m,p)

ALLIED

CARRIER

SEAPLANE

TORPEDO

NIGHT

ANTI SUBMARINE

PLANE NUMBER

PLANE TYPE

ROLE

CREW-

RANGE (n,e,1)

ALTITUDE (h,m,l)

CRUISING SPEED

BOMB LOAD

CHAR. (f,v,m,p)

ALLIED

CARRIER

SEAPLANE

TORPEDO

NIGHT

ANTI SUBMARINE

e
PLANE NUMBER

PLANE TYPE

ROLE

CREW

RANGE (n,e,t)

ALTITUDE (h,m,})

CRUISING SPEED

BOMB LOAD

CHAR. (f,v,m,p)

ALLIED

CARRIER

SEAPLANE

TORPEDO

NIGHT

ANTI SUBMARINE

Zz|Z|Z|Z|Z{=] ]«

8






CLASS # (9a-90)

JAPAN SWEEPS SOUTH - Ship Classes (All Scenarlos)

-/16/6

-18/8

SHIP CLASS NAME

- CA 1924v :CA:

9278 CA 1928

ALLIED

Y(CW)

CW):  Y(CW)

SEAPLANE

N

SHIP TYPE

MAXIMUM SPEED

Ld S
Y

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

o|olwlalwln|glez

TORPEDO TUBES

-
N

VULNERABILITY

ANTI-SUBMARINE

olojalo|ajojn|ajo|o

TORPEDO'LOADS -

nio|a|emlo|s|olalal®lal<

- ol w|

CLASS # (9a-9c)

SHIP CLASS NAME

ALLIED

SEAPLANE

SHIP TYPE

MAXIMUM SPEED

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILITY

ANTI-SUBMARINE

TORPEDO LOADS

CLASS # (9a-9¢)

SHIP CLASS NAME

DD 1925: DD 1927

ALLIED
SEAPLANE

Y(NE)-- _Y(NE)

SHIP TYPE

MAXIMUM SPEED

N
w

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILITY

ANTI-SUBMARINE

TORPEDO LOADS

“lolun|o|o|olajw|an

NN FS 13 PR PSY o3 ST RN B g [N -5

CLASS # (9a-9¢)

/44 )~

SHIP CLASS NAME

12 CVL1935 :

ALLIED

SEAPLANE

SHIP TYPE

(=]

MAXIMUM SPEED

LR
@w

-
w

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILITY

ANTI-SUBMARINE

TORPEDO LOADS

ojc|=|o|n[Oo|o|4|in

olojv]ojw|ojo|nm|a|n

CLASS # (9a-9¢)

©5/56/59:45/57/60

SHIP CLASS NAME

D::1932: DD 1935

ALLIED

SEAPLANE

SHIP TYPE

MAXIMUM SPEED

N
[}

(&)
'S

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

-

SECONDARY GUNS

TORPEDO TUBES

VULNERABILITY

ANTI-SUBMARINE

Wio|nloisl sl cio

Nio|w|o|alolw|ajan

pl=latlolnlolo]|«fo|«iNivl 2z

=|nlwlo|a|lololm|n]=

Niwlwlioin|o|lo|n| sl -

TORPEDO LOADS

n
vinlslofwlojo|=lal4|Bin|z|z

10
I %




JSS - Ship Classes (cont ) JSS - Names

SCENARIO ob :
CLASS # (9a-9c) $50/62/5:51/63/63 AXIS THEATRE 0 YAMASHITA
SHIP CLASS NAME MED :: TR LARGE AXIS THEATRE 1 0ZAWA
ALLIED N [AXIS FORCE 0 TAKAGI
SEAPLANE N AXIS FORCE 1 NISHIMURA
SHIP TYPE 4 AXIS FORCE 2 ABE
MAXIMUM SPEED 6 AXIS FORCE 3 KONDO
| DISPLACEMENT 3 ALLIED THEATRE 0 PERCIVAL
HEAVY AA 0 ALLIED THEATRE 1
LIGHT AA 2 ALLIED FORCE 0
ARMOUR 0 ALLIED FORCE 1 = HELFRICH
PRIMARY GUNS 9 ALLIED FORCE 2 B . HELFRICH TRANSPORTS
SEOONBARMGINS 0 ALLIED FORCE 3__ | TRANSPORTS TRANSPORTS . n
TORPEDO TUBES 0
VULNERABILITY 1
ANTI-SUBMARINE 0
TORPEDO LOADS 0

CARRIER # (9a-9c) [1-63 1/272 2/6/.8 31'8/-
CARRIER NAME (8] Indomitable Ryujo Chitose
AIR CAPACITY Y/N 45 48 .

CLASS # (9a-9¢) Y/N 1/2/2 30/43/46

TASK GROUP 0-4 3/5/4 5/7/9

ASSIGNED SQNS (9a)|0-45 15-18 79-81

ASSIGNED SQNS (9b)| 0-31 34-37 78-80

ASSIGNED SONS (9¢)[0-31 25-28 67-69

SPOT NUMBER 0-31 4 4

DAMAGE STATUS 0-15 15 15

RADAR 0-15 3 0

DAMAGE CONTROL 0-15 > 1

AA ACCURACY 0-15 2 1

SQUADRON NUM.
PLANE TYPE

# AIRCRAFT
EXHAUSTION
EXPERIENCE
ADMIN
RECON OPS
NIGHT OPS
CARRIER OPS

»
«©

125:26:27:28 :29:30 :31:32 33:34]35:

37:38:39:40 41:
16:16 :17: :

24

-

B
o
i
«w

zizlz|o|=|~|e
Z|z|<loim|N] s

z|z|z

N
z|z|z|m|e[~IR] S

2zl sl
2|z]<fol

SQUADRON NUM.
PLANE TYPE
# AIRCRAFT
EXHAUSTION
EXPERIENCE
[ADMIN
RECON OPS
NIGHT OPS
CARRIER OPS

50 51
4141
1818

Z0: 721
41:36 ¢
18: 9

< Lid od B B4 P03

LR ] b el B AP EL S

zZ|z|<|d|w[~o| 26
w|s
z|z| <[P~ oS3

z|zl=z|

el o e U2 B P s
Z|z|Z|P NN s o

2{z|z|p[«lNIRISHS

.<zznu\1®§;

Jefelslefllsle
-

Z|z| =z sl RIS
=]z [r | ool
Z|Z| <~ v~

z|z|zf

JSS - Squadrons (9b)

:194:95:96 SQUADRON NUM. [1-126 |15 2 8 4 55 6 573
2 PLANE TYPE 1-63 20:20:19:19°18 113!
# AIRCRAFT 1-63 |1 1 ¢ ;
EXHAUSTION 0-7 E75 7
EXPERIENCE 0-3 223 2 =
ADMIN 0-3 k2 2
Y.
N

SQUADRONNUM. 11-126
PLANE TYPE 1-63
# AIRCRAFT 1-63
EXHAUSTION 0-7 |:%:
EXPERIENCE 0-3 I3
ADMIN 0-3 |2
RECON OPS YIN Y.
NIGHT OPS Y/N [
CARRIER OPS Y/N [N

©
o

ol

n
-

-

-]

RECON OPS x Y/N Y
NIGHT OPS Y/N
CARRIER OPS Y/N

Z|Zi<|vwlN]n
Ziz|<|mo|~]rn

Z|Z{Zj= =Y

< N

¥

NG

NG
SQUADRONNUM. [1-126(19: 26 : )30 : :35:36 37 540 :41:42 :43: “46 47 48 :
PLANE TYPE 1-63 [ TR 6 : 12 37 :35: 236 38:41
# AIRCRAFT 1-63 4 - 210 AR B 808
EXHAUSTION 0-7 |7 6 = 7 i85 : 6 4l 5 I A3
EXPERIENCE 0-3 | 2 i 3 = 3 i3 3¢ S
ADMIN 0-3 [ .0 1 [ R EEE w1
RECON OPS Y/N | Y N = : N Y 5N: N & RN
NIGHT OPS Y/N | s N : i N : N N: N & L E
CARRIER OPS Y/N s N N M i N ENE N N
SQUADRONNUM. [1-126 (60: T ST 87 :88:89 :90: 91 - 93 :
PLANE TYPE 1-63 [24: :33: 24 32 23:23 123 :26: 26 ¢
# AIRCRAFT 1-63 j23: o 9 i P20 TR
EXHAUSTION 0-7 |6 6 7 7 5707 S 7 i7a 7
EXPERIENCE 0-3 |:3 w3 = 3 3 : 2 9303
ADMIN 0-3 |2 FR T PR 2 2 ) EER
RECON OPS Y/N [N b N i \ Y v 6
NIGHT OPS Y/N [N ek N N :N: N N Nz N -
CARRIER OPS Y/N [N © N AT N N N E
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CHRONOLOGY
OF EVENTS




JAPAN SWEEPS SOUTH - Other Ships

SHIP NUM. (9a) [1-215 [
SHIP NUM, (9b) [1-215
SHIP NUM_(9c) [1-215 |

PENNANT NUMBER [5] i : A5 :40: 159 “CLI
SHIPCLASS 1-63 | 'S/ : 479710~ 4/9/10
DAMAGE STATUS 0-15 1 : 1 B LB ] : D 15J15/12 15
CARGO 0-15 i ) 1590047
RADAR 0-7

DAMAGE CONTROL 0-3

AA ACCURACY 0-3

TASK GROUP 1-23

ASS. SUB PATROL | (x,y) |

SUB DEPTH 0-7 [

SUB SPEED 0-7

SEAPLANE SON [1] |

SHIP NUM, (9a) [1-215 ]
SHIP_NUM, (9b) [1-215
SHIP NUM_(9c) [1-215 |
PENNANT NUMBER| _ [5] | ; T
SHIP CLASS 1-63 1 E 3 ~/15/18 7/15/18. -/15/18

DAMAGESTATUS | 0-15 |21, : : 15/15/12___15
CARGO 0-15 | Coa0l
RADAR 0-7

DAMAGE CONTROL | 0-3

‘AA ACCURACY 0-3|

TASK GROUP 1-23

ASS. SUB PATROL | (x,y)

SUB DEPTH 0-7

SUB SPEED 0-7 |

SEAPLANE 50N 1]

SHIP NUM. (9a) [1-215 |
SHIP NUM. (9b) [1-215
SHIP NUM_(9c) [1-215
PENNANT NUMBER| _ [5] |

SHIP CLASS 1-63
DAMAGE STATUS 0-15
CARGO 0-15
RADAR 0-7 |
DAMAGE CONTROL 0-3
AA ACCURACY 0-3 |
TASK GROUP 1-23

ASS. SUB PATROL | (X,y)
SUB DEPTH 0-7 |

SUB SPEED 0-7 |
SEAPLANESGN | [1]

SHIP NUM, (9a) [1-215 |
SHIP NUM. (9b) [1-215

SHIP NUM_(9¢) [1-215
PENNANT NUMBER| _ [5] |

SHIP CLASS 1-63 121725 R 12123126 13/24/27
DAMAGE STATUS | 0-15 A5/15712.
CARGO 0-15 | 7 7
RADAR 0-7

DAMAGE CONTROL | 0-3

AR ACCURACY 0-3

TASK GROUP 1-23

ASS. SUB PATROL | (x,y)

e

SUB DEPTH 0-7

SUB SPEED 0-7 |

SEAPLANE SON 11 [

SHIP NUM. (93) [1-215
SHIP NUM. (9b) [1-215 |
SHIP NUM_(9c) [1-215 |

PENNANT NUMBER 57 )D21¢ : :DD228:::  DD230
SHIP CLASS 1-63 15/26/28 :15/26/28: : 5/26/28:15/26728:15/26/28
DAMAGE STATUS 0-15 : : 15 -4

CARGO 0-15 :

RADAR 0-7
DAMAGE CONTROL 0-3

AA ACCURACY. 0-3
TASK GROUP 1-23 718/10
ASS. SUB PATROL | (X,Y)
SUB DEPTH 0-7

SUB SPEED 0-7
SEAPLANE SON 1]

[SHIP NUM. (9a) [1-215
[SHIP_ NUM. (9b) [1-215
SHIP NUM_(9c) [1-215
PENNANT NUMBER| __[5]
SHIP CLASS
DAMAGE STATUS
CARGO

RADAR

DAMAGE CONTROL
AA ACCURACY
TASK GROUP
ASS, SUB PATROL
SUB DEPTH

SUB SPEED
SEAPLANE SON




JSS - Other Shlps (cont )

SHIP NUM. (9a)

1-215

[SHIP_NUM. (9b)

1-215

SHIP NUM_ (9¢c)

PENNANT NUMBER

SHIP CLASS

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SGN

SHIP_NUM. (98)

SHIP_NUM. (9b)

SHIP_NUM__(9¢)

PENNANT NUMBER

SHIP CLASS

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SON

SHIP_NUM. (9a)

68

SHIP_NUM. (9b)

77

SHIP_NUM_(9c)

79

PENNANT NUMBER

BC1

SHIP CLASS

33/47/47

DAMAGE STATUS

15

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS, SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SON

SHIP_NUM. (9a

SHIP_NUM. (9b

SHIP NUM (¢!

PENNANT NUMBER

SHIP CLASS

34/-/-

34748/

DAMAGE STATUS

15

CARGO

RADAR

DAMAGE CONTROL

0
[
2
1

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SON

88/-/-

SHIP_NUM. (9a)

82

SHIP_NUM, (9b)

SHIP NUM _(9c

93

PENNANT NUMBER

CL 12

SHIP CLASS

38/-/52

DAMAGE STATUS

15

CARGO

RADAR

DAMAGE CONTROL

0
z
1]

AA ACCURACY

TASK GROUP

11/1/7

ASS. SUB PATROL

SUB DEPTH

SUB SPEED

SHIP_NUM. (9a)

SEAPLANE SON

102

SHIP_NUM. (9b)

98

[SHIP_ NUM_(9c)

[ PENNANT NUMBER

DD 47

SHIP CLASS

43/54/-

DAMAGE STATUS

15

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

[ TASK GROUP

ASS, SUB PATROL

SUB DEPTH

SUB SPEED

SEAPLANE SON

16




JSS - Other Ships (cont.)

[SHIP NUM. (9a) [1-215 BT iF 116
SHIP NUM. (9b) [1-215 02 10, ! 112
[SHIP NUM_(9c) [1-215 15 ; 122
PENNANT NUMBER| _ [5] DD. 55 3 DD 64 725 DD 73 |
SHIP CLASS 1-63 47 55 /58 5.6 457 145/57/60
DAMAGE STATUS 0-15 g il i -5 £ 15
CARGO 0-15

RADAR 0-7
DAMAGE CONTROL 0-3
AA ACCURACY 0-3
TASK GROUP 1-23
- [ASS. SUB PATROL | (x,y)
SUB DEPTH 0-7
SUB SPEED
SEAPLANE SON

[SHIP_NUM. (9a)
SHIP_NUM. (9b)
SHIP NUM_(9c) _ k 5 5

PENNANT NUMBER ' : DD 93 . DD 95
SHIP CLASS 5. j ; 47/58/62 47/591-
DAMAGE STATUS AsL 18
CARGO

RADAR

DAMAGE CONTROL
AA ACCURACY
TASK GROUP
ASS. SUB PATROL
SUB DEPTH

SUB SPEED

SEAPLANE SON

SHIP_NUM. (9a)
SHIP_NUM. (9b)
SHIP NUM_ (9c)
PENNANT NUMBER
SHIP CLASS
DAMAGE STATUS
CARGO

RADAR

DAMAGE CONTROL
AA ACCURACY
TASK GROUP

ASS, SUB PATROL
SUB DEPTH

SUB SPEED
SEAPLANE SON

SHIP NUM. (9a) |
SHIP_NUM. (9b
SHIP NUM (3¢
PENNANT NUMBER
SHIP CLASS
DAMAGE STATUS
CARGO

RADAR

DAMAGE CONTROL
AR ACCURACY
TASK GROUP

ASS. SUB PATROL
SUB DEPTH

SUB SPEED
SEAPLANE SON

SHIP NUM, (9a)

SHIP_NUM, (9b)

[SHIP NUM_(9¢)

PENNANT NUMBER
SHIP CLASS

DAMAGE STATUS

CARGO

RADAR

DAMAGE CONTROL

AA ACCURACY

TASK GROUP

ASS. SUB PATROL

SUB DEPTH

SUB SPEED
SEAPLANE SON

SHIP_NUM. (9 1-215 |
SHIP NUM. (9b)
SHIP NUM _ (9¢]
PENNANT NUMBER
SHIP CLASS
DAMAGE STATUS
CARGO
RADAR
DAMAGE CONTROL
AA ACCURACY
TASK GROUP
ASS. SUB PATROL
SUB DEPTH
SUB SPEED
SEAPLANE SON




JAPAN SWEEPS SOUTH Allied Task Groups

TASK GROUP NUM.

8 (9a)

10_(9a)

FLAGSHIP

DD218

TR S

TOTAL SHIPS

OBJECTIVE

MISSION

HEADING

ENDURANCE 0-3

TF NUMBER

TF ADMIN

REINFORCEMENT

TF COMMAND

zlo|=|=]o]=]|o|N|n

Z|o|o|wlwinpia I

START AREA (x,¥)

54,51

SEARCH PATTERN

TASK GROUP NUM. 1-23 13 (9a) 15 (9a)

4 (9b)

FLAGSHIP CL2 TR 8

CLI99

TOTAL SHIPS 7

OBJECTIVE

-

MISSION

ojolo

HEADING

ENDURANCE

-
~

TF NUMBER

TF ADMIN

REINFORCEMENT

-
z|olo|w|n|s[x]al-

<|o|min

TF COMMAND

z|o|o|=|w|o|u]=I5

START AREA 40,67 60,21

SEARCH PATTERN

TASK GROUP NUM. 9 (9b) 1 (9¢)

FLAGSHIP

(9]
-
w

BB 06

TOTAL SHIPS

OBJECTIVE

MISSION

M =jojo

HEADING

ENDURANCE

-
=

TF NUMBER

o

TF ADMIN

REINFORCEMENT

z|m|miniglelelo|e

8 (9)
TF COMMAND N

START AREA 40,67 9,61

SEARCH PATTERN NE-SE

TASK GROUP NUM. 10 (9¢c)

FLAGSHIP CL 12

TOTAL SHIPS 3

OBJECTIVE

MISSION

ojojo

HEADING

ENDURANCE

-
o

-

TF NUMBER

TF ADMIN

REINFORCEMENT

TF COMMAND

z|o|plo|s|afo

<] ol=]m

START AREA 12,64

o
L
w

SEARCH PATTERN

TASK GROUP NUM. 10_(9a) 1_(9b)

7 (9b)

FLAGSHIP CA9

CA 10

TOTAL SHIPS

OBJECTIVE

MISSION

HEADING

ENDURANCE

TF NUMBER

TF ADMIN

REINFORCEMENT

<|o|wl=]nlslolo]n

TF COMMAND

<o~4;heom

START AREA 20,33 70,46

57,37

SEARCH PATTERN

SE-SW

SE-SW

TASK GROUP NUM., 1_(%¢c) 3 _(9¢c)

9 (9c)

FLAGSHIP CA 18 CA9

Ryujo

TOTAL SHIPS

OBJECTIVE

MISSION

alojojo

HEADING

B|=lOIN

| ENDURANCE

=
w

=
=

TF NUMBER

TF ADMIN

REINFORCEMENT

2 (=3 [X3 XY b N BN P53 1

<|o|min

TF COMMAND

F4i=dL 114

START AREA

27,45

SEARCH PATTERN

18
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CASE WHITE - Map
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CASE WHITE - Squadrons

SQGN NUMBER

2

4

|0

SQN I.D.

n
-
-]

=

PLANE TYPE

2

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

PATHFINDER

ziz|z|z|~|o|o|o|e|a|a| e

SON NUMBER

SQN I.D.

w

PLANE TYPE

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

Z[Z|Z|Z|N|we|e

zz<z~1~ao~1«>m;3 zlzlzlz|~|e|o|ofo|s

PATHFINDER

[SGNNUMBER

w
-]

'S
©

SQN LD.

©w

w|=
o

PLANE TYPE

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

PATHFINDER

SQN NUMBER

SQN I.D.

PLANE TYPE

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

PATHFINDER

SON NUMBER

SON 1.D.

PLANE TYPE

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

PATHFINDER

[SONNUMBER

SQN 1.D.

PLANE TYPE

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

PATHFINDER

SGN NUMBER

SQN 1.D.

PLANE TYPE

OFFICIAL EST.

INITIAL EST.

VETERAN

EXPERIENCED

FATIGUE

NIGHT OPS

RECON OPS

NAVAL OPS

z|zlz|z{~N|o]s|e|e

PATHFINDER

22




CwW - Squadrons (Cont )

SONNUMBER 1-255
SGN I.D. [6]
PLANE TYPE 1-37 |
OFFICIAL EST. HE3N
INITIAL EST, 1-31
VETERAN 0-31
EXPERIENCED 0-31 |
FATIGUE 0-7

NIGHT OPS YN |
RECON OPS Y/N
NAVAL OPS Y/N
PATHFINDER YN

SON NUMBER
SQN I.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
VETERAN
EXPERIENCED
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

SQN NUMBER
SQN 1.D.
PLANE TYPE
OFFICIAL EST.
INITIAL EST.
VETERAN
EXPERIENCED
FATIGUE
NIGHT OPS
RECON OPS
NAVAL OPS
PATHFINDER

PLANE NUMBER
PLANE TYPE
ROLE

CREW

FUEL

PAYLOAD
SERVICE CEILING
MAXIMUM SPEED
OPT. ALTITUDE
CRUISING SPEED
CLIMB RATE
FIREPOWER
MANOEUVER.
VULNERABILITY
RADAR

REPL. RATE

ECM

ALLIED

[NGHT

Bf:108D:: Bt 109E

PLANE NUMBER 1-37 | 16 22 24 26 28
PLANE TYPE (EIR He 111P 1-153 SB-2 DB-3B Po-2
ROLE 0-3 | 2 0 2 2 2
CREW 0-7 4 4 3 3 2
FUEL =255 68 29 44 141 39
PAYLOAD 0-63 16 1 8 18 2
SERVICE CEILING f11-41 | 26 35 28 32 13
MAXIMUM SPEED | 0-41 | N2 14 13 13 ]
OPT, ALTITUDE 0-31 15 16 13 22 3
CRUISING SPEED | 0-31 11 11 10 10 5
CLIMB RATE 0-15 2 14 6 9 7
FIREPOWER -7 2 3 2 1 1
MANOEUVER. 0-7 | 3 6 3 3 5
VULNERABILITY 0-7 3 3 3 4 1
RADAR 0-7 0 1 0 0 0
REPL. RATE 0-7 2 4 5 4 4
ECM 0-7 0 0 ] 0 0
ALLIED Y/N N N N N N
NIGHT Y/N N N N N N

&



CASE WHITE Alrflelds

[AIRFIELD NUMBER [1-127 6 8 10
AIRFIELD NAME jaalf] Widzew Lublinek Klimontow
LOCATION (x,Y) 14,18 14,18 18,24
ASSIGNED SONS [4] 25-26 28-29 32
THEATRE 1-5 1 1 1
DAMAGE STATUS 0-15 15 15
DAMAGE CONTROL 0-3 1 il
SEALED Y/N N N
ALLIED Y/N Y Y
AIRFIELD NUMBER |1-127 15 172 19 21
AIRFIELD NAME [11 Zdunowo Markowo Niedzwielz Mierzewo
LOCATION (XY 17,14 13,14 13,14 13,16
ASSIGNED SONS [4 36 15-16 18-19 22
THEATRE 1-5 1 1 i il
DAMAGE STATUS 0-15 15 15 15
DAMAGE CONTROL 0-3 1 il ql
SEALED Y/N N N N
ALLIED Y/N iYS s Y
AIRFIELD NUMBER 24 30 34 36
AIRFIELD NAME Zalesie Prenzlau Schonfeld Pinnow
LOCATION 18,20 SRR 4,15 6,11
ASSIGNED SONS 41 86,88 74,87 61
THEATRE 1 1 1 1
DAMAGE STATUS 15
DAMAGE CONTROL i
SEALED N
ALLIED N
AIRFIELD NUMBER _[1-127 41 47
AIRFIELD NAME [11] | Neuhausen Liegnitz
LOCATION (x,Y) 4,20 9,18
ASSIGNED SONS 4] 85 64
THEATRE 1-5 1 il
DAMAGE STATUS 0-15 15
DAMAGE CONTROL 0-3 il
SEALED Y/N Y
ALLIED Y/N N
AIRFIELD NUMBER |1-127 50 54 : 58
AIRFIELD NAME [11] Doberitz Brusterort Langenau
LOCATION 3,12 6,14 16,8 5520
ASSIGNED SONS 52-54 55 118-120 97,99
THEATRE i 1 1 2
DAMAGE STATUS 0-15 15 s
DAMAGE CONTROL 0-3 1 1
SEALED Y/N N N
ALLIED Y/N N N
AIRFIELD NUMBER |1-127 61 63 65 72
AIRFIELD NAME (k] Grottkau Ohlau Altseidel Glubokoye
LOCATION 0Gy) 10,19 2,19 12,22 32,9
ASSIGNED SONS [4] 105,107 06,117 108,112:113 05,114 128-131
THEATRE 1-5 2 2 3
DAMAGE STATUS 0-15 15 15 15
DAMAGE CONTROL 0-3 0
SEALED Y/N N
ALLIED Y/N N
AIRFIELD NUMBER [1-127 77 79 83
AIRFIELD NAME [11] Yaslavl Khmelnik Kiev
LOCATION | (Gy) 30,11 32,22 37,19
ASSIGNED SONS [4] 146-149 153-155 167-170
THEATRE 1-5 3 3

DAMAGE STATUS 0-15 15 15

DAMAGE CONTROL 0-3 0 0

SEALED Y/N N N

ALLIED Y/N N N

[FLAK UNIT NUM.

1.D. CODE

LOCATION

AA GUNS

ALLIED

[FLAK UNIT NUM.

1.D. CODE

LOCATION

AA GUNS

ALLIED

'FLAK UNIT NUM,

1.D. CODE

LOCATION

AA GUNS

ALLIED

24
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‘GREATEST GAMING ACHIEVEMENT . . .
carriers At Wavr

FLEET CARRIER OPERATIONS

STRATEGIC STUDIES GROUP PROUDLY ANNOUNCES THE
RELEASE OF ROGER KEATING AND IAN TROUT'S

IN THE PACIFIC 1941-1945
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‘CARRIERS AT WAR’ will racreate for you the 5 cruclal carrier batties which
shaped the course of the Pacific War. Up to six players per side can take the
roles of, amongst others, Yamamoto, Ozawa, Nagumo and Mikawa or Nimitz,
MacArthur, Halsey and Fletcher. In addition, an introductory scenario simulating
the destruction of the US Pacific Fleet at Pearl Harbour wiil gently introduce
new gamers to a satistying and rewarding experience.
The complex interactions between air and naval operations which characterized
this period are falthfully presented in the style only Roger Keating's swift and
precise machine coding can reproduce. Driven by an easy to use order menu,
the game systems encourage players to concentrate upon the developing
conflagration; not upon the game mechanics necessary to implement their
strategic decisions.

‘CARRIERS AT WAR’ Is an exacting historical simulation, a
programming masterpiece and, above ali, a deiight to piay.

BUT THAT'S NOT ALL . . . Every creative gamer with even a passing interest

in the Pacific War will appreciate the comprehensive GAME DESIGN KIT which
complements the historical scenarios. You can use this kit to create simple or
complex variations to the historical scenarios . . . or you can create entirely
new scenarios set in any theatre of WWII. At your disposal for each scenario
are. .. % an 84 by 72 hex-grid at 20 nautical miles per hex which reproduces
an area In excess of 3 million square miles x 63 individual aircraft types
127 air squadrons which can accommodate over 4000 aircraft x 24 land bases
* 63 ship classes x 48 task groups into which are allocated up to 32 carriers
and 215 other ships « 2 land and 4 naval command positions per side » detailed
weather creation and forecasting routines « national doctrine and scenario
briefing routines « . . . You really can do it yourseif. To prove it, and to
show how easy it Is to use, the design routines are graphically iliustrated with
an entirely new scenario recreating the Japanese carrier rald on Ceylon, April
1942.

Available for the Apple Il Family (64K) and the Commodore 64 for $50 at
all good software and game retailers or direct from STRATEGIC STUDIES

In the US - 1747 Orleans Ct, Walnut Creek. Ca. 94598
In Oz - 336 Pitt St, Sydney. 2000. (02) 264-7560
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BALANCE OF POWER

Geopolitics in the nuclear age

A critical assessment of Chris Crawford's
latest game for the Macintosh

A few months ago | read, in a
national newspaper, some remarks
attributed to Chris Crawford which
concerned the computer gaming
world. Among other things he
asserted that all of the world's best
computer game designers were
American. Don't worry, Chris, |
haven't let myself be unduly
influenced by your observations in
editing this review!

The Editor

THE PACKAGE

Balance of Power is professionally
presented in a crush-proof album. The
cover illustration is attractive if perhaps
a little on the dull side.

The author is given due recognition on
the front cover. The 3.5" disk is
protected in a sealed plastic sleeve. The
88 page instruction manual hooks into
the album by its stiffened end paper.

THE GAME

Balance of Power is, as it says on the
cover, a simulation of Geopolitics in the
Nuclear Age. As a player you control
either the US or the USSR in a global
contest for prestige and power.

Each superpower is evaluated for
diplomatic prestige which is calculated
by summing the effects (positive or
negative) of its relationship with each of
the sovereign states in the world.

For any particular state, a- superpower
can seek to improve its relationship with
the existing government, usually by
giving it aid of some sort. As an
alternative to this paternal approach,

34

hostile or intractable governments can
be subverted by the age-old policies of
aiding internal enemies and/or sending
in the marines.

It should be realized right from the start
that as befits a Realpolitik view of the
world, both sides are presented as
imperial powers in the classic tradition.
They are both trying to extend their
power and influence over as much of the
world as possible. And to do this they
will undermine governments or use the
big stick without qualms. Perhaps to
underline this fact, the first example in
the manual is Nicaragua. . . a case we
will return to in our own examples.

The world is represented by an
exquisitely drawn Mercator projection
(as shown in the accompanying
illustrations), a splendid example of the
potential for enhancing games made
possible by Mac's graphics. By

selecting from a menu, the map is
redrawn to show the current state of the
requested variable.

One of the vital aspects of the game is
Spheres of Influence. Each country will
fall, to some degree, within the sphere of
influence of one or the other
superpower. Clear and precise graphics
readily display this information.

Double-clicking on any one country
brings up a briefing window with detailed
information on the type and strength of
the government and its opposition,
intervention by either superpower (if
any), prestige point distribution and
diplomatic climate. The amount of
information available to the player is
staggering though game play revolves
around the use of a few key variables.

There are certain basic assumptions
built into the game. Every country has
an opposition to the current form of
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With the exception of a small number of Dutch warships, the
technical data so far presented in this series covers all of the
warships (of destroyer escort size or larger) which saw action in
the Pacific Theatre.

This second installment of our ship data
feature completes the roster for United
States warships as well as listing British
and other Commonwealth warships.
Surface vessels smaller than destroyer
escorts are not included.

Ships not completed in time to take part
in the war have, for the most part, been
excluded from this directory. A few
exceptions however, specifically the
more interesting capital ships, have
slipped through.

Part One appeared in our January '86
issue and can be ordered from our
Australian or US office while stocks last.

Qur ,next issue will contain the final
chapter. It will provide the specifications
for German, ltalian, French, Russian and
selected minor country navies as well as
some general data for support vessels
and auxilliaries of all 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 the 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 class tables also include the
specialized data needed to create
aircraft carriers and submarines. This
information appears in the top row, in
brackets, beside the number of ships in
the class. For aircraft carriers, air
capacity and spot number are read as
(A,S). For submarines, depth and speed
are read as (D,S).

We can illustrate the procedure with
some examples. To design a scenario on
the 1941 battles in the Mediterranean you
will require, among others, both the
Queen Elizabeth and theArk Royal.
Consult the Commonwealth ship listings
(under battleships) and you'll find the
pennant number of the Queen Elizabeth
is BB 00 and the ship class is BB 1912.
Locate BB 1912 in the ship class tables
and enter the data found there onto a
blank design sheet.

The Ark Royal is an aircraft carrier
belonging to ship class CV 1935. The
bracketed numbers in the top row of the
class data are the carrier's air capacity
and spot number, namely (60,4) These
two values are needed for the carrier
creation routine. Ark Royal's pennant
number (CV 91) is provided for historical
interest only.

The pennant numbers of Commonwealth
warships were not, unfortunately,
organized in the orderly, sequential
fashion adopted by the United States
Navy. All warships were awarded a 2
(sometimes 3) digit number with the
pennants of smaller ships and those of
colonial navies being preceded by a
single letter of the alphabet (Flag
Superior). Furthermore, these flags
underwent one, sometimes two, changes
in the course of the war,

The pennant numbers given to
Commonwealth ships in this directory are
those held in September 1939 or the date
of commission for vessels entering
service during the war.

Nineteen bulk transports/oil tankers were
converted into merchant aircraft carriers
(CVM 1942) from 1942 to early 1943.
Only their air crew were naval personnel
and they were otherwise commanded and
manned by merchant marine seamen. On’
this account they did not receive
pennants. With the arrival of purpose
built escort carriers in the latter part of
the war, these ships were phased out of
service. If you need to use any of them,
assign a scratch pennant in the range
CVM 1-19.

Some 56 armed merchant cruisers were
commissioned in the war years. A
representative selection (AMC misc) of
them have been included in this
directory.

The 50 destroyer escorts of class DE
1918 are those provided on lend-lease by
the United States in exchange for port
facilities in the West Indies.

37



Between 1940 and. 1942, British
submarines were issued P pennant
numbers without names. This practice
was discontinued in 1943 primarily
because of the confusion in ship
recognition. Names are much easier to
remember, and relate to, than numbers.
The submarines without names are those
sunk in the interim.

Royal Naval vessels were, in general,
better sea boats than their USN
counterparts being principally designed
for the rigours of the Atlantic rather than
the placid waters of the Pacific. '

Anti-aircraft armament in British ships
improved rapidly throughout the war
although re-equipment proceeded at a
slower pace than in the USN, primarily
because of a chronic shortage of modern
weapons. AA armament in capital ships
increased by some 50% per year
between 1942 and 1945, while the
armament of smaller ships averaged only
a 10-25% increase for the same periods. *
Many older ships received nothing at all.




NOTES TO SHIP LISTS

1.There was a bit of a mess-up in the
ship lists of US submarines in Part 1.
The pennant numbers identified with
an asterisk (*) were given incorrect
names. The correct names appear
herewith.

2. Ships with a bracketed letter after
their name correspond to the similarly
identified data in the ship class
tables. For example, the light cruiser
Bonaventure (CL 31) has a heavy AA
rating of 8 (instead of 10) and a
secondary armament of 4 (instead of
5).
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UNITED STATES SHIP CLASSES - A CARRIERS AT WAR DESIGN FEATURE

NUMBER IN CLASS 44(27,2) 8 2

SHIP CLASS NAME CVE1943 CLA1941 BC 1941

ALLIED Y Y. Y

SEAPLANE N N N

SHIP TYPE 0 2 1

MAXIMUM SPEED 19 33 a3

DISPLACEMENT 2 3 =

HEAVY AA 2 16 i

LIGHT AA 4 8 19

ARMOUR ) 2 9

PRIMARY GUNS 0 0 9

SECONDARY GUNS l 8 6

TORPEDO TUBES 0 8 0
VULNERABILITY 2 4 5
ANTI-SUBMARINE 0 0 0

TORPEDO LOADS 0 1 0

NUMBER IN CLASS 67 128

SHIP CLASS NAME DE 1942 DE 1943B

ALLIED Y i

SEAPLANE N N NOTES TO US SHIP CLASSES
SHIP TYPE 2 2 ,

MAXIMUM SPEED 50 53 1. A complete list of the pennant numbers
DISPLACEMENT 1 1 of US destroyer escorts and submarines
HEAVY AA 2 2 is provided; however, only a repre-
LIGHT AR 2 3 sentative selection from each class have
ARMOUR 0 0

PRIMARY GUNS 0 0 been named.

R DART.ONNS ¢ 1 2. The Midway class carriers (CVB 1945)
TORPEDOTUBES 0 3 g g A
VULNERABILITY 3 3 had a normal air capacity of just on 140
ANTI-SUBMARINE 5 3 aircraft. 127 is the maximum value the
TORPEDO LOADS 0 1l

creation routine will accept.

COMMONWEALTH SHIP CLASSES - A CARRIERS AT WAR DESIGHN FEATURE

NUMBER IN CLASS

1(20,2)

SHIP CLASS NAME

CVL1814

ALLIED

SEAPLANE

SHIP TYPE

MAXIMUM SPEED

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILITY

ANTI-SUBMARINE

TORPEDO LOADS

o|o|m|o|o|o|o|=|a|a|Blo|z|<

NUMBER IN CLASS

3(15,2)

1(18,2)

26(24,2)

SHIP CLASS NAME

CVE1939

2A: CVE1942B

ALLIED

SEAPLANE

SHIP TYPE

MAXIMUM SPEED

-

vy

e

-

DISPLACEMENT

HEAVY AA

LIGHT AA

ARMOUR

PRIMARY GUNS

SECONDARY GUNS

TORPEDO TUBES

VULNERABILITY

ANTI-SUBMARINE

TORPEDO LOADS

o|ojmd|o|ojololalalo ol z|<

ojo|dv|ojo|ofo|nw o 1ol 2Z| <

ojo|mv|o|o|ojo|am| oo zl<

o|o|=|o|x|olojm|n| o plolz{<
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COMMONWEALTH SHIP CLASSES (CONT.)

NUMBER IN CLASS 2 ] 2
SHIP CLASS NAME BC 1915 CA 1926 CA 19278
ALLIED Y Y Y
SEAPLANE Y Y Y
SHIP TYPE 1 1 1
MAXIMUM SPEED 31 32 32
DISPLACEMENT 14(16a) 6 6
HEAVY AA 20(6a) g 3
LIGHT AA 3(2a) 0 2
ARMOUR 9(7a) ] 3
PRIMARY GUNS 6 8 8
SECONDARY GUNS 10(12a) ] 2
TORPEDO TUBES 8 8 8
VULNERABILITY 4a(5a) 5 6
ANTI-SUBMARINE 0 0 0
TORPEDO LOADS 3 2 2
NUMBER IN CLASS 1 5 5 5
SHIP CLASS NAME CL 1912 CL 19168 CL 1917 CL 1931
ALLIED Y v 1z Y
SEAPLANE N N N Y
SHIP TYPE 3 2 2 2
MAXIMUM SPEED 24 29 29 33
DISPLACEMENT o 2 7 ]

HEAVY AA 3 1(8a) 1(8a) 8(4a)
LIGHT AA 0 1 2 1
ARMOUR 3 3 3 ]
PRIVMARY GUNS 0 0 0 0
SECONDARY GUNS 8 5(4a) 5(4a) [
TORPEDO TUBES 0 8(0a) 8(0a) 8
VULNERABILITY 3 3(4a) 3(4a) 5
ANTI-SUBMARINE 0 0 0 0
TORPEDO LOADS 0 2(0a) 2(0a) 2
NUMBER IN CLASS 11 2 2
SHIP CLASS NAME CL 1938 CL 1941 DD 1924
ALLIED Y Y Y
SEAPLANE Y(Nb) N N
SHIP TYPE ) 5 2
MAXIMUM SPEED 32 32 37
DISPLACEMENT ] 5 1
HEAVY AA 8 10 0
TIGHT AA 3(2a) ] 1
ARMOUR ] 2 0
PRIMARY GUNS 0 0 0
SECONDARY GUNS 9(12a) ) =
TORPEDO TUBES 3 6 3
VULNERABILITY 3 6 ]
ANTI-SUBMARINE 0 0 1
TORPEDO LOADS 2 2 1
NUMBER IN CLASS 27 16 16

SHIP CLASS NAME DD 1936 DD 1938 DD 1940

ALLIED Y Y Y

SEAPLANE N N N

SHIP TYPE 2 2 2

MAXIMUM SPEED 36 36 37

DISPLACEMENT 1 1 1 1
HEAVY AA 8(6a) 6(8a) 3 ]
LIGHT AA 1 2 2 2
ARMOUR 0 0 0 0
PRIMARY GUNS 0 0 0 0
SECONDARY GUNS 4(3a) 3(0a) 2 2
TORPEDO TUBES 7] 8 8 8
VULNERABILITY 5 6 6 7
ANTI-SUBMARINE 2 3(5a) 7] 5
TORPEDO LOADS 1 1 1 1
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EDITOR'S CHANCE

Continued from Page 3

The scenario briefing includes weather,
availability of air/naval support, length
and national characteristics.

Provision has been made for amphibious
and airborne assaults.

The scenarios selected for the initial
release will probably include, among
others, Bastogne, Crete, Wainwright's
defense of Luzon in 1941-2, Battleaxe
and a tank battle from the Kursk clash in
1943.

Issue 3 of Run 5 will also include a
scenario for the game.

We expect anyone interested in World

War |l land combat will find something of

value in our creation.

GENERAL REMARKS

As | was saying at the beginning.

The greatest strength of the computer as
a tool for simulating historical events is
that both the event and the decision
making processes of the protagonists
can be recreated.

There are many board games on the
market today which do a terrific job of

simulating an historical event. The
mechanics, however, by which this
achievement is made have little or
nothing to do with military decision
making.

By their very nature, the player must not
only make the decisions of every level of
command in the game but must also
implement these decisions. The skills
encouraged for the manipulation of these
mechanics have more to do with logic
than strategy.

That's not to say they are not enjoyable;
they just don't involve strategic decision
making.

Before | get any further into deep water,
I'd best clear up one thing.

Strategy board games are splendid
entertainments; both Roger and | play
them in preference to computer games.
What I'm trying to explain is the nature of
their limitations. In terms of maximizing
their potential, state-of-the-art board
games today have probably achieved a
90% success. Using the same criteria,
strategy computer games would be lucky
to have reached 10% of their potential.
And | certainly don't exclude our games
from this evaluation.

The media are just different and, as |
suspect, time will judge which has the
most potential for the future.

| am constantly dismayed by the number

of computer games which strive to be
imitations of board games! By necessity,

units must be moved hex by hex across
the map in a board game; there is no
proper reason to perpetuate that
compromise in a computer game. Troops
get told to go somewhere and do
something. . . then it's up to them.
Furthermore, the use of hex by hex
movement routines make it almost
impossible for the computer to control its
forces sensibly.

The .routines by which a. human
implements his decisions in the game
must be ones that the computer can
emulate. Unless the computer is capable
of controlling any and every part of the
forces on either side, it's npt possible to
cast the player in a role; he must still be
the commander of every unit.

What we're trying to do, albeit with limited
success, is to build a game environment
wherein a player need only be
responsible for the forces of the
personage he represents. He is not
responsible for the direct operation of the
forces superior and subordinate to him.
Moreover, these other personages must
be able to communicate with him and he
with them.

It will be interesting to see just how
successfully our next two games do this.
It's always much easier to point out
what's wrong than to fix it up!

coMING FROM ss$G@ THIS YEAR




Those of you who have seen the movie of
the same name will doubtlessly know what
this scenario is all about. For those who
haven't, here's a capsule summary.

USS Nimitz, Kirk Douglas commanding,
runs into some funny weather north of
Hawaii. The time was 1981 but as events
transpire it's now somehow 6th
December, 1941. They've found that
elusive hole in time (space?); a
phenomenon available, unfortunately,
only to movie makers.

After about half a movies' worth of
moralizing, the USS Nimitz decides to get
those Japs. Too late! The time hole pops
up again and our heroes return to the
present.

With Carriers at War we can (more or
less) examine what could have happened
had the Tomcats got among pidgeons so
to speak.

The following data needs to be added to
the Pearl Harbour scenario.

1. Plane Types. Add #23. (F-14, 1, 0,
14,14,20,3,3,3,15,63,7,7,7,7, VY, Y,
N, Y, N, N). Add #24. (E-2A, 2, 4, 31, 31,
Sl 333018515 L0 0T, 707, N Y, INANGEY,
N).

2. Squadrons. Add # 65-68. (Each 23,
18,7,3,3,N, N, Y). Add #69 (24, 12, 7,
3,3Y.Y, Y.

3. Ship Class. Add #36. (CV TOUGH,
Y, N, 0, 38, 54, 31, 31, 15, 0, 0, 0, 7, 7,
0).

4. Carrier. Add #9. (NIMITZ, 100, 36, 8,
65, 66, 67, 68, 69, 20, 15, 7, 3, 8).

5. Task Group. Add #8 Ally. (NIMITZ,
0,0,5,31,3,3,1,Y, x,y = 81,32, search
=S-SW).

6. Brief. Make the following changes to
the Allied data. Morale = 3, Radar Tech =
3, Aerial torpedoes = 3, Surprised = N).

7. Names. Add K. Douglas as the
commander for Allied Task Force 3.

It's probably going to be a trifle hard to
find someone to surprise -with this
entertainment, but if you can it should be
amusing.
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(Hi. I'm from Baltimore. Where's the pharaoh?)

Up that river lies
the African
Adventure of your
imagination.

The mysterious Dark
Continent. Where the
mighty Kilimanjaro
towers over the Source of
the Nile. Where the
Congo snakes through
steaming jungles and the
scorching Sahara sun
bleaches men’s bones.
Africa. Where legends

of secret treasure drive
men mad with desire.
And where an adventurer
can still find glory and
gold...or a lonely death
far from home.

Africa, 189

You have inherited
a madman’s diary

...and his dream to
find the tomb of
an ancient pharaoh.

Ancient songs still sung
by tribal historians contain
clues to the hidden tomb
of a fabulously wealthy
pharaoh. The madman’s
last feverish words drive
you onward: “I now know
it does exist. [ am so
close, but so near death.
If you hear no more from
me, then warn those that
follow: this is not a journey
for the weak of spirit

or dull of mind. Come
prepared’—H. Primm,
May 21, 1889

A Living Map of Africa
11 million square miles stuffed into your com-
puter. Navigate 17 rivers. Hack through jungle
and swamp. Sail to ten cities. Learn the ways
of 22 tribes. Explore savannah, deserts and
mountains. It’s all geographically accurate.

Follow Your Dreams

Set your course and go for it. The computer
automatically maps your progress and keeps
your journal. If you get lost, it can tell you
“The River Nile” What it won't say is “about
to get sucked over the Kabelega Falls”

W

ELECTRONIC ARTS"

Decipher Native Clues

Local myths will help, if you can get the na-
tives to talk. Enter their huts. Learn their cus-
toms. Pass out some bribes. The chief might
tell you, “Look where the sun rises over the

Childless Waters”” Now try to figure it out.

Specifications: Available now for Commodore 64 & 128. Infinitely playable because the computer hides the tomb and treasure in new places each time you start. How to order: Visit
your retailer or call 800-245-4525 for direct VISA or MasterCard orders (in CA call 800-562-1112). The direct price is $32.95. To buy by mail, send check or money order to Electronic Arts,
PO. Box 7530, San Mateo, CA 94403. Add $5 for shipping and handling. Allow 3-4 weeks for delivery. All E.A. products purchased direct have a 14-day “satisfaction or your money back” -
guarantee. For a complete catalog, send 50¢ and a self-addressed envelope ‘to Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404.
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