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INSTRUCTIONS FOR PLAYING COMPUTER WAR

Turn monitec. peripherst system and compuner on in
that sequence. insert medule JEditor/Assemblier. Mini-
Memery or Extended Basic). From Mini-Memery or
Editcr/Assembier. select LOAD ANT RUN epi.on. Type
in OSKI.GAMES. When this loader has lssded the
program, a menu will be presented. Select COMPUTER
WAR. The game will thea stri.

THE DISPLAY

1] The score of the current game is displayed in the
g lefl of the right window. The high scere of the
current gession is displayed in the top right of the
screen.

2| The map of the United States shows the location of
all the cities targeted by enemy missiles and the
NURAD headquariers. Your task is 10 detend these
sies.

3 The loht pi the screen shows 2 malrix and below
this is the current DEFCON [gerence condition]. S is the
starl of "he game. | 15 game gver wilh all cibes and
NORAD daswroyed.

HOW TO PLAY COMPUTER WAR

1j Press the fire buiton on the joystick 4o start the
pame. Do not teuch the lire dutten again until it is

RECUSSHTY.

Z) Frem the adges of the screen. enemy missiles will
2Ppeat. yivancing Wewards selecied targets. Meve the
cress on the screen twith the joystick} until i is
Wmmediviely wver the sdvancing missiie. Al this peirt
press the fire baftion,

3 Al his point. the display will change % mne of twe:
H the migsiie was in the can‘re of the cress. then the
gisplay will becaine that o 3 fighter piiet thrsugh the
cockpit window. Bensath the screen arg hee boxes.
depictistg current DEFLON tiatus fsn the letl). dhe time
watii imnact of the enecty Mmissile jon the right] and in
the can're is 2 DCk depicling whars the enemy missile
15 0 "elalignzhip T the view irsm the cackmt. To
chase the missile. move the oystick ewards the

mistiles lecstion. To move left or right push the
joyslick in the appropriate direction. Te méve up. pult
the joystick back. and to dive push the joystick
iorward. When the missile is in view, press lire,
Ammunition is unlimited s keep liring uniid the
misgile is desiroyed. When the time until smpact
ing1zator reaches 10. an alarm will sound.

41 Y you do net destroy the epemy missils in the
aliefeo Ume you will lase 2 cily.

51 I the crost was net posilicned correciiy pver a
missste the message NO ENEMY MISSILES IN
IRTERCE" | RANGE will app: *r. The game wilt return
{6 ' mafr scteen. bt you will not be given a second
chance 1 knock oul that particutar missiie.

il After ali migsiies in 3 wave have cither been
desirayed v have hil $heir targeis. then the penus
screen is prezanied. Al the middie left of the screen in
23 x J matrix 13 the code you have bo match. This it
achizved by moving the while 3 x 3 tquire srownd e
scteen abeve until 3 stmilar mix is aciieved. i an
identicl mix dees not exigl then patierns can be huil
by spinnine the squsres by pressing the lire hution.
When an identicHl maich is found. press the fire bulien
anam and the campuier will meve onio the nexi squave
ir oe matched. H alt matches are made. then 2 benus o
1000 peints is sdued to your score. jon subseguent
malches, the bonus is increased by 1000 pownts per
time).

7] The game then re-staris with further attacks of
missiles. in increasing number and speed

The game is sver when 3i! cities and NDRAD are
desireyed. Even # all cities are intzcl shauld NORAD
be desivoyed. then The §ame ia over. As eaCh cily 13
destroyed. tha BEFCON tacher is reduced. Game is over
wnen DEFCON REACRES 1.

SCORM

150 pein's per enemy missiic 3200 down.

1000 poants ter 3 Sult cade s~reen cracked. TWith
subsequen! 1000 point increases tor cach hime the i
achieyed.

INSTRUCTIONS FOR RIVER RESCUE

Turn monitor. peripherst system anu computcT o0 in
that “equence. In*er1 module [Ec ior/assemiie:. Mini-
Mewery or Extended Basicl. Fram Mini-Memary nr
Editer ' Assambior. setect LGAG AND RUN sption. Type
in BSK i GAMES. When ihis loader haz loaded the
progsaon. § mery witl be p:ssonic? Selac: Rive:r
Rescue. The game wili then start.

TYHE ISPLAY

1] The sceres ol playe: | and pleyer 2 are dispisysd
2 the lop of the strees. dong wiih twe high 3LOrE.

2! Tne nusber of Irwss remaining 1 the Curremd playe;
2 dizplayed i the battom ol the tcreen on the gl hid
Siue tact plaver starts with S lives. exira .ives bewg
awardec a3 oesc R0 in the rides scclien.

3] The muwber of raic-pees an boyro the Boat is
eizglayed 7t the betam of the scraen on ihe righl haoy
side.

4} On the lcwer skill levei: 3 ligh in i ¢ Dotisan right
hangt area will tarn green H you ire corractly sligned
with 3 yefty. 2 magenta it you are likely 15 crazh.



HIW T0 PLAY

Il The compuler will 2tk you i salect irem skl
teveis | 8] Press the relevanl key: 1.2 or X Level 3
i the mesi deflicuil

2} The computer wilt them azk you W sabect 2 | or 2
player game. Atter you have snlersd | or 2. you can
begin the game by meving ihe jeysiich.

3} Yeur Doat will then appear an the iefl ol the scream
1ad you mull use the woystick le conired it Meve the
joystick:

For s i steer Ihe baat
- G —e ) GECTEASE OF INCIrEASE 3P0
Prasas the tre ballen to Jice 3 miszile

AULES OF BIVER RESCUE

1} The sbiect ol ihe game is ta nevigain your way
aleng the river. Jweiding or shasting shetaciss. pching
ug reiugees irom the nerth kank of e river and
droppeng em oif on the sowlle bank.

21 Tha river 13 infesisd with giast sleciric seic and
cracadiles. H you 3ass 08 cless i an eol. your thip
will ba slectrifved 3nd you witl less | passenger: f yu
hyve ne passengers. you Wil lege the shig. Hitling 3
crecadile will temnperartly make theering diilicell

Y Colitzsien weth any olher sbetacis will lwee you your
ship. Legs may be deciropes by shasting them. Othee
cbslacies. such a3 isiande. sanchanks and whilt wite
must simply be avovded

4] When 2 jeity sppsacs on the screen. yeu may deck
by sieering the beol slengeide. When it lsuches the
jeity. e 3

reiugees you may have mt beard will run ashers snd
scare posnts fer £2ch retugee. The mors you
kave abeard. thve higher your score per reheges. You
mey carry up b0 9 A 2 lime. Hewever the slectric sl
e river may mahe A impeszibie for yeu W dock
ity lor leng. and you may be forced W leave Delers

sil-laadiog s yeus pausengers.
[

¥ you dock and i1 § retugees off ol sne Qo youi will
racamve 3 spaciat bamus and an axima lile

B Taw will ga 30 2202 (e aflar you Aove carried 10
felegeus 10 salety snd anether after yeu have rescusd
5

9 Periadically. an smamy helicepter will Ny everheed
snd drep mines wvig the watsr avend of youL Yeu mugi
shosl 3 path thraugh these W sveud betng Newn up.

199 In sddition. one o Ihe warring arwies hes 300l 2
aak o potral ihe nurtk bank of e ctvar. | pou Sravel
iee siowty 3nd slew i ts evertake you, H wil Mew
you sl ol The waier. Yeu cannet shest il - your enty
duioncs speinal the Lank is i swiren i

INSTRUCTIONS FOR PLAYING SUBMARINE COMMANDER

fuwrn momer. peripheral sychem 3l cCompulor an N
hal saguence. incert madule {Eqditer/ Azsewpler, Mini-
Memery or £ xiondsd fasicl From Editer/ Assembler or
Mini-Memery. selaci LOAD ANG RUN. Type in
BSKL.GAMES. A menu will ba prasening. $elect
Svbswring Commander. The goma will hen losd &

sarl

THE CONTROLS

Lise Ow lellewing ie conirel your Submering:

JOYSTICK teprveman

T SURFACE Pull the joytick rwerds yex
this pushes. e submerines
noes up.

70 MIVE Puth ihe jeytiick away rem
your: 1he ROSE JONE SoWN.

AUDDER CONTROL  Puht the jeystick w the left o
right. Use in conjunciien with
the compets soliing. (300
inslroment panel].

KEYBOARD

TO SURFACE Press | (B)

Press | (x|

RUBOER CONTROL Press — (3} » meve lalt and
press — |} W move right.

Press FORVARSE 10} or

reverss [ 7] a cinge
dirachion and 3pesd.

Pross CRASH BIVE (4] or SLOW BALLAST 6 W



*

Destroyer

..

Tanker

-

r"recghler

You score lawnasge peinis jor timking shios. with mers
ponis hor tankers and [reigilers. and le1s lor
desireyers. The snemy ships ace srmea wilh thetis

and depth chargss and can Caets you Meavy samage. i
they detect you thay may ailack or take svative actien
s ry io loss you.

Ta rftack your iarget you hive the fellewing
sippment:

MAP Prass MAP !0 le sstablish

SONAR

PERISCOPE

TORPEBDES

s
|
i

INSTRUMENT PANEL

i
:
a
i
i
:
J
|

spoad iz st ol nil. and yeu have 9 pross sifeer
FORWARE i} w REVERSE (7] ' slert moving. jn dutoi,
e coalrais are a2 fellews:

e
) Ty 1‘,__5-;’-"—"“:2 '
e 1% =
!
Bf=ii] e
C—f e8] ‘ et
O— = | 1 et
R im—whll yath "
FE-mEEE =, o - p |-
G mi. Pl - | N

o0 W

nre

ATTITHDE. Move the pysiicx b the it or raght
o B e arrew heys W CRangE Corst
COMPASE 1he compist rending soter et ihe
conrag you seer

CLOCK. Thiz imau mow ieny masssan lnat
TORPEDODES. Thar bwwa Cogits on fhe lol of e il
ard vk wushoinisl o bf podbul Tohiony. Nex! W
st are Ty orpeds sialut sadecairs 1 hede can
ba any ol I isllewing Colow L

sl Light biue [Cyanj-primeng

i Onric blue tesiing

il Nad - Resdy o heo

di Vollow - lube swl of achon

FUEL SuPPrLY

RATIERY CHARGE resding. Te ra-charge you
have 0 swrisca

SPEER Whan the submeriea 11w The bluee [C7am
MNed I sulmarme 15 mowed v ward Wies i
1 IRE FOOR WEL 1M Miiiuie il CANRSE
COMEREE Snd depih dinlc 10 Mave I T SRPpIRie
irechen

ZBNAR SCREEN. Shanws he onauvy shigs 23
it bips Yowr pedinew ¢ the black crest in
e contre which remalag stalic. When an enemvy
g s cerrachly imed wp e bilg will appesr
birecily absve the crecs. ar i soma peist
botweon ik snd e suge ol e sener tcrepn
KYDROPAONE CHART Thic 13 the longesl renge

Sl on thw sceeen. The nesar 3 thg 15 \a powr
cwbmaring. e cleser the riievant pask 13 v the
ol of W .

TONRAGE SUNK v ameunt recarded 13 W
howzings o a1

The choet thews v SEPTH ZELOW Tek KEEL
Do cacobyl nal b Cr35k thia e Suabed
DAMAGE cICATORS These shew damaje a1 »
ERGITE {ihpng ot wmply ine damegey tu sl
[severs damadpel b

Ccomiraliz. |-insirgwnents. 1 iwil. £ - Eogine. A
your damege rekng 11 netl los Ingh. you may
CaTY an mlheul waskng lor rapaers. bt bewars
! sexpaciad melinichens. |Your submarine s
rapeired atematcylly. Fewever, repen1 M
carrind st mers ropuliy an ihe serisast. N your
il damage bacomen severy. it Moy crack. with
& Walary v pweiting yeul

AR SUPPLY. Con e rossnesl by sriesing.



SKILL LEVELS

The higher the skilt level. the more challenging the
game becomes. You wili in your encourders with the
enemy. have to attack and destroy more cenveys with
less fuel. charge and lorpedoes

TACTICS

You censtantly need lo assess Ihe pros and cons of
moving on ihe surface or underwater Kunning on the
suriace 15 gurcker. but il you gel ino close to an enemy
cenvey on the surtace. you will be seen and altacked
by the escorting warshps To warn you 2 bell sounds
25 you approach lhe enemy s range 9l vision sn the
suriace.

Your graates! advaniage over the enemy is ysur ability
0 travei underwaler. However, this doss use up 2ir and
baiteries_ and yeu Can till be delecied H you tire 2
torpetdo.

As your initial working lactics. ry appreachung an
enemy Convoy on the surface using the map mede
JMAP-3] Az you draw near. dive and lecate the ships
with yau senar SONAR]-sf and hydrephene charl. Then
come up 10 3 depth of aboul 25 jeet and prass
PERISCOPE | | tor 2 view of Ihe surisce. Aim your
submarine 3l the larget. and press the irigger an the
joystick or FIREIBI o refease 2 torpedo. 2iming it ahead
ol the shup. Hiis are recorded on (he ‘lonnage sunk
chart ion ine righll H ysu are under heavy alack irem
ihe surlace ships. and wish 1o lose them. dive deep
any wal undl the attack 13 over

END OF GAME
The game ends when any ol ihe foliowing eccurs:

] All enensy convoys are Sunk

ibj All exygen 15 used

icl Al tuei and charge is used

1d] There is severe damage i The hull

The game tan also be terminated by pressing
ABORT}). You still receive a raling of your abilimies as
3 Submarine Commancdas

RATING

Al the end ol sach game you receive 2 raling {score|
with paints awarded lor Wnnage sunk and. the uitimale
chievement of 2 Submarine Commander. eliminalion of
3! conveys. Peinis are deducted lor juel and lorpedoes
dsed and damage susiained

Sumemary of facers atiecling your raling.

Points are awarded or:
|3} Tonnage sunk
ib} Siniung all conveys preportional 1o ihe skill level

Poments are deducted for:
fal Fuel ysed

ibf Terpedoes used

it) Lamage wmevrred
i Bring desirayed
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COMPUTER WAR

1. The score of the current game is displayed in the top Teft of the right
window. The high score of the current session is displayed in the top
right of the screen.

2. The map of the United States shows the location of all the cities
targeted by enemy missiles and the NORAD headquarters. Your task is to
defend these cites.

3. The left of the screen shows a matrix and below this is the current
DEFCN (defence condition). 5 is the start of the game. 1 is game over with
all cities and NORAD destroyed.

How to play:

1. Press the fire button on he joystick to start the game. Do not touch
the fire button again until it is absolutely necessary.

2. From the edges of the screen, enemy missiles will appear, advancing
towads selected targets. Move the cross on the screen (with joyst) until
it is immediately over the advancing missile. At this point press fire
button.

3. The display will change from one of two:

If the missile was in the centre of the cross, then the display will
become that of a fighter pilot through the cockpit window. Beneath the
scren are three boxes, depicting current DEFCON status (on the left), the
time until impact of enemy missile (on right) and in the centre is a box
depicting where the enemy missile is in relationship to the view from the
cockpit. To chase the missile, move the joystick towards the missiles
lTocation. To move left or right, push the joystick in the appropriate
direction. To move up, pull the joystick back, and to dive, push the
joystick forward. When the missile 1is 1in view, press the fire button.
Ammunition 1is unlimited, so keep firing until the missile 1is destroyed.
When time until impact indicator reaches 10, an alarm will sound.

4. If you do not destroy the enemy missile in the alloted time, you will
Tose a city.

5. If the cross was not positioned correctly over a missile the message NO
ENEMY MISSILES IN INTERCEPT RANGE will appear. The game will return to the
map screen, but you will not be given a second chance to knock-out that
particular missile.

6. After all missiles in a wave have either been destroyed or have hit
their targets, the bonus screen is presented. At the middle left of the
screen in a 3x3 matrix, is the code you have to match. This 1is achieved by
moving the white 3x3 square around the screen above until a similar mix is
chieved. IT an identical mix does not exist, then patterns can be built by
spinning the squares by pressing the fire button. When an identical match
is found, press the fire button again and the computer will move onto the
next square to be matched. If all matches are made, then a bonus of 1000
points 1is added to your score.

7. The game then re-starts with further attacks of missiles, in increasing
number and speed.

The game is over when all cities and NORAD are destroyed. Even if all
cities are intact, should NORAD be destroyed, then the game 1is over. As
each city is destroyed, the DEFCON factor 1is reduced. Game 1is over if
DEFCON reaches 1.



Scoring

150 points per enemy missile shot down.
1000 points for a full code screen cracked.
1000 subsequent points each additional time the code screen is cracked.

RIVER RESCUE

1. The scores of player 1 and player 2 are displayed at the top of the
screen, along with the high score.

2. The number of Tlives remaining to the current player is displayed at the
bottom of the screen on the left hand side. Each player starts with 5
lives, extra lives being awarded as described in the rules section.

3. The number of refugees on board the boat is displayed at the bottom of
the screen on the right hand side.

4. On the lower skill Tevels a light in the bottom right hand area wll
turn green if you are correctly aligned with a jetty, a magenta if you are
Tikely to crash.

How to play

1. The computer will ask you to select from skill levels 1 to 3. Press the
relevant key: 1,2 or 3. Level 3 is the most difficult.

2. The computer will then ask you to select a 1 or 2 player game. After
you have entered 1 or 2, you can begin the game by moving the joystick.

3. Your boat will then appear on the left of the screen and you must use
the joystick to control it. Move the joystick as follows:

E or X to steer the boat;

S or D to decrease or increase speed accordingly.

FIRE BUTTON launches a missile.

1. The object of the game is to navigate your way along the river,
avoiding or shooting obstacles, picking up refugees from the north bank of
the river and dropping them off on the south bank.

2. The river 1is infested with giant electric eels and crocodiles. If you
pass too close to an eel, your ship will be electrified and you will lose
1 passenger. If you have no passengers, you will lose the ship. Hitting a
crocodile will temporarily make steering difficult.

3. Collision with any other obstacle will lose you vour ship. Logs may be
destroyed by shooting them. Other obstacles such as islands, sandbanks and
white water must simply be avoided.

4. When a jetty appears on the screen, you may dock by steering the boat
alongside. When it touches the jetty, the boat will stop. If you dock at a
jetty on the north bank (top of screen), a refugee will run on board and
you will receive a bonus. If the refugee is subsequently killed, most of
the bonus will be deducted.

5. If you dock at a jetty on the south bank, any refugees you may have on
board will run ashore and you will score points for each refugee. The more
you have aboard, the higher your score per refugee. You may carry up to 9
at a time. However the electric eels in the river may make it impossible
fo you to dock at a jetty for long, and you may be forced to leave before



off-loading all your passengers.

6. If vou dock and 9 refugees off-load at one go, vou will receive a
special bonus and and extra 1ife.

7. To continue up the river after docking, move the joystick to steer the
ship away from the jetty.

8. You will gain an extra 1ife after you have carried 10 refugees to
safety and another after you have rescued 25.

9. Periodically, an enemy helicopter will fly overhead and drop mines into
the water ahead of you. You must shoot a path through these to avoid being
blown up.

10. In addition, one of the warring armies has sent a tank to patrol the
north bank of the river. If you travel too slowly and allow it to overtake
you, it will blow you out of the water. You cannot shoot it...your only
defence against the tank 1is to outrun it.

SUBMARINE COMMANDER

Turn monitor, peripheral system and computer on in that sequence.
Insert module (either Xbasic, E/A, or MiniMem, select LOAD RUN, type in
DSK1.GAMES. A menu will be presented. Select Submarine Commander. The game
will load and begin to execute.

The controls

Joystick: optional

To surface: Pull the joystick towards you (down)...this pushes the
submarines nose up.

To dive: push the joystick away from you (up); the nose goes down.

Rudder Control: Pull the joystick to the left or right. Use in conjunction
with the compass setting (see instrument panel).

Keyboard

Active keys are:
E=Surface
X=Dive

S=move left
D>=move right
1>abort mission
2>5TART game
3>Report

4=Dive

5-Blow ballast
6>Forward
7>Reverse
8>Fire Torpedo
9>Map

0=Sonar Screen
==Periscope
SPACE BAR>pause



To surface: press up arrow (E)

To dive: press down arrow (X)

Rudder: left arrow (5) to move left and right arrow (D) to move right.
Direction: FORWARD (6) or REVERSE (7) to change direction and speed.
Crash dive (4) or Blow Ballast (5) to rapidly change your depth. Dive or
surface to neutralize either of these directions.

How to play

1. After the title, the computer asks you to choose a skill level (1-3).
Press the space bar for the number you want. Press START (2) when you are
ready.

2. The map in the centre of the screen shows your position (black cross)
and thoe of the enemy convoys (white dots). The object is to track down
the convoys and sink all the ships. The enemy 1is composed of the
following: Destroyer, Tanker and Freighter. You score tonnage points for
sinking ships, with more points for tankers and freighters than for
destroyers. The enemy ships are armed with shells and depth charges and
can cause you heavy damage. If they detect you they may attack or take
evasive action to try to lose you. To attack the target, you have the
following equipment:

MAP: Press MAP (9) to establish your position relative to land and convoys
at any time.

SONAR: Press SONAR (0) for a picture of the sea around you; ships within
range show up as blips on the screen.

PERISCOPE: Press PERISCOPE (=) when you are a a depth of 40 feet, and you
will get a view of any ship within range that is in your Tine of sight.
Use this mode to prepare for an attack.

TORPEDOES: When you are at a depth of les than 30 feet, press the fire
button on the joystick, or FIRE (8) to release a torpedo. Aim it ahead of
the target ship.

The following is a mock-up of the instrument panel:

AAAAA  HHHHHHHHHHHHHHHHHH IIITI

AAAAA H H ITIIT

AAAAA H H

AAAAA H H 1131]1]
H H J13131]1]

BBBBB H H

BBBBE H H KKKKK
H H

CCCCC H H LLLLL

CCCCC H H LLLLL
H H LLLLL

DDDDDD H H LLLLL
H H

EEEEEE H H N MMM
H H N MMM

FFFFFF H H N MMM
H H N MMM

GGGGGG HHHHHHHHHHHHHHHHHH N MMM

The diagram above shows the relative position of the guages on the
panel, and the description below tells what each are used for. At the
beginning of each mission, you are allocated quantities of torpedoes,
fuel, air, and battery charge (See skill-level for details). You must be



careful not to run out of any of these. You speed is initially set at NIL,

and you have to press either FORWARD (6) or REVERSE (7) to start moving.
In detail, the controls are as follows:

A....Attitude: Move joyst left/right or arrow keys to change course.

B....Compass: The compass reading determines the course you steer.

C....Clock. This times how long missions Tlast.

D....torpedoes: The two digits on the left are the number of torpedoes

remaining. Next to these are torpedoe status indicators. Thes can be any

of the following colors: (a) Tight blue(cyan)=priming. (b) Dark

blue=1oading (c) Red=ready to fire (d) Yellow=tube out of action.

E....Fuel supply

F....Battery charge reading: To re-charge, you must surface.

G....Speed: When the sub 1is 1in the blue (cyan) area, the sub is moving

forward. When it is in the green area, the attitude dial causes the

compass and depth dials to move in the opposite direction.

H....Sonar screen: Shows the enemy ships as white blips. Your position is

the black cross in the center which remains static. When an enemy ship s

correctly Tined up, the blip will appear directly above the cross, or at

some point between it, and the edge of the screen.

I....Depth in feet.

J....Hydrophone chart: This is the longest range dial on the screen. The

nearer a ships is to your submarine, the closer the relevant peak is to

the Teft of the dial.

K....Tonnage sunk. The amount recorded is in thousands of tons (Ktons).
L....Depth below keel: Be careful when diving. This shows the water below
you.

M....Damage indicators: These show damage as a square ranging from empty

(no damage) to full (severe damage), to (C=controls), (I=instruments),
(H=hul1) or (E=engines). You may carry on without waiting for repairs, but
beware of unexpected malfunctions. (Your sub is repaired automatically.
However, repairs are carried out more rapidly on the surface). If your
hull damage becomes severe, it may crack...with a watery grave awaiting
you.

N....Air supply: Can be renewed by surfacing.

SKILL LEVELS

The higher the skill level, the more challenging the game becomes. You
will in your encounters with the enemy, have t attack and destroy more
convoys with less fuel, charge and torpedoes.

TACTICS

You constantly need to assess the pros and cons of moving on the
surface or underwater. Running on the surface is quicker, but if you get
too close to an enemy convoy on the surface, you will be seen and attaced
by the escorting warships. To warn you, a bell sounds as you approach the
enemy's range of vision on the surface.

Your greatest advantage over the enemy 1is your ability to travel
underwater. However, this does use up air and batteries, and you can
still be detected if you fire a torpedo.

As your initial working tactics, try approaching an enemy convoy on
the surface using the map(9) mode. As you draw near, dive and Tocate the
ships with your sonar(0) and hydrophone chart. Then come to a depth of
about 25 feet and press periscope(=) for a view of the surface. Aim you
sub at the target, press the trigger on the joyst or fire(8) to release a



torpedo, aiming it ahead of the ship. Hits are recorded on the 'tonnage'
sunk chart on the right. If you are under heavy attack from the surface
ships and wish to lose them, dive deep and wait till the attack is over.

END OF GAME

The game ends when any of the following occurs: (a) all enemy convoys
are sunk; (b) all oxygen 1is used; (c) all fuel and charge is used; (d)
there is severe damage to the hull.
The game can be terminated by pressing
abort(1l). You still receive a rating of
your abilities as a Submarine Commander.

RATING

At the end of each game, you receive a rating (score) with points
awarded for tonnage sunk and the ultimate achievement of a Submarine
Commander...elimination of all convoys. Points are deducted for fuel and
torpedoes used, and damage sustained.

Summary of factors affecting your rating:

Points given for:
(a) tonnage sunk
(b) Sinking all convoys proportional to skill level

Points deducted for:
(a) fuel used

(b) Torpedoes used
(c) Damage incurred
(d) Being destroyed



