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GREY SEAS, GREY SKIES
A Computer Game Of Modern Naval Combat
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1.0 INTRODUCTION: GREY SEAS, GREY SKIES is a detailed
game type simulation of wodern naval combat for one or
two players. The players may control up te a total of 10
ships and/or submarines. They will be responsible for
the tactical control of each ship or submarine as well as
having the resulting operational control of the group of
units under their command., The viewpoint of the players
is thus that of the commanding officers or tactical
control officers of their units. Elements pertinent to
these positions, such as search modes & results, target &
weapons selection, conning {movement] instructions, &
helicopter (helo) vectoring will be under the direct
control of the players. Other operations that these
officers would not deal with directly, such as air
strikes & defence, zone & solution plotting, and
individual helo actions, will be handled automatically by
the computer.

2.0 GENERAL COURSE OF PLAY: The game
major sections, the start up of the game and the game
itself. The start up allows the players to select their
own passwords so that only they can play their portion of
the game. Start up also Llets the players choose a
scenario to be played or construct their own scenario.
The game itself is played in turns and follows a constant
sequence of play composed of 4 segments for each turn,
In the first segment the computer conducts searches based
on the orders of the previous turn [or the start orders
provided by the computer for a first turn of any
scenario}. Next the player segments occur, . The player
designated Orange is first in this segment and should
secretly obtain his search results and give orders to his
units. The Blue player is next and should then do the
same for his units. After both players have completed
giving orders the third segment will begin. This is the
combat segment and the computer will resolve any ordered
combats and display the results. The final section is an
end turn segment that asks the players if they wish to
continue the game, If they do play proceeds to the next
turn, If they do not, the computer will give them the
chance to save the game at that point, indicate the
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current victory point status of the players, and allow
the players to review the status of the forces at the end
of the game by responding 'Y' to that question. Each
turn of the game represents B minutes. Bearings are in
degrees and to true reference (360 degrees to a circle
counting clockwise and oriented with 0 degrees at North
for the individual unit from which the bearing is taken,
regardless of the direct the unit is moving). Distances
are in yards & multiples of 1000 yards., Speeds are in
knots [nautical miles per hour) and & nautical mile is
about 2000 vyards. The combat ares is a square 80
nautical miles on a side and containing over BOOO square
miles.

3.0 GAME EQUIPMENT:

3.1 THE MAPS: Two identical maps representing the
playing area are included with the game. Each player
should take one of these and place them so they will be
out of sight of the other player. These maps can be used
to record the Locations of friendly units as well as
possible contacts and locations for opposing units.

3.11 LOCATIONS ON THE MAP: The maps are divided up
into a grid of squares. The grid has a Lleft-right
(termed 'X'} axis and an up-down [termed 'Y') axis.
These axis Lines are the heavy central lines. Locations
in the game are given as a set of two numbers, an X
coordinate followed by a Y coordinate. Each line
represents 10000 yards distance. The center of the map
where the X and Y Llines meet is considered the 0,0
location. Thus moving 35000 yards to the right but none
up or down from the center point would put location at
35000,0. This is Located on the X axis 3.5 squares from
the center. -35000,0 would still be on the X axis, but
3.5 squares to the left of center. On the Y axis
positive numbers are up from the center and negative
numbers are down. Thus 0,70000 would be on the Y axis
and 7 squares up, while 0,-70000 would be on the Y axis
but 7 squares down. When both numbers are other thar 0 a
cross reference away from the axis 1is made. For
35000,70000 trace out the 3.5 squares on the right of the
X axis and then trace 7 squares up along the Y axis. The
point where these two Lines would meet in the upper right
quarter [(called quadrant} of the map is the location. If
both X & Y are positive the location will always be in
this quadrant. If X is positive while Y is negative the
location will always be in the lower right quadrant. A
negative X with a positive Y will put the locstion in the
upper left gquadrant while if both coordinates are
negative the location will be in the Lower left quadrant.

3.12 BEARINGS ON THE MAP: The directions from a
friendly unit to other units [(friendly and opposing]
detected in search as well as directions of movement are
given in bearings. Bearings are the 360 degrees into
which a circle is divided.s These bearings are always
given from a constant reference to north from the
particular unit for which the bearing is being used.
Thus the top of the map {north] witl be O degrees from a

unit. East on the map is the right edge and is 80
degrees. South is the bottom of the map and is at 180
degrees. West is on the left edge and is at 270 degrees.

A compass rose with degree indications has been placed on
the mdp to indicate these points, but remember that
bearings will always be taken from the actual location of
the unit involved. Hence the compass rose will only be
exactly correct for a unit that is located at coordinates
0,0. Use the rose to give you an example and then
mentally superimpose the rose over the location of the
unit involved to get directions for bearings from that
unit. Atternatively,
Laying one of these over the unit and aligning its Q
point perpendicular to the top of the map will give exact
bearing Llocations from the unit.

3.2 THE PLAYING PIECES: The playing pieces are the die
cut counters. They should be broken free from the frame
and into individual pieces. Then the orange player
should take the orange pieces while the blue player takes
the blue pieces. Note that both players now have two
sets of pieces in their color lettered A-J. They should
give one set of these to the other player to be used to
indicate locations for oppousing units. The white pieces
are markers for use by both players, There are two
types, bearing markers and crossed bearing markers, The
bearing markers indicate if they are noise level (from
sonar search} or radar [from radar/visual search] and

you may wish to use a protractor. _



have an arrow. When a player gets a search result
indicating a bearing one of these makers can be placed on
top of the unit which obtained the result with the arrow
pointing in the direction of the bearing. When two or
more of these bearing cross at some part of the map, this
can be marked with one of the crossed bearing markers to
indicate the possible Llocation of an opposing unit.
Often a single searching unit will produce a number of
bearings. In this instance it is often simpler to place
the bearing markers around the edge of the map down that
bearing with the arrow pointed back toward the unit that
obtained the bearing.

4.0 GETTING STARTED:

4,1 BOOTING: To boot the game you must have the
computar indicated by the tabel on the bax. In addition,
a minimum of 48K of RAM and a disk drive are required.
Simply place the disk in the drive and turn on the
computer, or turn on the computer and type the boot code,
or turn on the computer and type 'RUN FAST', It is
possible that your computer may run on a different DOS
than that in which the program is written. In a case
where normal boot up as above does nat work, consult your
DOS manual for how to boot up via your DOS conversion
system.

4.2 NEW OR SAVED GAME: After booting the program will
ask you if you wish to start a new game or restart a
saved game. Give an 'N' or 'S' as required, 'S' will
take you to the save game routine (see rule 9.0).

4.3 ONE OR TWO PLAYERS & PASSWORDS: When starting a
game the computer witl need to know how many people witl
play. By selecting '0' for one, your opponent will be
Crazy Ivan. Crazy Ivan is the computer and he always
plays Orange. You will Llikely find Ivan more sly than
crazy. MNext the players will be asked to select a secret
password. Simply pick a few Lletters and type them in.
This password will be requested by the computer at the
start of each player's segment so that only the correct
player can play the segment. When playing against Crazy
Ivan passwords are not required.

4.4 SCENARIOS: There are 7 prebuilt scenarios included
in the game and detailed in rule 11.0. If you wish to
play one of these simply indicate its number and the
computer will set it up. Alternatively players may
construct their own scenarios. If you select the Build
Your Own option you will be asked a series of questions
jnvolved in setting up the scenario. These will include
picking the environmental conditions [day or night; Llayer
strength which effects sonar detection between different
water depths; biologic intensity representing Living
creatures that make noise and which effect all sonar
results), the nationalities each player will play, and
the specific types of units each player will have. When
playing against Crazy Ivan, the player will have to make
these unit selections for Crazy Ivan also.

4.5 UNIT SELECTION RESTRICTIONS: In Build Your Own
scenarios each player will have the option of selecting
up to 7 surface ships or 3 submarines. If a player picks
less than 7 surface ships he will have the option of
having a submarine also. However the total number of
units for both Orange and Blue may not exceed ten, so the
players should decide in advance about how many units
each will have. Victory point values as listed in the
Unit data and the handicap system detailed under the
Victory rules should be considered in these choices. If
Soviet surface forces are picked the player will have the
option of having patrol aircraft or a land based bomber
strike. U.S., English, and French forces will have the
option of a patrol craft. If a player has included an
aircraft carrier he will have the option of a ready
airstrike. Patrol aircraft and airstrikes are cancelled
if the opposing player picks only submarine type units.

4.6 STARTING POSITIONS: Finally the players will be
asked to give their starting locations for Build Your Own
scenarios. Orange forces may enter start coordinates
anywhere in a band starting at the map edges and
extending into the map to a square 70000 yards from the
map center. Blue forces may start anywhere in a box
extending 50000 yards out from the center of the map.
The computer will set initial courses and speeds.

4.7 UNIT & CONTACT DESIGNATIONS: Each player's units
are assigned an individual number starting with 1. Units
detected by search will be given a contact identification

Letter. Each contact witl have a unique Lletter and
contacts on opposing units will have their letter
displayed in inverse lettering.

4.8 ENTERING INFORMATION: In casual play the computer
detects the completion of each information entry by the
player pressing the return or entry key. 'Y' & 'N' are
responces for Yes & No questions while digits are used
for number responces. If just an entry is indicated the
computer will assume that no change from the previous
state is required. In timed play the computer will not
require an entry indicator. Just a 'Y' or 'N' or number
will enter the data. However responses requiring
multiple keystrokes [(course, speed, etc.) will stitl
require a return or enter at the conclusion of the entry.
Note that all entries should be made in upper case.

4.9 ABBREVIATIONS: The following are used in the text
and program: MM [millimeter}, IN (inch], YDS [yards], KYD
(1000 yards), NMI (nautical mite), RNG [range}, CSE
(course], BRG [bearing)}, SAM [surface to air missile),
ECM (electronic counter measures), HELO (helicopter), AAW
{anti aircraft warfare), ASW (anti submarine warfare), GP
(general purpose]. Units are abbreviated as follows: FF
& FG (frigate], DD & DG [destroyer), CG & CGN (cruiser),
BG & BGN [battleship)}, CH (helicopter carrier}, CV & GVN
{aircraft carrier)y SS & SSN (attack submarine}, SG & SGN
(missile submarine]l, SB & SBN (ballistic missile
submarire), AU [(axiliary), MR (merchant]. Note that a
'G' in these designations indicates the unit carries
guided missiles and an 'N' indicates it is nuclear
propelted.

5.0 THE SEARCH SEGMENT: The search segment is conducted
by the computer. While it is going on the computer will
display the turn and enviromental conditions, as well as
indicate which search is underway. Radar search will
automatically be conducted for each ship or surfaced
submarine whose radar has been ordered to the 'ON' mode.
Radar search results are affected by the radar vatue of
the searching unit, the ECM of opposing units, & by
inclement weather. Results of radar searches by surface
warships and surfaced Echa II type submarines will
automatically be transmitted to all friendly units of
those types. Visual search will automatically be
conducted for surface ships and for submarines on the
surface or at periscope depth, Visual search results can
be degraded by night and inclement weather. Sonar search
will automatically be conducted by all units with sonars.
Search may be either active [sending a signal into the
water] or passive [listening for noise in the water),
depending on the ordered mode. Weather, biologics,
acoustic layer, sonar capability, & opposing unit noise
Levels will affect sonar search.

6.0 THE PLAYER SEGMENTS:

6.1 GENERAL: Each player's opportunity to examine the
results of the search segment and give orders to each of
their units occurs during the player segments. Each
player has an identical segment. The Orange Player will
always have the first player segment; however all orders
are resolved as if the player segments had occured
simultaneously., To start a player segment the player
will have to tell the computer the proper password. Then
a Llisting of options called a menu will be presented
along with the question "YOUR SELECTION?". By typing the
number of the desired selection you will go to that
portion of the player segment. For all selections on the
menu except 6 [Helo Movement} and O (End Segment] you
will next be asked for which unit you wish the selection
to apply. The computer will have automatically numbered
your units sequentialty from 1. Typing a number will
take you to your selection for that particular unit.
Each of these selections is detailed below.

6.2 RADAR/VISUAL CONTACTS: This selection will display
the contact letter, range, bearing, and location of all
units which the selected friendly unit detected in the
previous search segment either visually, with radar, or
by ECM, Bearings f{only} to intercepted enemy radar
emissions will also be disptayed. The accuracy of such
bearings is variable and false reports are possible. The
current mode of the radar for that unit will be displayed
and the player will be asked if a change in this mode [on
or off] for the next turn is desired.

6.3 SONAR CONTACTS: Active sonar consists of the
emission of nacoustic signals from the searching unit,




Passive sonar consists of the searching unit Llistening
for waterborne noise emitted from other units. If using
active sonar, this selection will display the contact
letter, range, bearing, and location of all units which
the selected friendly unit detected in the previous
search segment. If using passive sonar the contact
letter, bearing, type of unit, and sonar mode of the
detected unit [if it is sctive) will be displayed. In
addition, bearings to detected noise levels will also be
displayed. Noise Llevels represent small amounts of
waterborne sound that may be heard but are too faint to
be a contact. The accuracy of such bearings is variable
and false bearings are possible. The current mode of the
sonar for that unit will be displayed and the player will
be asked if a change in this mode [active or passive) for
the next turn is desired.

6.4 WEAPONS STATUS: This selection will display the
weapons available to the selected unit, how many of each
weapon remain available, the minimum range of the weapon
(in 1000's of yards), and the maximum range of the weapon
(atso in 1000's of yards). For submarines the status of
torpedo tubes will be shown and the player will be
allowed to change this status. Up to 2 changes may be
made per turn with each loading of a tube or unloading of
a tube counted as a change. Players not familiar with
the weapons Llisted should consult the Ship & Weapon
Information section [Rule 12.0).

6.5 FIRE CONTROL STATUS: This selection will display
information available about any contacts being tracked by
the selected unit's fire control system, The player will
always be asked if tracking of a contact should begin. A
yes response will Llead the computer to display the
contacts detected for tracking and ask which on contact
to initiate tracking. Respond with the contact Lletter
desired. Opposing contact letters will be displayed in
inverse lettering. Different units will be able to track
different numbers of contacts at the same time. If a
fire control system is at its maximum and the player
tries to track another contact the player will be given
the option to drop tracking one of the current contacts
to make room for the new contact. Players will always be
given the option to fire weapons from the selected unit
in this selection. The unit may conduct up to 2 attacks
per turn with the following special restrictions:

A. Submarines at speeds greater than 15 knots or at
extreme depth may not conduct attacks, while submarines
below shallow depth may only attack with torpedos, These
weapons will indicate when they cannot be fired.

B. Guns and various other weapons may only be fired at
targets for which a precise range is known, These
weapons will indicate if they cannot be fired.

C. Tracking & contact for 2 consecutive turns by
radar, visual, or ective sonar search, or 3 consecutive
turns by passive sonar, will result in a fire control
solution, This 1is indicated by a flashing contact
letter. Fire control solutions produce the best combat
results when firing weapons, but the player may Llaunch
weapons against any contacty, even if a fire control
solution is not ready. Such an attack is termed a
Snapshot and will not have as great a chance of success.
Snapshots may hit unintended units, friendly or opposing,
that Llie along the track of the weapon to its intended
target.

6.6 CONNING ORDERS: This selection will display the
selected unit's current position, course, speed, and, if
applicable, depth. It will also display the capabilities
and current orders for the unit, The player will be
given the option of changing the unit's conning orders
for the turn. Maximum speeds of units will be altered to
reflect the scenario weather conditions. Submarines will
be limited to a maximum speed of 15 knots when on the
surface and 10 knots when at periscope depth.

6.7 HELO MOVEMENT: This selection will allow the
player to review the status of available helicopters and
give them orders. The number of helos available is a
function of the units in the scenario and a modifying
factor to account for maintenance. None will be
available in stormy weather. The display will indicate
the the Llocation of the player's helos by their
coordinates if they are airborne or by unit number if
they are landed on a ship. Helos may fly for a maximum
of 10 turns before running out of fuel and will be
indicated by a flashing fuel status on its last possible
airborne turn. Turns of flight remaining are indicated

for each helo after 'F' on the display. Giving a 'Land'
order will automatically Lland the helo on a ship
indicated by the player after the landing order. A
'"Transit' order will let the player indicate the Location
to which the helo should move [example: X:1D00D Y:20000)
and will move the helo up to 30000 yards per turn to
reach the assigned Llocation, When on station the helo
will hover at that Location until ordered otherwise.
Helos may sight opposing surface ships while in transit
or on station but may only search for submarines when
indicated as On Station. In optimal conditions (daylight
and calm) an enemy surface ship could be sighted up to
30000 yards distant and a submarine up to 5000 yards
distant. Submarines that have fired missiles during the
turn may be detected at greater ranges. Helos will
automatically report sightings. If the sighting is o
submarine the helo will automatically move to the
location and atteck. A helo can conduct 2 attacks before
running out of weapons. The number of attacks still
possible is indicated after the 'W' for the helo. A helo
which Llands will automatically spend 10 turns refueling
and rearming before agein becoming available for orders.

6.8 END SEGMENT: This selection will end the player
segment. The player will be given a chance to reconsider
and return to the main menu. When both players have
completed their End Segments, play will move to the
Combat Segment.

7.0 THE COMBAT SEGMENT:

7.1 GENERAL: During the Combat Segment all ordered and
arriving attacks will be reolved by the computer. Next
units will be moved as ordered during the previcus Player
Segments and any airstrikes will be resolved. Finally,
helicopters will be moved, search resolved, and any
possible attacks conducted.

7.2 ATTACK RESOLUTION: When resolving attacks the
computer will display the weapon involved and the result
of the attack. Torpedo attacks will only be announced
when the attack is detected by the target unit. Such
attacks may be detected a number of turns before the
torpedos arrive, thus allowing time for evasive actions,
Gun and missile attacks will be resolved in the same turn
they are initiated. If the target in such an attack has
its radar on it will automatically try to electronically
Jjam and shoot down incoming missiles, The direction from
which an attacking weapon is approaching will often be
displayed. Damage is determined for each hit based on
the warhead of the weapon and the general Llocation of the
hit, Damage will cause decreases in various unit
abilities. With enough damage a unit may be gutted (100
percent damage) or sunk outright.

7.3 MOVEMENT & AIRSTRIKES: Movement will occur
automatically in accord with current conning orders and
taking into account any damage sustained during the turn.
Units exiting the map will be indicated and permanently
leave the game. The Blue player receives bonus victory
points in all scenarios for exiting aircraft carriers,
merchants, amphibs, and auxiliaries. Next any patrol
aircraft or airstrikes scheduled to arrive during the
turn will do so. Defending forces will automatically
fire on attacking air units when possible. Surviving
strike ajrcraft will -then Llaunch attacks. Air combat
results are strongly influenced by environmental
conditions. Patrol aircraft will loiter in the area to
automatically assist in future searches,

7.4 HELICOPTER ACTIONS: Following air combat helos
will transit as ordered, automatically conduct search,
and transmit any results. Helos detecting submarines and
having remaining weapons will automatically conduct
attacks, which will be resolved immediately. Helos are
subject to being shot down by opposing forces.

8.0 ENDING DR SAVING THE GAME & VICTORY:

B.1 ENDING OR SAVING THE GAME: At the end of each turn
you will be given the option to end or save the game. If
you choose to end the game permanently the base victory
point total for each player will be calculated and
displayed. You will then have the option of reviewing
the final status of all units involved in the game by
responding 'Y' to the review question. If you decide to
save the game you must have available another disk that
has previously been initialized. The computer will
prompt you through the saving routine. The save program
uses the same drive as the program disk. Remove the




program disk and insert an jnitialized save disk.
CAUTION! There is not enough room on the game disk to
save gemes in progress. Do not attempt to do so. A
spare initialized disk can be used to hold at least 20 in
progress games. Be sure to use one. After saving a game
the computer can be shut down or play may be continued on
the next turn of the game just saved and still in
progress.

8.2 VICTORY: The player earning the most victory
points at the end of the geme is the winner. The
computer sutomatically calculates the base victory point
levels. The players must manually calculate and add in
any handicap points required. The computer awards base
victory points for the following: damage & destruction of
opposing units [variable with damage up to the value of
the unit), exiting CVs, AUs & MRs [Blue player only)
(variable with demage), shooting down opposing aircraft
(10 points each). The computer automatically subtracts
base victory points for the following: accepting patrol
aircraft or airstrikes (100 points], each use of a
nuclear weapon (100 points), allowing a helo to run out
of fuel (10 points). The actual total displayed witl be
adjusted so that neither player has a negative value, but
the spread of points between the players will not be
altered. Handicap points for the scenarios provided with
the game are Llisted 1in each individual scenario
description, When producing your own scenarios, players
should determine the handicap at the end of play based on
the victory point values of the units picked by each
player. Each player should total the point value of his
units as listed in rules section 12.2. However AU and MR
type units should heve their victory point value
subtracted from the owning player's total. Remember to
include an extra 100 points in the total of a player
having selected an airstrike, Determine the difference
between these totals for each player and award that
number of points as a handicap to the player with the
lower total. This handicap 4is then added to the
appropriate player's computer determined base victory
point total to find the final levels. The player with
the most points then wins, though any scores that are
within 20 points when more than 2 units per side are in
play, are so close they should be considered a draw.
Note that when picking forces, one player's victory point
total for his forces should not exceed twice that of the
other player or the scenario will be impossible to
correctly handicap.

9.0 NOTES DN PLAY:

8.1 BUILD YOUR OWN SCENARIOS: The players should agree
shead of time as to the general enviromental conditions
and force levels to be used. For this Latter item some
maximum number of victory point value in units should be
agreed to. However specific units picked should be up to
each player and should not be revealed to the opposing
player. In making your choices, consider the following
guidelines.

Submarines can be the most dangerous units in the game
due to their difficulty to detect and their powerful
weapons, but they are often limited to passive sonar
search. Submarines are further Limited by their
fragility and will be sunk by almost any hit. '

Surface ships have a number of search systems that can
provide rapid fire control solutions, but many are only
designed for one main task (anti submarine, anti air, oOr
anti surface) and surface ships are often easily
detected. Try to mix your choice of forces to provide
coverage in all areas. Those familiar with the ship
classes in the game will not have difficulties doing
this, but if you do not have this background consult the
Ship & Weapon Information section of the rules for
general claessifications. Aircraft carriers and other
high value units such as BGs provide great abilities [(air
strike and many helos from carriers, Large numbers of
heavy weapons from BGs) but the damage or loss of such a
unit can easily give the opposing player an overwhelming
lead in victory points.

The initial locations of forces can greatly affect a
scenario. The Blue player must consider that units
placed to the west are less likely tc run into opposing
units quickly, but that any high value units witl not be
able to exit the east edge for bonus victory points for
some time. Placing to the east makes exit quicker but
can prevent any time for maneuver and escape before

weapons begin to fly if the Orange player has tried to
btock an esstern exit. The center is a good compromise
for Blue placement, but it is also the most predictable
for Orange. The Orange player must consider the above in
initial placement, as well as the advantages of doing the
unexpected. Placement to the north, south, and/or west
can lead to a headstart for Blue, but will also lead to
positional uncertainty and stretch Blue search resources.

The selected environmental conditions can have a great
impact on play. At night visual ranges are greatly
reduced and periscope observations nearly useless. Less
capable aircraft are severaly restricted. Weather
conditions impact not only visual ranges, but also radar
and sonar search, weapons usey and aircraft
effectiveness. Sonar conditions, such as biologics and
tayer, can cut down on the search abilities of both
submarines end anti submarine forces. Keep these factors
in mind when making your selections.

9.2 SUBMARINE TACTICS: Unless there is somewhere to
go, submarines should move slowly. This will maximize
the effectiveness of their passive sonar while decreasing
the noise levels they emit. Approaches on opposing units
should be made at depth and bow on to decrease the chance
of being detected. The submarine commender must develop
a sense of when to be patient while awaiting a fire
control solution and when to drop a snapshot and run.
Try to keep at Lleast 10000 yards from opposing surface
ships since most have Llimited range ASW weapons. When
attacked, shoot back if possible, and run away deep and
fast.

9.3 SURFACE SHIP TACTICS: Surface ships must work
together as teams to deter opposing forces. They should
employ speed to their advantage. Use good ASW ships as
screens on the flanks of high value units. Place good
AAW ships near your high velue units. Put units with
heavy, long range wespons in the center of formations.
Mave forward Less capable units that can be used to
detect opposing units. Use heles whenever possible to
find opposing units, both submarines and surface forces.
When attacking submarines, move rapidly to the Llocation,
slow and go active, and attack as guickly as possible.
But keep somecne back for exploiting counterattacks.
When engaging surface forces, try to do so from outside
their weapons ranges, though this is often difficult,

9.4 MISSILE COMBAT: The main decisions in missile
combat involve when to launch and how many weapons to
use, There is an axiom that states "He who shoots first,
wins". Though there is an element of truth to this,
snapshots should not be used exclusively. The number of
missiles carried is often limited and snapshots have
greatly reduced chances of finding their targets, In
addition, high capability units will be able to jem or
shoot down many incoming weapons, so large salvos are
often required to saturate their defences. Kesp in mind
that most of the above also applies to the use of
torpedos. Note that some units have SAMs Listed among
their weapons. These can be used against surface ships
since they have some level of dual purpose ability.
However, they are not very good at anti surface attacks
and those used against surface vessels will not be
available for use against opposing missiles and aircraft.

9.5 NUCLEAR WEAPONS: Nuclear warhead weapons are
indicated by an asterisk. They are not for general use
and should only be fired against high value units or a
threat that is about to cause extreme damage. Note that
nuclear detonations can cause damage beyond 3000 yards
from their impact point and that helos are especially

fragile.

9.6 RADAR SEARCH: Using radar prematurely can give
your opponent vital information as to your direction.
However, with radar off a ship is very vulnerable to
missile and aircraft attack. Once you suspect that your
Location is known, there is very little reason to keep
radars off. Note that a radar detection from one ship or
helo will be transmitted to all ships of that side, even
if those other ships do not have their radars on.

9.7 ACTIVE SONAR SEARCH: Active sonar cen also give
away the location of the unit, but it provides the range
information which is reguired for many weapons. Factors
that modify active sonar effectiveness are: the active
sonar ability of the unit, the speed of the unit,
weather, the scoustic layer, the aspect of units to be
detected, and if the contact is currently being tracked
by fire control. As a general rule the active sonar of




surface ships is better than their passive sonar while
the opposite is true for submarines. There are
exceptions to this rule.

9.8 PASSIVE SONAR SEARCH: Passive sonar can never give
an jndication of the unit's position to opposing units,
however it cannot provide range information for most
units prior to establishing a fire control solution,
though some very capable units may obtain approximate
ranges. And it takes Llonger to produce that solution.
Factors modifying effectiveness are: the passive sonar
ability of the unit, the inherent noise Llevels of the
unit and its contacts, the speed of the unit and its
contacts, the use of active sonar by the contact or other
nearby units, the presence and strength of an acoustic
layer between the unit and the contact, the Llevel of
biclogics present, and if the contact is currently being
tracked by fire control. Units with exceptional passive
sonar ability may detect contacts in the "convergence
zang" far beyond their normal range ability.
Additionally, such units may cbtain approximate ranges to
a contact due to a method know as "multi-pathing". Both
of these operations occur automatically.

9.9 BAFFLES, BIOLOGICS & THE LAYER: Neither active or
passive sonar can detect units which are in the searching
unit's baffles. This is an area within 30 degrees of
either side of the searching unit's stern. Biologics are
the background noise of the sea caused by various Llife
forms such as fish, prawns, etc. The presence of
biologics will generally reduce the passive sonar range
of all units. The layer is an acoustic boundry formed
due to water temperature differences. It exists between,
and defines the boundary of, the shallow and deep depths,
This layer will degrade both active and passive sonar
search conducted through it.

10.0 PREBUILT SCENARIOS: The following prebuilt scenarios
depict a number of potential combat situations. When one
is used the computer will assign the units for each
player, determine the environmental conditions, and place
the units. When playing against the computer, Crazy Ivan
will be the Orange player. Since all scenarios were
constructed to realistic force Llevels, rather than as
balanced situations, a handicap will be listed.

10.1 THE KURIL ISLANDS: The Soviet Union has declared
the Sea of Okhotsk to be an "inland sea". Japan sends
forces to challenge this sovereignty declaration. Japan
is Blue and has 3 surface ships. The USSR is Orange and
has 3 submarines. Blue has a 75 point handicap,

10.2 THE INDIAN OCEAN: Increasingly unhappy with major
power forces in the Indian Ocean, India attempts to make
a show of force against the French in the Bay of Bengal.
French national pride will not allow compromise and the
situation deteriorates to conflict. France is Blue with
4 surface ships, including a CV, India is Orange with 3
surface ships and 1 submarine. Orange has a 150 point
handicap.

10.3 THE BALTIC SEA: War has broken out in Europe and
the Twice Honored Red Banner Baltic Fleet is attempting
to move an amphibious group under cover of darkness for a
dawn landing. The USSR is Blue with 3 surface ships, 2
amphibs, and 2 AUs. GBermany is Orange with 2 surface
ships, 1 submarine, and a Lland based airstrike on the
way. Blue has a 275 point handicap.

10.4 THE NORWEGIAN SEA: After war breaks out the US
sends a battle group into northern waters to guard
Norway's flank, Meanwhile a group from the Saoviet
Northern Red Banner Fleet has broken past the submarine
cordon off North Cape and is heading for the merchant
shipping lanes of the Atlantic. The US is Blue with 6
surface ships, including a CV. The USSR is Qrange with 4
surface ships including a CV and the option of a land
based air strike. Orange has a 200 point handicap if it
uses the air strike and a 300 point handicap if it does
not.

10,5 THE WESTERN PACIFIC: A few days into a global
conflict a head to head engagement occurs between two
surface action groups as the US deploys Westpac and the
Soviets move out of Da Nang. The US is Blue with 5
surface ships. The USSR is Orange with 4 surface ships
and 1 submarine. Blue has a 25 point handicap.

10.6 THE MEDITERRANEAN SEA: In conjunction with a
general war in Europe, the Soviet naval squadron in the
Med has been given orders to neutralize all US forces in
their area. A submarine group is vectored to intercept a

carrier group as it teaves Naples. The US is Blue with 1
submarine and 6 surface ships, including a CV. The USSR
is Orange with 3 submarines. Orange has a 75 point
handicap.

10:7 THE SOUTH ATLANTIC: On 1 May 1982 the Argentine
CV Vienticinco de Mayo was part of a 3 pronged attack on
the English task group near the Falklend Islands. This
scenario explores the situation that might have occured
if the northern Argentinian task group had not been
turned back by bad weather, England is Blue with 4
surface ships [including the Invincible] and 1 AU.
Argentina is Orange with 4 surface ships and an sair
strike from the de Mayo that is out of the area. England
has a 150 point handicap.

11.0 DESIGNER'S NOTES: The subject of Limited
intelligence has always stimulated debate among
wargamers. The traditional media of menusl wargames has
never been able to completely simulate the "fog of war"
that is often the major factor in operational outcomes.
Naval games, and in particular those involving
submarines, are especially affected by this Limitation.

GREY SEAS, GREY SKIES was first conceived in 1975
while I was under training to become a submarine officer.
At that time home computers were rather uncommon and the
only game of any significance on modern naval warfare was
Stephen Newberg's SSN, Aside from suffering from the
problems described above, the game also utilized many
simplifications for the sake of playability and clearing
security regulations. The computer and no longer being
in the service have offered sclutions to the above
difficulties.

In BGS5,65 the players are placed in the role of the
tactical control or commanding officer of each of their
units, [Each player must also coordinate the individual
actions of units toward a common goal, and thus also acts
as the task group commander when groups of units are
used. The details of driving ships, flying helicopters,
generating fire control solutions, etc. are left to the
crew and equipment of the units as represented by the
computer program, Similarly, the strategic aspects of
naval warfare are outside the scope of the gama. Thus
task force functions that occur 100 or more miles from
the group, such as long range ASW, major airstrikes, and
distant Combat Air Patrol are not represented. For the
prebuilt scenarios these items have been built in by
affecting the units available. When building scenarios,
players should keep these factors in mind when
determining the force levels present.

The Timed Play option should not be attempted until
the players are comfortable with the game system. The
timer is included to create some of the pressures of
actual combat; hopefully a captain would not be asked to
go into combat without having first had a chance to
become familiar with his ship. The amount of time
available when using the timer 1is intentionally
independent of the number of units being controlled so as
to, in part, simulate the difficulties of a task group
commander in coordinating the actions of many units.

The ships and submarines represented in the game were
selected from the typical forces which would be available
from the 1970s through the 1980s. NAUTILUS, the First
and Finest atomic submarine, was included for sentimental
reasons.

I must now give credit to those who, in many diverse
ways, aided in the growth of 6S,G6S. Chuck Wofford,
Charles Kassel, David Bahl, and Chris Molteni in
combination devoted hundreds of hours to play testing and
provided many suggestions for improvements, not all of
which I agreed to. Stephen Newberg not only provided the
original inspiration for the game, but also made numerous
suggestions for developmental changes and improvements
[all of which I agreed to). Finally, I must acknowledge
the generosity of my wife, Karen, in providing what was
at times undeserved understanding and patience.

W. J. Nichols




12,0 SHIP & WEAPON INFORMATION:

42,1 WEAPON INFORMATION: Following are a number of
groupings of weapon types followed by the names of
weapons that fit in each type.

ANTI SHIP MISSILES: SS-N-2C, §5-N-7, 85-N-12, 55-N-18;,
Harpoon, Tomahawk, Exocet, Otomat.

ASW MISSILES: Asroc, Ikars, Matefon,

ANTI SHIP & ASW MISSILES: Fras—1, SS-N-14, 85-N-15,
S5-N-16, Subroc, Nuclear Asroc.

AAW MISSILES: SA-N-3, SA-N-6, SM-1-MR, SM-1-ER, SM-2,
Sea Dart.

ASW TORPEDOS: Mk 46, L3, L5.

ASW & ANTI SHIP TORPEDOS: 533 MM, 400 MM, Mk 48,
Tigerfish, Spearfish, F17, Seasnake, A-184.

ASW MORTARS: RBU-1000, RBU-B000, Limbo, ASW Mortar.

GUNS: 57MM, 76MM, 100MM, 114MM, 130MM, 5 IN, 16 IN.

12,2 SHIP INFORMATION: Following are 8 series of ship
Listings by country. The format will be: class name,
unit type, victory point value, unit specialty (meaning
the unit is oriented to either AAW, ASW, or GP use).

USSR: Soviet CV, CVN 250 GP, Kievy, CV 100 GP.
Moskva, CH B0 ASW. Kirov, BGN 100 GP. Krasina, CG 70
gP. Kara, CG 50 ASW. Kresta II, CG 50 ASW. Kynda, CG
50 GP, Sovremmeny, DG 50 GP. Udaloy, DG 50 ASW.
Kashin, DG 30 GP. Krivak II, FG 20 GP. Oscar, SGN 200
GP. Charlie I, SGN 80 GP, Echo II, SGN 50 GP. Alpha,
SSN 100 ASW. Victor II, SSN 70 GP. November, SSN 50 GP.
Yankee, SSN 50 GP, Sierra, SBN 300 -, Delta III, SBN
200 —. Tango, SS 40 GP. Foxtrot, S§ 30 GP.

USA: Nimitz, CVN 250 GP. New Jersey, BG 100 GP.
Ticonderoga, CG 70 GP. Virginia, CGN 50 GP, Belknap, CG
50 AAW. Leahyy CG 50 AAW. Burke, DG 50 GP. Spruance,
DD 50 ASW. Adams, DG 40 6P, O.H.Perry, FG 30 ASW,
Knox, FF 30 ASW., SSN[X), SSN B0 6P, Los Angeles, SSN
100 ASW. Sturgeon, SSN B0 ASW. Permit, SSN 70 GP.
Skipjack, SSN 50 GP. Ethan Allen, SSN 50 GP. Nautilus,
SSN 40 GP. Ohio, SBN 300 -. Lafayette, SBN 200 -.

UK: Invincible, CH 100 ASW, Sheffield, DB 30 AAW,
Type 24, DG 30 GP. Broadsword, FG 30 GP. Amazon, FG 20
GP. Leander, FF 20 ASW, Trafalgar, SSN BO ASW.
Swiftsure, SSN 70 GP. Resolution, SBN 200 -. Upholdery
5SS 40 ASW, Obercon, 5SS 30 GP. N .

FR: Clemenceau, CV 150 GP, C~70 AA, DG 30 AAW. G.
Leygues, DG 30 GP. Tourville, DG 30 ASW. D'Orves, FG 10
ASW. C. Riviere, FF 20 ASW. Rubis, S8N 70 GP. Agosta,
SS 4D GP. Daphne, SS 30 GP. Redoubtable, SBN 200 -.

OTHERS: Bremen, FG 30 GP. U-13, SS 40 GP. Lupo, FG
20 GP. Maestrale, FG 30 ASW. N. Sauro, SS 40 GP.
Shirane, DG 30 ASW. Hatsuyuki, DG 20 GP. Yushio, S5 40
GP. Luta, DG 20 GP. Jianghu, FG 10 GP. Romecy SS 30
GP. Godaveri, FG 20 GP. Auxiliary, AU 70 -. Merchant,
MR 50 —.




GREY SEAS, GREY SKIES EXPANSION & UPDATE DISK RULES

1.0 INTRODUCTION: I have been president of Mid-America Wargasers in Chicago, Illinois for thirteen years.
Dur club became guite dissatisfied with the current sets of sodern naval rules now on the market. Most
af them are far too cosplicated to use with pages and pages of rules and charts to figure out whether or
not a shot hit. The disagreements over the rules caused our club to give up on modern naval wargaaing
and my /3000 fleet began to lay in the harbor and rust. Then rame the original edition of GREY G5EAS,
BREY SKIES and I was over joyed. Finally, we had a "set of rules® that left the calculations to the
coeputer. I gquickly expandeé 1t froe ten ships to twelve and our club hegan to wargame with modern naval
miniatures again,

I then contacted Simulations Canada and they were a great help to se. For the next year I worked on
the expansion, adding new options every time I felt it was finally complete. It was a labor of love and
1 felt vervy satisfied when Sisulations Canada agreed to market it. The game now contains 200 shigs and
many more variants, many new weapon systess, and several new aircraft types. It also accommedates 20
ships in the game. I chose the ships based upen all of the /2400 and 1/3000 naval miniatures available
on  the market, the latest ships in the world’s major navies, and the sealler countries introduced on the
priginal disk. There is a tradeof+, hawever; the prn?ram at the +4ull 20 ship capacity requires
approximately 10 minutes for calculations between turns. This time periad decreases as ships are sunk or
gutted. 14 only 10 ships are used, there is no appreciable time difference between the expansion disk
and the original prograa. A speed-up or acce?erator card will reduce the time by 1/3rd and is
recosgended for larger scenarios.

1 would like to personally thank W. J. Nichols and Stephen Mewberg for their fine sisulation and all
the assistance they ?ave ge. ! would also like to thank the meabers of my club who playtested this
grcgram at several aeetings. Finally, ! aust express ay untold thanks to my wife Nancy and mz two sons,
tike ard Dave, who spent many evenings this last vear *visiting” their father in the hasement coaputer
roCA.

Thomas A, ¥onczal

2.0 SET-UP: There are now four new screens during the set-up phase:

2.1 DELETE GAME SET-UP RESTRICTIONS: The original gase gave an advantage to the Orange plaver in two
player games since he knew Blue set up toward the center of the board while the Blue player had to search
all around hie. Answering "Y" tgo this guestion will allom either fleet to set up anywhere on the board.
Answerina “N* restricts you to the uri%inal program’s set-up lisitations,

2.2 (SE GTANDARD HELICOPTER VARIATIONS: The oripinal game generated 2 random number when assigning
helicopters to a ship and, 50% of the tise, the assigned helicopter was nct given to the ship to refiect
actual operational he?icopters. finswering "N® to this guestion will assure that each helicopter assigned
to the shi? ig available in the scemario. Answering "Y® continues the priginal progras’s limitations.

2.7 ALTER NORMAL HELICOPTER VALUES: In campaign ganes played by our club, ships would have less than
their normal ccapleeent of helicopters because they had heen shot down in previous battles, were assigned
to strate?ic searches during the battle, or were unavailable for other reasons. Answering "Y® to this
guestiun allows you to change the number of helicopters assignad to each ship as it is picked. Answering

N* gives the ships their normal cosplesent of heliccplers.

2.4 DD YOU HAVE A SPEED-UP CARD: Answering "Y" to this question slows down the coabat results to make

thes easier to read with an accelerator card.  Answering "N keeps the combat screen at noreal speed,

3.0 OTHER SET-UP CHANGES:

3.1 WEATHER: If you choose the "Build Your Own® scenario option, you can ask the computer to generate
randos enviromental conditions or set them up yourself.

3.2 CASUAL V5. TIMED: If you choose the tised option, Yuu tan have at sost 9 ships on 2 side because
of the way the ships are accessed in the "Timed" mode of play. Also, be aware that use of an accelerator
card will also cause the timer to run three times as fast'! Therefore, timed mode should not bhe used
with an accelerator card,

4,0 FORCE SELECTION PHASE: There are now {1 countries available froa which ts choose,

4.1 AIRFIELDS: Each country has an airfield available with both land based interceptor and attack
aircraft availabie, This base can be on-board {and therefore can be attacked! or offhoard. The
Argentinian land based aircraft (but not those assigned to Y. De Mave' are representative of thaose used
guring the Falkland Campaign and, therefore, attack at low altitude and have a problem with “duds”
because of insufficient time for the detenator on the hoasbs to are.

4,2 MIXED FLEETS: A “Mixed Fleet® option is also available as #12. Using this option, ships from eany
different nations can be cosbined into a single fleet and any nusber of escarting submarines attached to
that fleet, This option can also be used to prepare fleets from aany of the third world nations.  lhen
the screen with the shiﬁ you want is displayed on the manitor, answer °Y" to the question presented, then
type in the nusber of the ship you want,

4.3 CHODSING YOUR FLEET: I1f you choose a “surface” fleet option, you cam have up te 17 surface ships
including a single escort subsarine. The "submarine” option peraits you to choose up to 3 submarines.
However, because of the way I revised the progras, any ship number of any ship in the program, surface or
submarine, can be entered during the ship se?ect:on, even if it is not specified in tge iisting on vyour
sonitor,  In this way, several escnrtin? subsarines can be assigned toc a surface fleet and can be chosen
anywhere in the sequence, not just as the last ships in the fleet. Furthersore, you may put ships of
other nations into your fleet, as in the "Mixed Fleet” option. A list of all of the ships available and
their respective nuaber are provided at the end of these rules.

4,4 SHIPS: The Russian and American fleets are located on side *B" of the disk {the back side). All
the ships of the ather fleets are on Side “A* (the front side), The prograa will tell you what side of
the disk to insert in the drive. When you see the list of ships on the screen, any ship whose name is
followed by an (R) or {B) signifies that the file for that ship is located on the side of the disk
sgecified within the parenthesis, This will always be on the ogﬁosite side of the disk fros the rest of
that country’s ships. Turn the disk over, load that ship file, then return the disk tc the original side
specified for that country.



4.5 AUXILIARY/MERCHANT SHIPS: You first choose either a naval auxiliary or civilian aserchant ship.
You have an aoption to nase the ship by answering "Y* toc the question. You then enter the maximue speed.
You then can give the ship a BPDS mount if you want it to have ore. You finally give the ship a nuaber
of hit points since there is a distinct difference between a trasp steamer and a supertanker. In this
way, aleost any type of asmphibious, auxiliary or serchant vessel can be put into the scenario.

3.0 COMPUTER OPPONENT PATROL AND ATTACK AIRCRAFT: In the original version of the ogamse, the cosputer
opponent had a S0% chance of takin? a patrol aircratt followed by another 301 chance of a Backfire strike
it he was Russian. Now, you will be asked whether vou want "Crazy Ivan® to have a patrol aircraft,
Answering "Y" to this question guarantees hia one. Answering "N" guarantees that he will not have one.
Answering "R" keeps the original games restrictions in the scenario.

5.0 NEW ABBREVIATION: "RPDS® stands for Basic Point Defense System and refers to short range sissiles
such as the NATD Sea Sparrow, British Searat and Seawclf and other such missiles. It also refers to the
Phalany CIWS Gatling gun and the Russian 20mm ADMG gatling gun and other such weapons.

7.0 VICTORY POINTS: In the original gaae, the plavers had to keep track of their own handicaps including
airstrikes used and the difference in point values between the eneay fleets. The new program now does
all of the calculations for you.

7.1 POINTS: Each side gains “goints“ for the destruction or damage of the enemy’s ships. Points are
also accuaulated by the Blue player for exiting aircraft carriers, helicopter carriers, amphibious,
auxiliary and merchant ships. 100 goints are subtracted from that total for EACH of the following: a)
patrel aircraft; b) Backfire or B-32 Strike; ) land based or carrier airstrike; d) for each nuclear
rcund used. Thus, if a side chopses all three aircratt options, 300 points are subtracted from his
total. Points are adjusted so that neither side has a negative value displayed.

7.2 HANDICAP: This value represents the difference between the total value of each opponent’s fleet
and is given to the player with the lower valued fleet. In arriving at the total value of the fleet, the
point value of each combat ship is added together while the point value of an amphibious, auxiliary or
merchant ship is subtracted from the total.

7.3 TOTAL SCORE: The final score with handicap is compared between the two players to detersine the
winner of the game.

8.0 WEAPON INFORMATION: The following weapons have heen added in the exgansian disk:
8.1 ANTI-SHIP MISSILES: 55-K-1, Sg-N-ZB, S5-N-3B, §5-N-9, 55-N-22, SEAKILLER,

8.2 ASW MISSILES: None,

8.3 ANTI-SHIP % ASW MISSILES: None.

8.4 AAW MISSILES: Sea Slug, Masurca, 5A-N-i

8.5 ASW TORPEDOES: 533 MM ASW.

B.& ASW & ANTI-SHIP TORPEDOES: 650 WM.

8.7 ASW MORTARS: RBU 2500,

B.B GUNS: B IN, & IN, 5 IN (38 cal}, 40 MH.

9.0 SHIP INFORMATION: A "f" indicates a ships which scores points for the Blue plaver by exiting the

board. A 11" indicates a ship whose value is subtracted from the fleet total instead of being added.

This ship also scores points for exiting the board for the Blue player. If Tarawa or Iwo Jima choose the

Harrier aption, they lose the $% statys and only get the t status. PC = Corvette or ssaller type patrol

craft; M5 = Minesweeper; AM = Amphibious aission.

9.1 AIRFIELD: 0  AIRFIELD 250
9.2 ?USSIAN:

KREMLIN CUNt 250 OGP 2 KIEV Lve 100 &P
3 MOSKvA CHY 80 ASW 4 KIRDV RGN 100 6P
5 SLAVA g6 70 6P 6 SVERDLOV L 50 &P
7 KARA €6 30 ASK 8 KRESTA Il C6 30 ASW
9 KRESTA I LB 350 6P 10 KYNDA 6 S0 6P
11 SOVREM'NY D6 50 6F 12 UDALDY b6 30 ASH
13 MDD ¥ASHIN D6 30 6P 14 KASHIN Db 30 AAK
15 KANIN s 30 AAW 16 MOD KILDIN D6 30 &P
17 KILDIN 06 30 &P 18 SAM KOTLIN DB 30 AAW
19 KOTLIN b 30 6P 20 MOD S5KORYY DD 30 6P

21 SKORYY b 30 &F 22 KRUPNY b 30 6P
23 KRIVAK I F6 20 ASW 24 KRIVAK I F& 20 ASW
25 GRISHA FF 10 ASH 26 PETYA I FF 10 ASH
27 MIRKA 1 FF 10 ASW 28 MIRKA 11 FF 10 ASHW

29 RIGA FF 10 ASH 30 NANUCHKA PC 10 6P
31 PAWK PC 10 ASH 32 05A 11 PL 10 6P
33 AIST HC Aty 10 AN 34  BEREIINA AUt 70 -
35 BORIS CHILK AUtt 50 - 36 IVAN ROGOV  AUXt 70 AM
37  ROPUCHA AUst SO AM 38 ALLIGATOR  AUSE 50 AN
39  POLOCHNY  AUtt 20 AN 40 TYPHOON SBN 300 -
41  DELTA IT1 SBN 200 - 42 YANKEE SBN 150 -
3 HOTEL SBN 100 - 44 GOLF S8 100 -
45 OSCAR SeN 200 BP 4  CHARLIE SeN 80 &P
47 ECHD II S6N 50 6P 48 JULIETT S5 50 &P
49 ALFA SSN 100 ASN 50  MIKE SSN 100 ASW
31  SIERRA SSN 100 ASM 52 VICTOR S5 70 BP

53 NOVEMBER  SS5N 50 &GP 54 TANRD/KILO SS 40 &P



53 FOXTROT 58
57 WHISKEY 88
9,3 AMERICAN:
59  LARRIER cvr
61  TICONDROGA (6
I CALIFORNIA CEN

55 TRUXTOM CoN

&7  BRINBRIDGE CEN

59  ALBANY L6

71 BALVESTON [L

73 SPRUANCE DD

5 ADAMS D6

77 MITSCHER D

79 b, FRAM IT DB

81 KNDX FF

82 GARCIA FF

o IR0 JIMA AU

87  NEWFORT AUt

89  SACRAMENTD AUx

91 L. ANEELES ©SSN

I PERMIT SEN

3 E. ALLEN 55N

97 OHID SEM
9.4 BRITISH:

99  CARRIER Cv1
101 BLAKE CLH
103 SHEFFIELD D6
105 COUNTY/EY DG
107 NORFOLK F&
109 DOXER F&
111 AMAICN FF
113 LEANDER/SH F6
113 LEANDER/IX FF
117 ROTHESAY  FF
119 SALISEURY FF
121 ENGADINE  CHt
123 LINDISFARNE FC

25 ENDURANCE PC
127 SIR BEDVERE AULK
129 SWIFTSURE  SSN
131 RESOLUTION SEN
133 DBERDN 5¢

9.5 FRENCH:
135 JEAN D’ARC CHt
137 C-70 AA il
138 TOURVILLE D6
141 [’CRVES Fb
143 RUBIS S5N
145 DAPHNE 35
147 NARVAL gs

9.6 W, GERMAM:
149 HAMBURS 06
151 KOLN FF
153 TYPE 147 PC
135 DEUTSCHLAND DD

9.7 1TALY:
137 GARIBALDI €V
159 A, DORIA (6
161 IMPAVIDD D6
163  MAESTRALE  Fb
165 ALPIND Ff
167 SPAVIERG  PC
169 E. TOTI 58

9.8 JAPANESE:

17

9.9 CgINE

173
175
17

9.10 INDI
179

HATSUYUKI D6

SE:
LUDA D6
JIANGNAN  FF
HOLA PC
AN:

GODAVARI  FB

9,11 CANADIAN:

181
183

IROGUDIS DD
MACKENIIE FF

30
30

250
70
50
34
S0

[ 4
o3

50
50
40
40
20
30
k1]
70
30
70
{60
70
30
0

H
50

50
70
200
10

a0
30
30
10
70
30
30

30
10
30

100
S0
30
10
20
10
40

20

30
20

A

6p
&P

&P

ASW
ASHW

160
102

104

108
{10

120

134
136
138
140
142
144
144
148

150
152
154
136

158
160
162
164
166
148

170
172

174
176

178
180

182
184

ROMED
HERY

10WA
VIRGINIA
BELKNAF
LEAHY

LONG BEACH
DES MOINES
RURKE

KIDD
COONTZ

6, FRAR I
{0.H.PERRY
BROOKE
TARAWA
WHIDBEY 15
PEGASUS
SEAROLF
STURGEON
SKIPJACK
NAUTILUS
LAFAYETTE

BULWARK
MANCHESTER
BRISTOL
COUNTY
BROADSKORD
CORNWALL
LEANDER
LEANDER/EX
TRIBAL
WHITBEY
LEOPARD
LD5 CASTLE
WILTON
FEARLESS
TREFALBAR
VALIANT
UPHOLDER

CARRIER
COLBERT

b, LEYGUES
SUFFREN

L. RIVIERE
AGOSTA
ARETHUSE
REDOUTABLE

BREMEN
THETIS
TYPE 148
TYPE 204

Y, VENETD
AUDACE
IMPETUDSO
LUPO
BERGAMINI
N. SAURD

SHIRANE
YUSHID

J IANGHU
KRONSHTADT

CARRIER
NANUCHKA 1T

ANNAPOLIS
TERRA NDVA

S5 30
g8 30
BE 100
6N 50
6 50
{6 5

Lol 50
ca g

D& 30
12 ]

D6 40
0D 20
F& 30
F& 30
ALY 100
AltY 70
pL 10
S5 100
o5y 8o
55N S50
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185 ST LAURENT FF 20 ASK

9.12 OTHER NATO: 186 N, JUEL Fe 20 &P
187  TROMP De 30 BP

.13 ARBGENTINIAN: 188 V. DE MAYD LVt 100 6P
189 BELGRAND CL 50 &P 190 AL, BROWN FF 20 GF
191 SEGUI b 20 &P 192 STORNI DD 20 ASW
193 ESPORA FE 20 &P 194 INTREPIDA PC 10 &P
195 SALTA 8§ 40 &P 196 SANTA FE 88 30 6P

9.14 OTHER NATIONS:
197 SAAM F6 20 &P 198 COMBATTANTE PL 10 &P
199 VOSPER MK 7 F6 20 &P

9.15 AUXILIARY AND MERCHANT: 200 AUX/MERCHANT AUt gg (ggé)

(MER)

10.0 NEW PREBUILT SCENARIOS: Three additional scenarios have been added to the disk. Hecause these three
scenarios contain more than 10 ships total, playing time will be increased. A speed-up or accelerator
card f{or patience) is recosmended for scenarips B and 9. To load any scenario, follow the screen
instructions to turn the disk to the proper side. Some scenarios require several side changes.

10.8 GULF OF SIDRA: The US aircraft carrier Saratoga has crossed the “Line of Death® and launched a
pre-dawn strike aﬂainst suspected terrorist cangs located in Libya. A large majority of the Libvan fleet
is at sea. An E-2C Hawkeye warns the US that the opposing fleet is closing in and an airstrike is headed
toward US fleet eleaents. The Hawkeye then has a malfunction and sust land. Tomcat CAP is vectored
toward the apprnachin? aircraft and another Hawkeye is prepared for launch along with an airstrike. The
Rules of Engagment allow either side to strike first. The US is Blue with & surface ships, including a
LV with an airstrike. Libya is Orange with 12 surface ships and 2 subasarines, Orange also has an
airstrike. Orange has a 310 goint handicap and starts with 100 points because of air point differences.
You ni?ht want to try playing the scenaric again, this tise with Rules of Engaenent that reguire an overt
act of aggression by the (ibyans before the US may respond. This includes thea firing any of their
systems or shooting down a US helo,

10.9 STRAITS OF MALACCA: Located between Malaysia and Sumatra, this strait is the busiest stretch of
water in the world, It is a strategic bottleneck between the Pacific and Indian Oceans. A few days into
the conflict, a group of US frigates have rendezvoused with 2 super tankers and a large bulk carrier off
Sri-Lanka with instructions to get thea through the strait and into the Pacific Ocean. A US cruiser &
destroyer squadron has been ordered ahead of the frigate group to sweep the straits of enemy resistance,
The USSR has blockaded the strait with surface and submarine forces, The US ic Blue with 8 surface ships
and I aerchant vessels. The USSR is Drange with & surface ships and ? submarines. The USSR ships cover
the eastern exits of the strait. The serchants sust continue to sail eastward during the scenario, Blue
sust get all three merchants cff-board to the east for a cosplete victory, Two aerchants should be
considered a minor victory. Anything less and the victory belongs to Orange.

10,10 BULF OF TONKIN: During renewed border conflict between the two countries, China has sent a task
group into the bulf of Tonkin ?0 sweep it of Vietnamese naval vessels and blockade the port of Haiphong.
Vietnam is Blue with 8 surface ships. China is Orange with 4 surface ships and a submarine. Both forces
are equal in points although the shortcomings of the Vietnamese ships will soon become apparent.

A NOTE ON CONTENTS: Early editions of this expansion and update of GREY SEAS, GREY SKIES for the Apple II
series include a set of ariginal edition rules, this set of update rules, a single sided disk, two heavy

aper maps, and a set of die cut counters. Llater editions replace the paper maps with two plastic
?aninated paps and the die cut counters with two china markers of ditfering colors which may be used to
write on the laainated maps. Y¥iping the saps with a clean cloth will remove the marker coloring.

This disk contains a high-sgeed cperating system called Diversi-D0S {ts), which is licensed for use with
this program only. To legally use Diversi-DOS with other prngrans, you may send $30.00 directly to: DSR,
Inc., 34880 Bunker Hill, Earuington, Michigan, 4B018-2728, U,

disk with docuaentation.

A, You will receive a Diversi-DOS utility






