





Contents

T GETTINIG STARTELY o sxaonssas 1sies sttt enns wssn emronms weys saw e snms vws s 6
1.1 Loading Strike FIEEt ....cvvvevvieiriiieeiieeie e 6
18T AMIga USEES! ossvscousssanssass s sses 5165 smsaosmanasamsnsns ssis s 455 4o S 56s 55 6

1. 1.2, ATAET ST LISOFS i3 s swsmiss dnme smmermn s swormacs s o 556555 645§ FowE T30 0o 8

1.2 Combat Readiness Evaluation ............cccceeeviveniieniieenireeeeenen. 8
1.3 Selecting OPLioNS ....cc.ccveeeeveeeiiiiiiiiieniee et 9
1.3.1T  USING the MOUSE ....cceeiiviieeeeiiiieee e 9
1.3.2 Keyboard Commands .........ccceeevuereiiieeeiiieiiiieeiieeeeciiee s 9

1.4 Object of the GAME ....cc.cevvieiniiiiiiceieiieeee e 10
AJUICKSTART TO STRIKE FLEET ...y soeonssscsssssasion sisenssn 12
2.1 SEleCt SCENANIO wesve suaass smssnssiss ansne nn amns o vwmvss svs s sv575 s 8 G595 12
2.2 Configure Task Force and Launch Ship ......ccccooeviiiiiiiiineenen. 13
2.3 Set DESNATION ....ooeceemeeosrossssssugssossssnitssassssmasisne s oms smmmssnsmacsoons 14
2.4 Set Speed, Alert and Radar...........ccccocuveieviiiiiieciiiieeciieeeee 15
2.5] (GOTOTNE BITUBE 1:uiseusssssstsannanmesen sonmvmesnvancens satanssss sas sasa sosesscs 16
2.6 Set Radar RANGE ........ueevuieiiiieeiiiieenieesiee ettt 17
2.7 COMPLESS THME .. covommmsomwmmsns s s gwssasswss sosiasinis s sssnnnsnnnnaonsons sasasans 17
2.8 Target Radar CONtaCES .......cccvuvvieeeeeiiiiie e 18
2.9 Fire Upon and Kill Incoming Threats ..........ccccoeveeeviiiieeeeeeennnns 19
Ranges for OHP Class Weapons .........c.ccceevvveeeeeinvnnnnen. 19

2.10 ' Watch for Enemy. Patrols... .. «smsusesss ssussssinississsranannsosnssessssssrs 19
2.11 Completion of MiSSION .....ccccvviiieeiiiiiie e 20

. STRIKE FLEET COMMAND ...cooviiiiiiiieeiiiieeeeeee e %1
3.1 Reading Mission Briefings ........cccccverireriieiieaieeienieeieeiieens 21
3.2 Playing @ SCENATIO: coussysseress vasuss sisesise 6i ssvanesssans sonnasoressenins snsssns 21
3.2.1 ENnding @ SCENAIIO c.veevvieiieeiiieeiieeieeiee e 22

3.3 Playing 8 CaliDaAIEI ... sunes oo onseneessscsnuvmve svssssssesssiitos sssstaibsannnnnns 22
3.3.1 Beginning a New Campaign .......ccccevveviiiiieeeienniiinnnnn. 22
332 RANKING o vewemonsroesim s s pe 7m0 1 aininmn s s am awss s ia 3¢ 805 5 22
3.3.3  ACCESS COUES 1isiesconnisininanesmnmensnavenssvasssorsossissossegsssss neasss 23
3.3.4 Resuming the Campaign .......ccceevveerveeeeniieniieeeniieenvenneens 23
343D POINE BONLIS .« cnmssson v s s oxmsiia s amsos g s 265455 dompns s sawios ma s’ 24
3.3.6  Ending the Campaign .......ccoevvvviieeiiiieeeeiiee e 24

34 EVAlUATIORS! sosus e sa 0550038 55550 namm sl swtmestei'ss sy eavas s SREsH0 w2 40053 24

2 DURIE WPRIRTIR s pos s atoshos R0 N BRR B diromnomas setrsete Sy A A R AR 25
4.7 Class INAICALOIS ...vvvvviivieeeeeeeeeeciiaiiere e e e e e e e 25

4,2 Task FOrce WIindOW .....cc.ueeviiiimmmnieiieeiririiieeneeeerereesssssssesennenes 25




4.3 Class Points INAiCator...........oovviiviiiiiiieieeceee e 26

4.4 Available Points INdiCator ........cc..cooviiiiiiieiiiieeiiieeccie e 26
4.5 Selected Ship WIindOW .........ccooviiiiiiiiiiiiieeccciiee e 26
4.6 Activation BURONS. ...u:.0.eassm sssovsossisyssse aromnmensns anvesonosesssssfasisns 27
4.6.1 Selecting a Ship with a Different Name ............... 28

4.7 Leaving the Shipyard .........ccccccoviiiiiiiiiiiiieceee e, 28
. COMMAND INFORMATION CENTRE ......ccoeeevvinnnn. 29
5.1 Task Forces and FIagships .......ccccceviveiiieniieniienieiicsieee 29
5.2 Changing Map VIEWS .........cocveriiirieiiiesiie e ecieeeie e 29
5.3  MAP OPHONS wivscsimussyimumess somocs vumes oo imman e s S35 Hs54E 55 755873 2 30
5.4 QIRDERS OPUONS...: s 55 smims s i gs cwss sspssne s sammen ssmmmenns conpsissis 5 5503 31
54.1 SELECT SHIP Option: .. s swssmomsssesssnsrnssarme eoomosonsssans 31
5.4.2 Change System and Change Setting Options.................. 32
5ud.3  FlagOPIION ssssm ssvamsssaminnns vessons snotvssd BT oo e poammssgens 33
5:4.4  JOIT QIPIION..... 555w ki ssgesvaray avonsenns amennse ne s anson oo s5 5Tl 34
D45 SPITE OPTION: c..vevsmneesosiins sinssoss s somsss sossese s senmmamenns vosssns 34
5.5 Setting DESHNALIONS ivevuvurernsounsanaonnesssosissssossonssssosavess ssnnsmnsnvenes 35
5.6 Scenario Time and Time COMPression .........c..cevvuveerveeeinvnrenns 35
5.7 Leaving the Command Information Centre.........cc.ccccovuvvneeen. 36
s DI RIKE FLEET FCIRITEDR | e var mus s soeonson s scun wiitbint iston s 37
65T  UsTng the: COmiTOlS .t usrmmsariass covovames ssanensun s B3R G5 2658708 38
6.1.1  Going from Bridge to Bridge ........ccccevvveiirivveiieiiieninns 38
6.1.2 Going to the Command Information Centre ................... 39
6.1.3 Engine Control.......ccccviieeiiiiiiieiiiiiecceciee e 40
6.1.4 Navigation Controls......c.cceeevveernieeniieeniieeniieesieee e 40
6.1.5 Surveillance SyStems ........cccvveeeeviiiieeiiiiiiee e, 41
6:1.:60  TATBELINE wovcwoweon smmmommsiiss St 55355845 4375 55 43 4uownaa anwavion i smismsmsns 43
6.1.7 HElCOPLEIS ..ccvvvviiiieiiiieeeeee e 44
6.1.8 Ordnance Board .........c.cocvevvveeviiiiieiieccieeie e 46
619 "WaENING, LIGINtS: .o s56mss5susssnnss ssasunsns wvomenes vesomenns sos 35657576653 46
6.2  SUMACE: FOTEB  vrruissernneer sunas aossississsine s 555 s e gamess swsessanasasamss ans 47
6.2.1 Arleigh Burke Class (US) ......coceeevivieenieeniiieiieeesieee e, 48
6.2.2 Belknap (Type 26) Class (US) ...ccovveeeevvivveeeeiiiieeeeeiiinnen. 48
6.2.3 Broadsword (Type 22) Class (British) ..........ccccveeeeiinnnee... 49
6:2:4.  Kidld: Clags(LIS): .. cuoomunns neritn s srvssssss aimmsunss ssosesns smmsimesiamniosns 50
6.2.5 Oliver Hazard Perry Class (US) .....cccovvverreeieenivenineennieens 50
6.2.6 Pegasus Class Hydrofoil (US) .....cccccovvvvevviieiiiieeiieeeene. 5l
6.2.7 Sheffield Class T (BritiSh) .......evveeeeeeeieiiceeeeeeee e eeeeenn 52
6.2.8 Spruance Class (US) ......ccocvrrieeeriiieeeniiiiieeeeiiieeeeesinens 52

6.2.9 Ticonderoga Class (LJS) .....usemmeummss wisssinasnisesssspenssssssmonane 53




6.3 AL FOLER. cocovomiemmmonswes svemes s s s s o5 595 a6 s 855 5 T 76 5300 5505 5 S055a 54

6.3.1 LAMPS | Helicopter, Kaman Seasprite ..............ccccceuuie... 55
6.3.2 Westland Lynx Helicopter ........coovvviiiieiieeniieeiiiee e 55

. STRIKE FLEET WEAPONS .....cootiiiiiiieeeieeeee e 56
Fod  CAMNONG, 5 qusss e swaunssms mnssesssos s 555550 5 s5ass TV fa455RnFa 10 ves mssamsasnn 56
7ol 1y XIS romvmsemws s5aseesms sose sanns unmsnnns oo on oms anis s s sasssion o s wwnts 57
7.2 MIiSSIES coveeiieieeee e 57
7.2.1  ASROC Anti-Submarine Weapon ..........cccccecuevveeennenne. 57
7.2.2  Exocet Anti-Ship Missile ........ccoocveriiiiiiniiiniiiiiieeceeeeen 58
7.2.3 Harpoon Short Range Anti-Ship Missile .........c.ccccccennee. 58
7.2.4 Sea Dart Anti-Ship Missile ........cccoovviiiiiiiiiieiiiieeiieee, 58
7.2.5 Sea Sparrow Surface-to-Air Missile ..........cccceevvveeiiiienns 59
7.2.6 Sea Wolf Surface-to-Air Missile ..........cccocvvvevviiieeeieenens 59
7.2.7 SM-1 (MR) Medium Range Surface-to-Air Missile .......... 59
7.2.8 SM-2 (ER) Extended Range Surface-to-Air Missile .......... 60
7.2.9 SM-2 (MR) Medium Range Surface-to-Air Missile .......... 60
7.2.10 Tomahawk Long Range Cruise Missile..........cccccoeeeennen. 60
7.3 TOIDEAOES . v ivessisisssssssasreersrsranraerassssarassorssansesarsnan sesssvasvrass varans 61
7.3. 1 MK 46 TOrpedo ...cceeeeeiiieieeieiiieeeceee e 61
74 DelensiVe WEaDOMNS v srassssssssewemsssses i e simass o fesss sswass (505,504 61
A 0 (R 6] - 1§ Sy U 61
7.4.2 Phalanx SYSteMS .......cccovvviieiiiiieeciiee e 62

v EINENEY TEIRITES & ci0 t0n.600i600 e sses sscssenss s smsivsnm vomn svs g s oy 63
8.1 Enemy Naval FOIrCe.....ocvviiiiiiiiiiiieiiie e 63
8.1.T Alfa Class ..ccvveeeiieiiiiienieeeiie et eriee e e sre e e e e 63

{5 751 A G U o] 073 | IV RSSO N RS 64
8.1.3 Kashin (Modified) Class ......cocuueeeeeeeeieeeeeeeeeieeeee e 64
B4 KITOVCIASS : o comsmonss cusesssvassss i5asanssnnesnaganwns ommmsomsismmnns oo 65
8.1.5 KrVaK [ Class ....cveevveeiuieeiiiieieeie ettt 65
8.1.6 Kynda Class ......ccoouveeeeeiiiiieeeieiee e 66
817 LightPatrol Craflisess seesssmam s s wms st o s 66
8.1.8 November Class ........cocveeiviiiiiieiieeeeee et 67
8.1.9 PolInochny Class ........ceveuveeeiuiieiieeiiee e 67
81510 ROPUCHAICIASS .. cr rvetan e amsstios e s s s AR P8 SO S IR T 68
81171 SABMTICIASS vussvw s v imssumess somsrssss e o s svim oo s o wss T0Ra e84 56 2555 o880 68
8.1 .12 SAItA ClASS soe svvnnsisnevsn 255555558 7 s5nnsassrvns as s ase s soimmions oo ammessivn 69
8.1.13 SIava Class ....cceeeviiiiieeiiiiiiie et 69
8.1 14 TYPE ABY CIASS ... oo evesrve vons opsswsssnns ssamsgess s vasissssumn as 70
8.1 5 VIO [T/CIASS isumsseenssmmsssamensis vomsnsssss wimsassinsss fuseso oo snde o2 70

8.2 ENEMY AIT FOTCER: i sonrsns5savvasn saa565 s 0n nsmnn son omsinassn sonaoms s musuwasns 71




8.2.1 Tu 22-M “Backfire” Bomber (USSR) .....uuuveeiiiiieeeeeenn, 71

8.2.2 Mirage F1C (French-1raqi) ......cooovvveeiiviiiiieceeeiieec e 71
8.2.3 Super Entendard (French)......c.comssissss ssvmsiss sosssnsassimsssassse 72
8.3 Enemy Weapon SPECS .....cccvvieeeiieiiiiiiiiiieeeeeeeeeeeeevev e 72
831 'CANTONS sresmesseseime o smessn i svss swsmen evnsee cvesesssosass exmmanns ssns 72
8.3.2 MISSIlES ,msmsms svvvsanssmmama e snrony swasvasss sowns asss ssvasamerns sy i 73
8.3.2.1 Exocet Anti-Ship MiSSIle . ssisssamsosssinsissassssars 73

8.3.2.2 “Kingfish” Anti-Ship Missile ........ccccovveviiiieirvieennn. 73

8.3.2.3 SA-N-3 “Goblet” Surface-to-Air Missile ................. 73

8.3.2.4 SA-N-4 “Gecko” Surface-to-Air Missile................... 74

8.3.2.5 SA-N-5 “Grail” Surface-to-Air Missile .................... 74

8.3.2.6 SA-N-6 “Grumble” Surface-to-Air Missile .............. 74

8.3.2.7 SeaCat Anti-Air Missile .......ccccceeevviiiiieeiiiiiieeeeeee, 74

8.3.2.8 Sea Killer Anti-Ship Missile ..........ccocvvevvivieiiiieannnn. 75

8.3.2.9 Silkworm Anti-Ship Missile .......cccoovviiiiiiiienrirenn. 75
8.3.2.10 SS-N-2A “Styx” Anti-Ship Missile ........ccccveereenn.. 75
8.3.2.11 SS-N-2C Anti-Ship Missile ........cccccvereiviiiireeeeennnn. 76
8.3.2.12 SS-N-12 “Sandbox” Anti-Ship Missile .................. 76
8.3.2.13 SS-N-19 Anti-Ship Missile ......cccccovvvreievineeeeennnnen. 76

B33 TORPEUGES we: sesumeruves sorssws sewwums wams wammen o smosnes smupseme e sans 76
8.3.3.1 Type 53 (533mm) Torpedo ......ccecvvvvvvirieiiirennnnnn, 77

8.3.3.2 MK 46 TOrpedo ...c.eeevuveevurieeiiieeeiieeeieee e 77

. SCENARIO OVERVIEWS ..., 78
9] StAFIC REAITHIES s s sovn zs smssinsms sevsisgs s sesmenss sosimmmnwsmmssii saivs i enmasn oo 78
9.2 The Enemy BelowW .......cccovviiiiiiiiiiiiieciieeeeecee e 79
9.3; THe ROAU L0 KUWATE v svouwnisnoins susniinsics 56 5555557550 i 58 4653 4209 3852 79
9.4 Falklands Defense ..........ccoovveieeiiieieiiiiiiee e 80
05! DIFE STHAIS 5 aursvnras 1hervosss sassns s dinsivsgs dsavsoss ovsmeves saam svawssis sn sasnnnsn 80
9.6 AHANTICICOTK .vii sz sosmessvsseies to5 s swses 1 spssrsasas s wsmms giasssme o 81
Q.7 SUIPLISE INVASTON .. cuuasimiersnsss smss ms s oo oo s 58555084 o5 sns 585 755885 704 81
9.8 Escape to NeW YOrK......coovvieiiiiiiieiiiiiiee e 82
9.9 WOPACK TI90 s ss 51 ssv055 0wsssssnsesunasan ssssussse suvessnssonven suuesasmmonns 82
.10, IMOPPING LI e st sicsiiaisss st 538 75855550 8 5 S50 GHRE RETU 3 Sl S E g 82
QT BUNKEY Hill BIUES ...cs cumenens ssinmonsio ns vuwise s 50 55585350 554 s 305 v 30 5 82
9.12 One for the GIPPET c.vevvviiiieiieiieeieee et 83
9518 ‘E’ 15 TOF EMDATEO. su7i s tsvss mesnszsssnons sssues sgisass o dmvosnsssisases sumion sesmas s 83

9.14 Liberation LaunCh ....ueeeoeieiieee e 83




OPERATIONS
MANUAL

RN -’f" R
ATR .
e T T L
.vf, : ‘:']:.h ‘ .-d'!';'l“ L c.{
For Commanfders Eyes ()nlf"*--
1 “ T M L




1.1

GETTING STARTED

Welcome to Strike Fleet, Commander! This manual will help you
become fully operational as a new commander on active duty.
Keep in mind that it is a classified document intended for your eyes
only. Keep it secure at all times and prevent its duplication at all
costs. Regard it as your friend, your angel of mercy, your guiding
light. As a commander fresh out of the academy, you’ll need a
friend...

LOADING STRIKE FLEET

1.1.1 Amiga Users

Users With Only 512K RAM: Before running the game, disconnect
any memory hungry devices such as second floppy drives or hard
disks.

Users With Workbench 2.0: If your system is running with Work-
bench 2.0, you must have at least one megabyte of memory.

Floppy Users

Before you begin play, MAKE A COPY OF YOUR ORIGINAL DISK.
You'll need one blank, initialized floppy disk.

To make a copy of your Strike Fleet disk:

1. Turn on your computer. (Amiga 1000 owners, insert Kickstart
1.2 or greater.)

2. Insert Workbench into DFO:.

3. If you have a single drive system, remove Workbench and insert
your original Strike Fleet disk. If you have two drives, simply
insert the original Strike Fleet disk into the other drive.

4. Place the mouse pointer on Strike Fleet disk icon and click to
highlight it.

5. Pull down the Workbench menu from the menu bar. Drag the
highlighted bar down to Duplicate and release.

6. Follow the onscreen instructions. After copying, you should
rename the disk STRIKEFLEET using the Rename option.




To play Strike Fleet:

1. If your computer is on, turn it off.
2. Insert your copy of Strike Fleet into drive DFO:.

3. Turn on your computer. The game loads automatically. When
the Title screen appears, click a mouse button to continue.

HARD DISK USERS

Use the Install program included on your original Strike Fleet disk
to install the game on your hard disk. The Install program creates a
directory named STRIKEFLEET at the root of the partition of your
choice and copies all of the game files into it.

To install Strike Fleet on your hard disk:

1. Boot your Amiga as you normally would.

N

. Insert your original Strike Fleet disk into any floppy drive.

. Double-click on the Strike Fleet disk icon. The disk window
opens.

4. Double-click on the HD Install icon.

5. Follow the onscreen instructions. When the install program

finishes installing the game on your hard drive, remove your

original Strike Fleet disk from the floppy drive and put it away

for safekeeping.

W

To play Strike Fleet:

1. Boot your computer as you normally would.

2. Double-click on the disk partition in which you installed the
game. The partition window opens.

3. Double-click on the STRIKEFLEET drawer to open it.

4. Double-click on the STRIKEFLEET ship icon. The game loads
automatically. When the Title screen appears, click a mouse
button to continue.




1.1.2 Atari ST Users

You need an Atari ST with at least 512K of memory.

To load Strike Fleet:

1. Remove any disks from your floppy drive(s).

If your Atari ST is on, turn it off.

Insert the Strike Fleet disk into drive A:.

Turn on your Atari ST. The game loads automatically.

g A~ W N

When the Title screen appears, press a mouse button to go to
the Combat Readiness Evaluation.

1.2 COMBAT READINESS EVALUATION

Before you begin the game, you must pass a Combat Readiness
Evaluation.

T

I 1 Delete

Y

~-Enter

You are asked to enter a specific piece of data for a given vessel.
You'll find the information in Sections 6, 7 and 8 of this manual.
Turn to the relevant section and find the vessel called for on the
screen. Look under the ship’s specifications and find the requested
information.

Click the numbers on the keypad to enter the information. If you
accidentally enter a wrong digit, click << to delete. When you’ve
entered the correct specification, click 4. You have three chances
to answer correctly.




1.3 SELECTING OPTIONS

With the exception of a few important keyboard commands, Strike
Fleet is played entirely using the mouse.

1.3.1 Using the Mouse

You play the game by selecting options and setting controls on the
screen. Each option or control has a limited area or hotspot that
activates it.

;_ Hotspots
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To select an option or change a setting, move the mouse to point
the hand cursor at a hotspot and click a mouse button.

Usually you can click either mouse button, but occasionally the
right mouse button will have one function and the left another. Any
exceptions are noted in the following sections.

1.3.2Keyboard Commands

Use the keyboard to pause the game, change sound effects, and
quit missions.

P Pauses the game.

S Scrolls through Strike Fleet's three sound effects modes. The
three modes are:

All Sounds — You hear all sound effects (guns, helicopters,
explosions, etc.) as well as the ship’s engines.




Sound Effects Only — You hear all sound effects, but the
engines are silent.

No Sounds — Sound effects and engines are silent.

Q Quit your mission and return to Strike Fleet Command
screen. Once the Mission Briefing screen appears, you can:

e Quit the game entirely. Simply turn off your computer.
e Begin a new mission.

Warning! Quitting in the middle of a mission is considered
an act of desertion and will result in a court martial!

1.4 OBJECT OF THE GAME

Your goal in Strike Fleet is to successfully execute missions and
earn promotions. Your performance in any mission is rated on:

e The number and type of enemies you destroy.
e The personnel and equipment you lose.
e Accomplishing — or failing — your mission objectives.

The above criteria apply to campaigns as well as individual sce-
narios. Campaign scenarios are evaluated using more stringent
standards, but the payoff is better — the maximum rank you can
obtain in campaign scenarios is higher.

There are 12 ranks you can achieve:

Court Martial You failed miserably. Did you fire on
friendly forces?

Deck Mopper Your performance was so good you've
been put in charge of your own mop.

Ensign The deck moppers need someone to
babysit them... congratulations, you're it.

Lieutenant JG You're a competent sailor. With a lot of
hard work, you may someday command
a ship.

Lieutenant You show promise. Keep on your toes

and you'll continue through the ranks.




Lieutenant Commander

Commander
Captain

Commodore

Rear Admiral

Vice Admiral
Admiral

Fleet Admiral

You're a valuable asset to the fleet. You'll
go far someday.

The captain’s right-hand man.

The most important man in the fleet.
Excel as a Captain and your career is
assured.

The sage old tactician to whom the
captains look for advice and the admirals
look for support.

You've just about made it to the top of
the chain of command. Be careful — it’s
a long fall from here.

The admiral’s right-hand man.

The rank to which every officer aspires.
The decisions you make could decide
the fate of the fleet.

The big league. The entire western
alliance lays in your hands.




2.  QUICKSTART TO STRIKE FLEET

You've loaded the game and passed the Combat Readiness Evalua-
tion — now you’re ready to embark on your first mission! This
quickstart is a step-by-step guide to Scenario 1, Stark Realities. It'll
teach you important game commands and strategies. If you follow
the instructions closely — and play it smart out there — the
quickstart may help you win your first promotion.

é} As you go through the quickstart, you’ll want to pause the game
occasionally so you can read what to do next. Use the pause key
(P) liberally!

2.1 SELECT SCENARIO

After you pass the Combat Readiness Evaluation, you go to Strike
Fleet Command. This is where you select scenarios, receive brief-
ings, and undertake campaigns.

Maps of geo-political hotspots

Currently
1/ selected
scenario

Scroll through _LG 7 = T TR T - Lt Scroll
scenarios - o0 v i through

. scenarios
Click on this _L&] Al SEA Y .
P —— Campaign
utton to start | THEIN H T :

UL OUT THER options

the current

scena’.l'o Lol | r TR A T T T R T N T T S i &

[
Click on this button for a
mission briefing

Scenario 1, Stark Realities, is currently selected. Click on the
BRIEFING button to receive your objectives for Stark Realities.
When you’ve read them, click the same button to return to mission
options. Now click on the START button under Scenario.

For details on the Strike Fleet Command screen, see Section 3,
Strike Fleet Command.




. In this mission, you are the captain of a US frigate on patrol in the
— Persian Gulf. Your orders are to defend yourself and all neutral
shipping in the Gulf from any possible threat. For backgrounds on
each of the scenarios, see Section 9, Scenario Overviews.

2.2 CONFIGURE TASK FORCE AND LAUNCH SHIP
Your next stop is the Shipyard. Here you choose ships for your
mission and configure a task force. (A task force is a ship or collec-
tion of ships that has its own flagship and can operate independ-
ently of the rest of fleet.)

il , Points
H00 SN o GLas 3 HE—— available
2] e 2
Click to
start mission

Each ship you choose costs points. For every scenario, you have a
limited number of points with which to “buy” ships. Selecting ships
and configuring a task force typically takes a degree of thought and
planning. What kinds of threats or enemies might you be facing?
What are the capabilities of the ships at your disposal?

Fortunately, in this scenario, the task force has been chosen for you
— you command a single US Oliver Hazard Perry class frigate. All
that’s left for you to do is click on the SAIL button.

o For more details on NATO ships and weapons, see Section 6,
Strike Fleet Forces, and Section 7, Strike Fleet Weapons.

o For details on enemy ships and weapons, see Section 8, Enemy
Forces.




2.3 SET DESTINATION

The Command Information Centre is the brain of your operation.
Here you get an overview of the environment and the relative
locations of the flagships under your command. You can set desti-
nations for your task force, split it up into smaller task forces, or
join ships together under a single flagship.

fi=

N I SER g
{— TIHER MWFOFEF
. e

&g_ Splitting up task forces and designating flagships will be impor-
tant in later scenarios where you’ll be commanding multiple
ships (for details on task forces and flagships, see Section 5,
Command Information Centre). In this scenario, however, you
only need to know how to set destinations and give orders.

The map shows you your current location and any destination
you've set. You’ll want to zoom in to get a closer look at the
strategic situation. Move the shaded box so that your ship will be
displayed to the left side of the screen; click the left mouse button.




Now set a destination. Move the hand cursor to an area just off the
eastern peninsular of Qatar, just above the Strait of Hormuz.

Straits of Hormuz
Right-click to set your destination.

2.4 SET SPEED, ALERT AND RADAR

You can use the Command Information Centre to issue orders to
any ship under your command. (You can also issue orders from the
ship’s bridge — you’ll learn how to do that in a moment.) Click on
the ORDERS button.

\?Rrr' 'I.E;!'!;'”"nl T e | | Click to bring
o+ up the

TIHE il DEEDERS T
" ORDERS

TIHER (20171 FLEET B ;
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SPEED is the system that is currently highlighted. Left-click four
times on the CHANGE SETTINGS button until FULL appears below
SPEED. Your ship’s engines are now set at FULL speed.




Left-click on CHANGE SYSTEMS button until ALERT is highlighted;
left-click on the CHANGE SETTINGS button until GEN-QTR
appears. Finally, highlight RADAR and set it on ACTIVE by the
same means.

Click on the Map button to return to the Map options.

2.5 GO TO THE BRIDGE
Click on the Bridge button. The Bridge Control Panel appears:
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You'll play out a majority of this mission here on the Bridge.
There may be times, however, when you’ll want to return to the
Command Information Centre. You can switch back to the
Command Information Centre at any point in a mission — just
point to the left half of the black bar at the base of the screen
and click a mouse button.




2.6 SET RADAR RANGE

At this moment, your radar is active but you need to increase its
range to be effective. Click repeatedly on the RAN (Radar/Sonar
Range) button until it reads “64 km”. Now watch for blips to appear
on the Multi-Purpose Display.

. Your ship is the cross in the centre of the Multi-Purpose Display.

— The brackets indicate the object targeted by the ship’s onboard
targeting system. Until you select another object, your ship
remains the current target. Other ships appear as vertical slashes
I, while airplanes appear as horizontal lines — . A single one-
pixel dot . indicates a missile.

Your radar operator can identify objects as friends or foes; thus
every object on the display appears as allied (white) or enemy
(red).

2.7 COMPRESS TIME

Much of war is simply waiting for something to happen. Fortu-
nately, you can avoid the boredom between encounters by using
the time compression feature. To turn on time compression, move
the pointed hand to the right corner of the black bar along the
bottom of the screen

Left-click repeatedly until the time compression reads “x 16”.
Sixteen seconds of game time are now going by for every one
second of real time.

. . On systems with multiple settings, the two mouse buttons

=" function differently. Clicking with the left mouse button always
increases the setting; clicking with the right mouse button
decreases it. For example, left-clicking on the time compression
bar increases time compression from 1 to 2, 2 to 4, etc. Right-
clicking does just the opposite.




2.8

Put your finger over the right mouse button and get ready. The
moment you see a blip on the display or the Radar Warning (LOCK)
lights up, you'll have to set time compression back on “x 1”.

TARGET RADAR CONTACTS

Once an object other than your ship appears on the Multi-Purpose
Display, return to normal time. Target the object by pointing at it
with the hand cursor and pressing the left mouse button. The object
appears in the binocular view at the top of the screen.
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The readouts on each side of the binocular view show you the
target’s range, bearing, heading and speed. For details on these and
related concepts, see 6.16 Targeting.

Targeting an object does not mean you must destroy it. Remember,
the object of the first scenario is to protect yourself and neutral
ships. Don’t play the aggressor. Only when you receive a LOCK
warning may you assume you’ve been fired upon.




2.9 FIRE UPON AND KILL INCOMING THREATS

If a target turns hostile and fires upon you, you must protect your-
self and retaliate. The Ordnance Board lets you activate any offen-
sive or defensive ordnance on the ship.

Short range, anti-ship
A”ﬁ"(lil'(,"'((ff/a”’i‘ missiles

missile missiles

Guns, 76 mm dual- Chaff, anti-missile

purpose cannons ; m/counm ‘measiure

Torpedos, anti-ship/ T4 EM\Phalan,\‘, anti-
anti-submarine missile cannon

If you detect incoming missiles, target them and launch an anti-
aircraft missile — one for each hostile missile. (Hint: You may have
to temporarily decrease the range of your radar in order to target
individual missiles.)

Ranges for OHP Class Weapons

Harpoon Short Range Surface-to-Surface Missile 102 km
SM-1 Medium Range Surface-to-Air Missile 33 km
76 mm Cannons 15 km
MK46 Torpedo 8 km
Phalanx System 2100 meters

2.10 WATCH FOR ENEMY PATROLS

Continue to watch for enemy patrol ships and planes. If you use up
your missiles, you can use your dual-purpose cannons to defend
yourself from hostile ships. Click on G to turn on the gun targeting
system — a crosshair appears in the binocular window. Use the
mouse to move the crosshair; press the left mouse button to fire. To
turn off the gun targeting system, press the right mouse button.




2.11 COMPLETION OF MISSION

Scenario 1 ends when you've patrolled one hour or been de-
stroyed. (Not all missions demand that you patrol a certain amount
of time — some end once you’ve completed your mission objec-
tives.) Watch the Mission Clock to see how much time you have
left to patrol, and use the time compression feature to speed things
up. (Keep a sharp eye out for incoming missiles or torpedos!)
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Mission Clock

When the mission ends, you'll receive an evaluation of your
performance. If you’ve done well, you'll receive a promotion. For
details on promotions, see 1.4 Object of the Game.




3. STRIKE FLEET COMMAND

After passing the Combat Readiness Evaluation, your first duty is to
report to Strike Fleet Command and select your mission.

Maps
l

—Mission Selection
buttons (scroll
through missions)

POSSIELE AIE AND SEA | Start new
i | campaign
TS : BE CARERUL OUT THERE-
~Resume
previous
. . . 3 \ v ;
Read mission briefing ~ Start currently campaign

selected scenario

3.1 READING MISSION BRIEFINGS

Click on the BRIEFING button to receive a mission briefing for the
currently selected scenario. The briefing appears in the Control
Panel area.

While in briefing mode, you can click on the Mission Selection
buttons and read the briefings for any of the 14 missions. Once
you’ve been briefed on the mission you want to play, click on the
same button to return to the Control Panel options.

3.2 PLAYING A SCENARIO

To select a scenario, click on the Mission Selection buttons on
either side of the Maps. The map for the selected scenario lights up
and the others dim. Because maps are used for multiple scenarios,
the title of the currently selected scenario appears above the
Control Panel.




If you're not sure which mission you want to undertake, read the
onscreen mission briefings or the scenario descriptions in Section 9,
Scenario Overviews.

When you’ve decided on a scenario, click on the START button
under SCENARIO to begin.

3.2.1 Ending a Scenario

There are three ways to end a scenario:

e Accomplish the mission objectives described in the mission
briefing. The mission objectives may simply be to patrol for a
given length of time, or they may have a particular target for you
to take out. This is the optimal way to end a scenario.

e Press Q on the keyboard to quit. Note that this is considered
desertion and will result in court martial.

o Allow the enemy to destroy all of the ships under your com-
mand.

3.3 PLAYING A CAMPAIGN

The campaign is a series of individual scenarios (7-14) that must be
played in sequence.

3.3.1 Beginning a New Campaign

To begin a new campaign, click on the START button under CAM-
PAIGN. Select this option only when you want to begin a new
campaign.

3.3.2Ranking

You receive a rank at the end of each scenario. The fewer ships you
lose, the higher your evaluation. Keep in mind, however, that your
overall performance in the campaign is also figured into your score.
While this can make rising through the ranks more difficult, it’s also
the only way to climb to the higher ranks.
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3.3.3 Access Codes

At the end of a scenario you also receive an access code.
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Access Code

Unless you are going to play the campaign through in one sitting,
you should write down all access codes. You'll need them when
you want to resume the campaign.

3.3.4 Resuming the Campaign

To go to the next scenario in the campaign, click on the RESUME
button under CAMPAIGN. A keypad appears in the Control Panel.

1 Keypad Readout

HH

To enter the access code, click on the keypad numbers to enter the
access code. If you accidentally enter a wrong digit, click << to
delete. When you've entered the correct access code, click J .




éﬁ' If you haven’t quit between campaign scenarios, the access code
automatically appears in the keypad readout. Simply click - to
continue.

3.3.5 Point Bonus

In campaign scenarios, you start out with the standard number of
points with which to select ships; however, you may have also
received a point bonus depending on how well you performed in
the last mission.

3.3.6 Ending the Campaign

The campaign can end one of two ways:

e You've successfully completed all seven campaign missions.
e Court martial.

3.4 EVALUATIONS

When a scenario ends, you'll receive an evaluation of your per-
formance.
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The Evaluation screen displays your new rank and lists kills you’ve
made and ships you lost. If you’ve done well, you'll have received
a promotion. For details on promotions, see 1.4 Object of the Game.




4.1

4.2

SHIPYARD

The Shipyard is where you configure your task force.

Class Indicators
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CLASS INDICATORS

The Class Indicators at the top of the screen display the ship classes
from which you can choose for the current scenario. The high-
lighted Class Indicator represents the class of the ship selected in
the Task Force Window. Not all of the available classes may be
represented in the Task Force Window. Click on the CLASS button
to change the selected class of ship.

For details on NATO ship classes, types, and names, see Section 6,
Strike Fleet Vessels.

TASK FORCE WINDOW

The Task Force Window displays a small silhouette for each ship in
your fleet. The fleet configuration shown initially in the Task Force
Window is suggested by Fleet Command, based upon likely en-
counters and risk levels for your scenario or campaign. Ships of the
selected class all have a yellow outline, while the currently selected
ship is shown in red.

A flag behind one of the ship icons designates it as your flagship.
The flagship is the lead ship in your fleet, and the one from which




4.3

4.4

4.5

you will issue most of your commands. For details on designating
flagships, see 5.4.5 SPLIT Option. For details on controlling your
fleet, see Section 6, Strike Fleet Vessels.

CLASS POINTS INDICATOR

Each class has a point value based upon relative cost, availability
and strength of that class of ships. The Class Point Indicator shows
you how much the currently selected ship “costs” in points.

AVAILABLE POINTS INDICATOR

The Available Points Indicator displays the current number of
points available for adding more ships to your fleet. By dropping
single large ships, you can free up enough points for multiple
weaker ships. Conversely, you can drop several smaller ships and
use your available points to buy a larger, more powerful ship.

SELECTED SHIP WINDOW

The Selected Ship Window shows you the weapon systems and
helicopters installed on the currently selected class.

Every ship of the same class carries the same weapon systems and
loads (and helicopters if the ship is so equipped). Each of the eight
icons represents a weapon system.

Helicopters

Long range anti-ship missiles
Short range anti-ship missiles
Anti-air missiles

Dual-purpose cannon rounds
ASROC anti-submarine missiles
Torpedoes

Phalanx automatic anti-missile defensive cannon bursts

il il

If a weapon system is included on the selected ship, then the
weapon load and name appears to the right of each icon on the
Ordnance Board. For more details on using the Strike Fleet weap-
ons systems, see Section 7, Strike Fleet Weapons.




4.6 ACTIVATION BUTTONS

Select Different
Ship Class

FLAG

Return to Strike
i == A Fleet Command

Deploy Task
Force

Add Ship to Drop Ship from
Task Force Task Force

ADD — Adds the currently selected ship to your task force. You can’t
add the ship if you don’t have the required number of points or if that
particular ship (i.e. NAME) is already part of your task force.

DROP — Removes the selected ship from your fleet. In the process,
it adds the point value for a ship of that class back to your total
available points.

TF HQ — Returns to Strike Fleet Command so you can start a new
scenario or campaign.

SAIL — Starts your mission.

FLAG — Bestows flagship status on the next ship in the Task Force
Window (left to right). Use this to designate another ship as your
flagship.

CLASS — Scrolls through the Class Indicators from left to right. All
ships in the selected class are highlighted in the same colour in the
Task Force Window.

NAME — Lets you select an individual ship within the currently
selected class. The names of ships already in your fleet appear in red.




4.7

4.6.1 Selecting a Ship with a Different Name

If you don’t like the name of one of the ships in your task force, you
can swap it with a different ship from the same class. Click on the
FLAG button to select the ship. Click on the DROP button to drop
it. Now use the NAME button to select a ship with a different name.
Finally, click the ADD button to add the new ship to your fleet.

LEAVING THE SHIPYARD

When you are satisfied with your task force configuration, click on
the SAIL button to go to the Command Information Centre aboard
your flagship.




5.1

5.2

COMMAND INFORMATION CENTRE

Each scenario begins in the Command Information Centre. From
here you issue orders to and set the destination for your fleet.

Destination Target Mission Clock
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TASK FORCES AND FLAGSHIPS

There are two critical concepts you’ll need to know while issuing
orders: flagship and task force. In terms of the game, a flagship is a
vessel that can act independently. A flagship can act on its own, or
it can lead other ships. You can designate a ship as a flagship and
then join other ships to it. Such a collection of ships — a flagship
leading one or more vessels — is said to be a task force.

Creating task forces is a good way to direct large groups of ships.
You need only set destinations for the flagship and the ships joined
to it will follow it. For more on splitting and joining task forces, see
5.4.4 JOIN Option and 5.4.5 SPLIT Option.

CHANGING MAP VIEWS

You can view the Scenario Map at varying magnifications. There
are three magnification levels: FLEET, TASK FORCE, and SHIP. To
zoom in, move the mouse cursor to an area (the shaded box
delineates the area that will be magnified). Click the left mouse
button to zoom. When you want to return to Fleet magnification
level, click the FLEET button.




You can only change map views when the Map Options are
displayed.
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Time

Raises or lowers Time Compression. Left-clicking increases Time
Compression, right-clicking decreases it.

Timer on/off

Displays/hides the Mission Clock.

Bridge

Takes you to the bridge of the currently selected ship.
Orders

Brings up a list of orders that you can issue to the currently selected
task force or ship. See 5.4 ORDERS Options below.

Fleet

Returns you to Fleet magnification level.




5.4 ORDERS OPTIONS

The ORDERS Options vary depending on the magnification level
with which you're viewing the Scenario Map. At FLEET magnifica-
tion level you can only direct flagships. When you zoom in to
TASK FORCE magnification, you can direct any ship in your fleet as
well as join ships to flagships. At the lowest level of magnification
— SHIP — you direct and join ships as well as split ships off from
task forces.
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5.4.1 SELECT SHIP Option

The SELECT SHIP button brings up a set of options that let you
specify which ship you will issue orders to. At FLEET and TASK
FORCE magnification, you can only select flagships; at SHIP
magnification, you can select any ship under your command.

Currently Selected Ship Go Back to
| , , ORDERS
Select I ::j&: i UE | +Options
This Ship —4 || RGP | T-Next Ships
Select —lﬂl A ' ' N +Last Ships
This Ship —

Click on the NEXT and LAST buttons to scroll through the ships in
your fleet. When the ship you want to select appears to the left in
blue, click on the activation button next to it. It now appears in red
as the currently selected ship. Click on the ORDERS button to
return to the ORDERS options.

.,L&_,‘j- You can also select ships by left-clicking on the Scenario Map.




5.4.2 Change System and Change Setting Options

The CHANGE SYSTEM button is used in conjunction with the
CHANGE SETTING to set the ship’s onboard systems. Click on the
CHANGE SYSTEM button to highlight which system you want to
set, and then click on the CHANGE SETTING button.

eé* The two mouse buttons function differently. Click with the left
mouse button to go to the next system or setting; click with the
right mouse button to go to the previous.

The following is a description of the systems and their settings:

Speed
Sets the Throttle on STOP, 1/4, 1/2, 3/4 or FULL .

The flagship will travel no faster than the slowest ship in its task
force (this keeps ships from being left behind). For example, if one
of your ships is set on STOP, all of the ships in the task force will
remain stopped too — even if their Throttle is set on FULL!

Alert
Sets the alert status on REST or GEN-QTR (General Quarters).

At REST, the crew rests, recuperates, and begins repairing any
damage your ship may have sustained. (You can repair only dam-
age of less than medium severity while at sea.) The phalanx and
chaff launchers are under manual control and will be reloaded over
time.

During GEN-QTR, the crew ignores repairs and reloads. Phalanx
and chaff fire once automatically if enemy missiles come within
range during GEN-QTR. If this first attempt doesn’t get the incom-
ing missile, it's up to you to fire again.

Radar
Radar can be PASSIVE or ACTIVE .
PASSIVE radar relies on visual sightings and ESM (Electronic Sur-

veillance Measures), i.e., detection of electronic emissions, such as
those from an enemy’s active radar system or a missile’s lock-on




signal. Passive radar has a much more limited range, but it is also
much safer than active radar.

ACTIVE radar sends out an electronic beam in search of other
ships, helicopters, and missiles. Whatever it detects appears in-
stantly as a blip on your Multi-Purpose Display. Although active
radar gives you greater range and a clear image of what’s headed
your way, it also alerts the enemy to your presence and location
like a beacon in the night.

Sonar
Sonar can be PASSIVE or ACTIVE.

PASSIVE sonar is simply sitting still and listening for sounds of the
enemy.

ACTIVE sonar sends out signals and then listens for their echo
bouncing off enemy subs. Like active radar, the enemy can hear
your active sonar signals loud and clear.

Speed greatly affects the range and reliability of passive or active
sonar. The faster your speed, the less reliable your sonar images.
And since any submarine moving through water creates noise, the
faster the enemy moves, the easier it is to reliably locate him.
Because of this, sonar blips may appear and disappear as you and
the enemy change speed and direction. But this also means that
passive sonar potentially has much greater range than active sonar;
if, for example, you’re not moving, but the enemy is moving
quickly.

5.4.3 Flag Option

Selects a new flagship for the currently selected task force. Click on
the FLAG button. The names of the other ships in the task force
appear to the left in blue. Click on the NEXT and LAST buttons to
scroll through the flagships in your fleet. When the flagship you
want appears to the left, click the activation button next to it.

Note: This option is only available only at TASK FORCE and SHIP
magnifications.




5.4.4 Join Option

The JOIN option lets you merge a ship with the currently selected
task force. The ship must be within range (128 km) of the task force.

At FLEET and TASK FORCE magnification, you can only join task
forces . To join, select the flagship of the task force you want to
merge with the other task force — use the SELECT SHIP option or
left-click the ship on the Scenario Map. Click on the JOIN button.
The names of your other flagships appear to the left in blue. Click
on the NEXT and LAST buttons to scroll through the flagships in
your fleet. When the flagship you want appears to the left, click the
activation button next to it. The first flagship you selected now joins
the second flagship’s task force. Click on the ORDERS button to
return to the ORDERS options.

At the Ship map level, this command lets you link the currently
selected ship with any task force, even if the ship is already part of
a different task force. To join, select the ship you want to merge
with the other task force — use the SELECT SHIP option or left-click
the ship on the Scenario Map. Click on the JOIN button. The
names of your flagships appear to the left in blue. Click on the
NEXT and LAST buttons to scroll through the flagships in your fleet.
When the flagship you want appears to the left, click the activation
button next to it. Click on the ORDERS button to return to the
ORDERS options.

5.4.5 Split Option

Available only at SHIP magnification. This order lets you split a
ship off from the task force. Select the ship you want to split off
from the task force, and then click on the SPLIT button. Once split,
the ship becomes a flagship and its own task force. You can now
JOIN other ships to it, or you can JOIN it to another existing task
force.
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5.6

SETTING DESTINATIONS

To give the ship a destination, point to any part of the Scenario
Map and click the right mouse button. The white target marks the
new destination.

At FLEET and TASK FORCE magnification, you can set destinations
for flagships only. Task forces will head to the new destination at
the speed of the flagship.

At SHIP magnification, you can set a destination for any ship you
see on the map. The ship proceeds to the new destination at its
current speed. When it arrives, it will circle until:

e [t passes in the vicinity of the task force.

° You give it a new destination or manually set it on a new
course.

e You join it to a flagship. (You can join it to its current flagship
and it will resume following the flagship.)

SCENARIO TIME AND TIME COMPRESSION

The Mission Clock is always ticking once the scenario begins. The
only way to stop it is to pause the game or quit the scenario.

Mission Clock

Time Compression
Setting

The Mission Clock shows how much time you have left to finish the
mission. The Time Compression Setting shows the degree of time
compression at which the scenario is currently running. Time
compression ranges from x 1 to x 128 degrees of compression. At
the the normal setting (x 1), one second of game time approximates
one second of real time. At x 128 setting, one second of game time
approximates 128 second of real time.

Time compression is handy if you find the scenario running too
slow in real-time. It can prove harmful in the heat of battle though.
Be sure to always go to normal time (x 1) when travelling from the
Bridge to the CIC and back, so you’ll have enough time to react to
new information and events.




5.7 LEAVING THE COMMAND INFORMATION CENTRE

To leave the Command Information Centre, click on the BRIDGE
option. You immediately go to the bridge of the currently selected
flagship. (If you’re at SHIP magnification level, you go to the bridge
of the currently selected ship). The next section describes the
vessels used by Strike Fleet, how you use and control them, and
their varying capabilities.




6. STRIKE FLEET FORCES

The Strike Fleet uses six different classes of sea-going vessels. There
are always one or more types within each class. In the destroyer
classes, for instance, there are two types. “DD” carry only short-
range missiles such as Harpoons, ASROCs, torpedoes, and surface-
to-air. “DDG” are more modern and carry short range missiles,
long range guided missiles like the Tomahawk, and extended range
surface-to-air missiles like the SM-2 (ER).

All the Strike Fleet vessel classes are listed in Table 1 below by their
function, type, and designation. Using this table, you can tell what
type of a ship you’re working with simply by looking at the abbre-
viations used in the Shipyard, Command Information Centre, or on
the Bridge of your vessel. For example, if you see the abbreviation,
“YORKTOWN-TICO-CG,” then you’ll know that the ship is named
“Yorktown,” and that it's a Ticonderoga class cruiser armed with
guided missiles.

i _&,,._.___ When a new type of ship is designed and built, the class name is

— usually derived from the name of the first commissioned ship of
that type. So in the case of the Ticonderoga class, the Ticonderoga
was the first ship of its type, thus the class was named after it.

Function Type Designation Classes
Cruiser Guided Missile| CG Ticonderoga,
Belknap
Destroyer Gun DD Spruance,
Adams
Guided Missile| DDG Arleigh, Kidd
Sheffield
Frigate Gun FF Broadsword
Guided Missile | FFG Oliver
Hazard Perry
Fast Attack Craft| Hydrofoil PHM Pegasus

Some of the Strike Fleet vessels also carry helicopters. You control
them in the same way you control surface ships (see 6.7 Using the
Controls below). All the aircraft used by Strike Fleet are described

in 6.3 Aircratft.




6.1 USING THE CONTROLS

You can control each ship in your fleet from its Bridge.
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All systems are operated from the Control Panel. To change a
setting, select an option, or fire a weapon, simply point to a control
and press a mouse button.

v;"&'if" The two mouse buttons function differently. Click with the left
mouse button to go to the next system or setting; click with the
right mouse button to go to the previous.

6.1.1 Going from Bridge to Bridge

You can switch to the bridge of any vessel or aircraft in your fleet
with the Command feature. Point to the Command button and click

a mouse button.

eé.“!' There’s another way to go to the Bridge of another ship. Move
the hand cursor to the Multi-Purpose Display. Point at any ship
in your fleet and click the right mouse button.




As noted earlier, not all ships are outfitted the same. If you switch
to the bridge of an oil tanker, for instance, you'll have a blank,
inoperative ordnance board. When a system is present and opera-
tional, however, it operates the same on every craft.

A ship will follow the lead of its flagship unless you specifically
give it a command from the Command Information Centre (SHIP
magnification only) or manually control it from the ship’s bridge.
For example, if your flagship is heading east at full speed on GEN-
QTR alert, the rest of the task force will follow suit.

Being able to control an entire task force does not alleviate your
responsibilities as a Strike Fleet Commander. You must still switch
to the bridge of another vessel in your task force to find out if it is in
danger of running aground (if you get a Depth Warning signal) or
when you want to use its weapon systems.

Sometimes it may be inconvenient to switch to the bridge of

=——" your other vessels — particularly during a heavy battle. If you
want to monitor the ship without switching bridges, target the
ship (point at the ship on the Multi-Purpose Display and click
the left mouse button). If an enemy missile or torpedo has
locked-on to one of your vessels, a + symbol will appear above
the Binocular View for each missile or torpedo that is locked-on
to that vessel (The maximum is seven per vessel. More than
seven missiles can be locked-on, but only seven are displayed
above the Binocular View).

6.1.2 Going to the Command Information Centre

You can switch back to the Command Information Centre at any
point in a mission — just point to the left half of the black bar at the
base of the screen and click a mouse button.




6.1.3 Engine Control

Click on the Throttle to control your vessel’s propulsion. Setting the
Throttle to STOP cuts the engine and leaves the vessel dead in the
water (@ knots). Setting the Speed Control to FULL puts the engine
at full-throttle and eventually brings the vessel to its maximum
speed.

The speed for all vessels (including helicopters) is measured in
knots (kts). A knot is one nautical mile per hour (about 1.15 statute
miles per hour).

6.1.4 Navigation Controls

Helm

The easiest way to navigate your fleet during your mission is to set
your course in the Command Information Centre. When you go to
the bridge of your flagship, the autopilot will already be activated
and guiding the fleet on the course you set.

Each ship in the fleet is equipped with the autopilot system, which
is linked to the flagship. It will function automatically until you
disengage it, change speed, or try to steer the ship manually.

Manual Steering
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You can override the autopilot by clicking on the HELM control on
the Control Panel. Click once on a Manual Steering arrow to
initiate a turn; click on the arrow again to neutralize the rudder and
proceed on the present course.

Even after the autopilot has been disengaged you can reactivate it
by clicking again on the HELM control on the Control Panel. Once
reactivated, the autopilot will make the necessary course correc-
tions to bring you and your fleet to the destination you set in the
Command Information Centre. You can set and reset the autopilot
as many times as necessary.




If you change the speed or course of the flagship manually, the rest
of the ships in your task force will follow suit. Be careful if your task
force is running in a tight formation, because different ships have
different turning radiuses and you may cause a collision.

Compass

Because ships turn slowly, the Compass displays both the current
course and the planned course (the course the ship is currently
turning to). The current course appears in blue; the planned course
appears in red.
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6.1.5 Surveillance Systems

All Strike Fleet vessels are equipped with extended, long-range
scanning, phase-array radar, and long range sonar. Use the radar to
spot ships, aircraft, and missiles; use the sonar to spot ships, subma-
rines, and torpedoes.

Multi-Purpose Display

ActivelPassive

: vel P 2
Radar Switch ActivelPassive

Sonar Switch

Radar/Sonar
Display Switch

Radar/Sonar Range

DISP (Radar/Sonar Display Switch)

Click on DISP to change which system (radar or sonar) you are
viewing in the Multi-Purpose Display.

Multi-Purpose Display

When RAD appears in the Radar/Sonar Display Switch, the Multi-
Purpose Display shows all ships, aircraft, and flying weapons it
detects within its range. It displays submarines, ships and torpedoes
when SON appears.




+ Crosses indicate flagships

| Vertical lines indicate ships (including submarines)
— Horizontal lines indicate aircraft

e Single dots indicate weapons.

[ 1 Brackets around an object indicate that the object is tar-
geted.

Allied ships are displayed in white. Neutral or hostile ships are
displayed in red.

Some vessels — like the PHM Pegasus and oil tankers — aren’t
equipped with sonar, so be careful when you use these ships in
scenarios that include submarines.

RADAR (Radar System Switch)

Click on RADAR to switch between active (ACT) and passive (PAS)
radar systems. For a description of active and passive radar, see
RADAR under 5.4.2 CHANGE SYSTEM and CHANGE SETTING
Options.

SONAR (Sonar System Switch)

Click on SONAR to switch between active (ACT) and passive (PAS)
sonar systems. For a description of active and passive sonar, see
SONAR under 5.4.2 CHANGE SYSTEM and CHANGE SETTING
Options.

RAN (Radar/Sonar Range)

The Multi-Purpose Display can show a maximum of up to 256
kilometres around your ship. You can adjust the range of the Multi-
Purpose Display so it shows fewer kilometres thus making it easier
to distinguish targets that are close to you. Adjust the Radar/Sonar
Range does not affect the range of the signals, only your view of
what the signals illuminate. For example, enemies that are 64
kilometres away can still see your active radar/sonar even though
you've set your range to only 2 kilometres.

You can adjust the range by clicking on RAN on the Control Panel.
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