Piug the carudge into your compuler.

Aftor the ntie, jness SELECT 1o choose a Skill
Level

Press START to begin game. Mop on screen
shows your position and positions of enemy
CONVOYys, :

Using basic equipment of map, sonar,
periscope and lorpedoes — plus insirument
panel ~ move your submaiine with o
combination of Joystick and Keyboard 1o
track and sink ships in enemy convoys.

If the enemy detect you, they will atiack with
shells and depth charges.

Game ends when: oll enemy convoys are
sunk, all oxygen s used, fuel and charge are
exhousted,; or hull is severely domaged.

At the end of game you receive a 1ating of
YOUr SUCCess

Important Key Controls
B-Blow Ballast (Surface) P-Periscope

C—-Crash Dive SSonar
M-Map Y-Game Pause
N-Nevutralise B or C 0-9-Speed

This is only intended as ¢ basic guide. For more
detailed instructions see inside.
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SUBMARINE
CONIMANBER

INTRODUCTION

FProgrammed by D {ock

You are in command of a submairine in the
Medilcrianean. Your mission: to atiuck ari
destroy the enemy convoys scattered over
the sea. To help you: a map, sonar,
periscope, and torpedo. There's more o1
than that, of course. The enemy, for one thin
can hit you with shells and depth chaiges, sc.
you also have a full instrument panel o help
you creep up undetected. It may iake a litlie
time o master all the available moves, fut
the fun and the thrills are all the grearer i
more your skill increoses.

Below you will find full instructions for
loading and playing. Have o good gome!

L



GETTIRIG STARTED

Connect your television lo the computer and
switch the television ON

lake your cartridge and plug it into the
cartridge slot in the front of your computer
(the left hand slot on ATARI* 800*s) and close
the hdl. )

Turn your computer ON.

HOW YO PLAY

After ihe title, the computer asks you to
choose a Skill Level 1-9. Press SELECT to
show the number you want (see section 6 for
deiails). Press START when you are ready.

Note: Press OPTION if you don’t want the
Morse Code Sound at the beginning of the
program.

The mop in the centre of the screcn shows
your position (while cross) and those of the
enemy convoys (black dots). The object is to
track down the convoys and sink all ihe ships.
The enemy is composed of the lollowing:

yreny

Tariker faliol Boat

* Indicates rademark of ATARI Inc

Movement

You move your submarine with a combination
of Joystick and Keyhoard contols These
work as foliows:

Jovstick

TO SURFACE. Move Joystick towards you,
this pushes the submarine’s nose up

1O DIVE Move Joystick away from you, the
nose goes down.

RUDDER CONTROL. Move Joyslick io left
ond right. Use in comunchion with the
compass sething (sec Instrumeni Panel)

Keviboord

SPEED. Type o speed from 1 10 9. Type O to
stop.

BLOW BAILAST TANKS. Press B 1o suiface
rapidly (but retnember, this uses up valuable
air).

CRASH-DIVE. Press C. This takes control from
the Joystck and iocks the submarnine into o
cive

NEUTRALLZE BUOYANCY Fiess Nitoiegain
Joyslick controf ofier o crosh dive (Cj or fanks
being blown (B).

PAUSE. Press Y fo pause the game. Move the
Joystick to restart.

ABORT. Press the ATARI® Key [ 7] 10 abort
the mission.

Instrument Panel

The diagram below explains the position and
function of the varnious gauges on the panel.
At the beginaing of each mission the
computer aliocaies you quaniies of
orpedoes. fuel, air ond o battery charge

You score tonnage pomts o sinkmg sing
with more points for tankers andf carge s
less lor destroyers and patrol Loats But
beware of destioyers and patiol boat, v
aire carmed with shells and depth chiarges ar
can cause you heavy damage. If they dere:
you, they will atiack you. Tankers und carge
ships are also armed with a simgle qun arne
can fire al you as well, but will ke ovasie
action (o hry to lose you

To attack your target, you have the followiin
Lasic equipment:

Map  FPress M to establish your posimon

“relative to land and convoys, at any ime

Sonar Press Sfor a pictureof the sea
around you, ships within range show up) Gs
blips on the screen. The sonar mode alse
gives you a hydrophone chart (top loft)

which reacts to ships’ engines and shows
ships as peaks on your hydrophone char
direct your submatrine 1owcancds one of then o
lining up o peak with the ndicaton i the
middle of the chan.

Periscope FPress P when you are at o depth
of less than 50 feel, and you will get a view o1
any ship within | mile range that is in your line
of sight. Use this mode to prepare for a
submarine attack.

Torpedoes When you are at o depth of ubou:
25 leel, press the trigger to fre o torpedo Am:
it chead of the larget ship.

reading [see 6 lor details). You must be
carelul not fo run out of any of these Yo
speed i sot al nil, and you hove 10 1y o
number 1 =9 In delail the connols are o
follows

Instrument Panel

[

b

a HYDROPHONE CHART. This shows siups s
peaks. Ta move directly towards a ship, in¢
up a peak with the indicator in the cenire ¢f
the chart

b ATIITUDE. Move the Joystick 1o night and ict
to change course.

¢ COMPASS. The compass reading defermncs
the course you sieer.

d TORPEDO SUPPLY.
e FUEL SUPPLY.

f BATIERY CHARGEF reading To recharge, v
have ‘o surface.

g SPEED INKNOTS, e nauncal mies o no.



h SONAR SCREEN, produced by pressing S

[the other two modes are M = map and P =
periscope). The sonar screen shows the
cnemy ships as while ‘blips” Your position is
the white cross in the centre wineh remans
static. When an enemy ship is corneclly lined
up the blip will appear directly above the
cross, at some point between it and the
edge of the sonar screen.

i AIR SUFPPLY. Can be renewed by surfacing.

When your supply is low it will flash. .

DAMAGE INDICATORS. These show
damage on a scale between 0 (no damage)
and ¢ [severe damage) to: C = controls,

I = instruments, H = hull, £ = engines. I your
damage raling is not too high, you may
decide to carry on without wailing lor repairs,
but beware unexpected malfunciions {your
submarine is repaired automalically, however
repairs are carried out mere rapidly on the
surface). If your hull damage reaches 9, it
may crack with a walery grave awailing you!

k CLOCK to time how long missions last.

I This chart shows the DEPTH BELOW THE

KEEL. Be carelul you do not crash into the
bottom.

m DEPTH GAUGE. This tells you your depth in

feet. The large hand shows tens of feel, the
srnall hand hundreds of leet. Use your
Joystick lo dive or surface.

n TONNAGE SUNK.

escorting warships. To warn you, a bell
sounds as you approach the enemy’s range
of vision on the surface

Your greatest advantage over the enemy
is your ability to travel underwoter. However,
this does use up air and botteries, and you
can still be detected il you ine o torpedo or if
you use your sonar.

As your iniial working laciics, try
approaching an enemy convoy on the
surface using the map mode (M). As you
draw near, dive and locate the ships with
your sonar (S} and hydrophone char. Then
come up fo o depth of about 25 feel ond
press P lor a view of the surface. Aim your
submarine of the target, ond press the trigger
1o 1elease o lorpedo, aiming ahead of the
ship. Hits are recorded on the ‘tonnage sunk’
chart (iop right of the senar). I you ore under
heavy attock from the surlace ships, and wish
io lose them, dive deep and cut your speed to
0, and wait until the atiack s over.

End of Game :
The game ends when any of the following
occurs:

{a) Allenemy convoys sunk

(b Allthe oxygenis used.

{c) Allfueland charge have beenused.

(d) Severe damage 1o the hull {[damoge
indicator for the hull exceeds 9).

The game can also be terminated by pressing
the A\ key, SYSTEM RESET or START. If the
A s pressed you stll receive o rating of

your abilihes as ¢ Submanre Commander.

Skill Levels

The higher the Skill Level, the more
challenging the game bocomes You will, i
your encounters with the enerny, come ut
against more attacking ships (destroyers anc
patrol boats) and malfunctions are more ke
when you are damaged. You will also have
less fuel, charge and torpedoes and there wil
be maore convoys for you to attack and
destioy belore your mission i1s complete jsce
the table below for details). Added io this, for
Skill Levels 7, 8 and 9, your toredoes will 1o+
always sink an enemy shup they hit, but mey

only damage it

Summary of Starting Positions

Skill No. of

Level Fuel Charge Convoys Torpedoes
/ 250 70 5 80
2 230 o0 6 70
3 220 60 6 70
d 210 55 7 0h
5 200 H0 / ot
o 180 A5 o) 55
7 170 40 8 50
8 150 40 o 50
9 140 50 Y 40
Tactics

You need constanily to assess the pros and
cons of moving on the surface or underwater.
Running on the surface is quicker, but if you
get too close 1o an enemy convoy on the
surface, you will be seen and attacked by the

Rating

At the end of each gome you receive o
rohng {score), with points awarded lor
tonnage sunk and, the ulimate for o
Submarine Commander, elimnation of all
convoys. Poinis are deducted for fuel,
lorpedoes ond ime used elc

Summary of Faciors Affecting your Raling
Poinis are awarded for: e

{a) Tonnouge sunk.
(b) Bonus points for sinking oll convoys
proporhonalto the Skill Level

Foints are deducied for:

{a) Fuelused.

(b} Torpedoes used. .

(c) Charge used.

(d] Damage incurred.

fe} Time ioken to complete the missior:
f] Being desiroyed.



