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ULTRA SOFTWARE CORPORATION LIMITED WARRANTY

Wiera Sedtware Corporation wasrants to e ariginal purchaser of this Ultra softwase product that the madium
an which this camputer program is recorded is fr2e Trom defects in matarials and workmanship for 2.perlod
aF ningty (30 days from the date of purchase. This Ulra software program i 50i0.°"as is" wilhoul express
ar impliesd warsanty of any kind, and Litra 4s not liabile for any lasses or damages of any kind resulting fram
uge of ths program. Ltea agreas for & period of inety |90} days bo elthes repair o replace, a1 its ootion,
frige of charge, amy Uitra sodtware product, postace paid, with peoaf of date of purchase. at its Factory
Serice Center. .
This warranty & nat apolicabie to neomal wear and bear This warrandy shall not be applicable

" Official

HANTIES AND MO OTHER REPRESENTATEINS QR CLAIMS OF ANY NATURE SHALL BE
BINDING Of QR GBLIGATE ULTRA. ANY IMPLIED WARRANTIES APPLICABLE T0 THIS
SOFTWARE PRODUCT, INGLUDING WARRANTIES OF MERCHANTABILITY AND FITHESS FOR
™ BPARTICULAR PURPOSE, ARE LIVITED TO THE MINETY |90; Day PERIGD DESCRIBED
ABOVE. TN MO EVENT WILL ULTRA BE LIABLE FOR ANY SPECIAL, INCIDENTAL, 0R CON-
SEQUENTIAL DAMARES RESULTING FROM POSSESSION. USE OF MALFUNCTION OF THIS
UETRA SOFTWARE PRODUCT.
Some states 1o not aliow lEmitations a5 10 how long animplied warranty fasts
andy/on gxclusians or imitatkons of incidental or consequential damagas so . P
the ahowve lnitations and, o gxciusions of lizbibity may not apaly o you, This Nﬂiﬁzgf ;;:'Efnsgﬂ ?ff"_
warranty gives you spesific rights, and you may also have other rights Py

‘which vay rom state o state. Nintendo

EME!,H-UEHMF"T

Mirtendo and Mintendo
Entertainment System are
registered trademarks of
MNintendo of America Inc

4 < and shall hewoid if the gefect in the Ulra softwane product has arisan thraugh abuse, unmea-
W sonatle use, mistreatment or nelect, THIS WARRANTY 15 IN LIEU OF ALL OTHER WAR.

Seal of Quality

This oflicial seal is your assurance that Nintendo™ has reviewed this produc

and that it has mel our standards for excalience in workmanship, refiabigty and
enterfainmint vlue. Always ook 1or this aeal when buying games and agcesss
s o ensume complets compalihiiey with wour Kenbendo Satdrlainment Systom?

Hlined Soltwaie Goporatacn, S00 Desrdisld Parkway, Bufas Grove, 11 GO0S9-4510 (700 215511

WELCOME TO THE WORLD OF ULTRA!

You're now the proud owner of ULTRA's authentic versian of
Silent Service for the Mintendo Entertainment System. Silent
Service was originally designed and developed by MicioProse
Software Inc. We suggest that you read the following instructions
tharaughly before diving below the wakers of the bloody

South Pacific.
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MISSION OPTIONS There a tiee types of scenanos. - Torpeda, Gun Prackice” places vou outsile the

Ffﬂﬂ jIE-IW CHASE ’EM SINK ‘EM! Amencan base at Midway Island. Four old cango ships are anchoeed (heee as medo and qurnesy practice
ahu:r.'e the beat o mhean ¥ou hear hostile propedlers chuming theough calm seas. AL &y second the first tagets Comey Aclions ™ recreate a variey ol actual submarine attacks on a convoy “Wes Patols” ablow you 1o
riapkh charge will sxplode. Your watch ticks. Sweat olls into wiur ayes. As the enemy's Sonas ping intansifies, you command an entire patrol, puttang out 10 564 from submaing Dasas & Micway, Beesbaoe e Fremantle, cantinging
hldl wour breath, reatizing that the pressure of an unmesciful sea is abl around wou. thevaxgh & rmiber af cormdy actions, i conchuding with a viciodous retum. (O sunken dreams!s
Such is your Tike a5 & commeander in the elite Silent Sandce Force, 3 detailed simulation of Workd Wae 1 To select your mission option. press the Comtol Fad Upoar Dawn @i fock in wiur dedison wilh the A Bution.
submaring missions (n the bloody South Pacific, AL e :
From the moment you dive into action, you'll be confronted with the sam infarmation, prablems and resources SKILL LEVELS Tnere are four skt evels: MIDSHIPMAN veginer, LIEVTENANT, COMMSNDER esigned
availabie ta an actual sub captain. Your primary messaon will e i take oo the Japanesa Navy in their home 10 be the most histarically cormect). and CAPTAIN (axpest| The skill leued eftacts the accuracy of tamedo muns,
waters and io neutralize the .Japaﬁese Meschant Maring dlarnage from depth charge atacks. and the skill of enemy lookouts and sonar operatoes.
With a imited nuebe of torpecoes and fus, your goal is 1o Sink a maximum tonnage of enemy shigs and bring Lok i your kil level selection by pressing the A Butioe,
your sub safely back to base. Your overall evaluation fram Fleet Command will be based an the number and types COMBAT DIFFICULTY LEVELS o can customize your mission with vanaus “cambat levels.”
o s yau sirik. ] . : ) Eact leved imrpduces an elerant that's mare aealistic and mone cetficult. They includa:
30 go get 'em commander, Y¥ur Ciew is counting on you . . . because they know if you {21, they'll become LIMITED VISIBILITY. If this level is selectad, enemy ships which are beyond radan/sonar range wan't agpaar
instant shark bait! Fia’:'_,,_-;];e PemBCnPE CONMRE an the maj dispiays
it L . CONVOY ZIG-ZAGS. |i this level is selected, enemy convoys will “i-2ag” (Change course) at regular
.5 ATTACK SUB ¥ T inkervals 1f this eval 5 nol Selected, cano ships will steam stralght ahead undess they are attacked by

forpedoes or encaunter land masses.

DUD TORPEDOES. Same of your tamesicas may ba “lamans™ i you select Did Torpedoes instesd of No Dud
Tompedoes. Dud torpedoes may it the enemy but will rat expéade. b

PORT REPAIRS ONLY, If his bevel i selacted (instead of Repaiis Under Fire), rmpaics will no longer ocour
automaticalty whide in Dattle or on patmol.

EXPERT DESTROYERS. If this keval is sebactad finstead of Standard Destaogas), certain ensmy comays
will De escarted Dy “expert” desiroyers, These escors are more persisient and have better trained sanar
DpErakors,

CONVDY SEARCH. I this leved Iz sedected finstead of Close Convays), convoys will not aiways appear within
racar ranpe. ¥ou'll need to search tham out. Far off cormoys are best sighted by perlorming a J60 deorea

pefiscopeEnocuar sween of tha hotzon,
= To chooze your levels, press the Coritrol Pad Up of Down, then make your salactions by prassing
The 15, Flest Submaring of the Second Work] '-I'Iar was an putstanding weagon, With 200 the A Button,
bons ofvlesel fuel and a Gruising range of 12,000 miles, no arsa of the Padiic was safe for OVERALL DIFFICULTY The ssill level and oifficulty levels you select cormbine o praguce an ovesall
Enemy Shipging. dliffiulty factor from 1 to 9. This gifliculty tactor and the tannage poie sink will datermine your fanking in the

4 “Sbmariner's Hall of Fame™ at tha conclusion of v mission.




TERMINOLOGY Port: The left site of the ship.  Starkoard: The right side of the ship.  Bearing: The
direction you are iooking,  Heading: The direction your ship i poing.

SUBMARINE CONTROLS

[

ERdr NEE 147 SPOLD ANCAS.

THE
SALE

REVEFGSE  THROTTLE  GUEWNGCE 3] LONG  FERGIORE
CONTROL - RAMDE MAF  RENCE MAP

To make ¥ split-second decision, mowe (he arrow o
the desired contral and press the A Buttan.

CONTROL FUNCTIONS
Raise ar Lower Periscope: This command raises
stope il it's down, and lowers iLiivs u, 1L alse sels

the wesual baaring b be the same as the sul's heading.

You can use the pesiscope, in daybight anky, down 103
magimum depth of 44 feet.

Throttle (Speed): Choosa from Dead Stog (2 0
Full Sqesad Ahesd (41,
Reverse: Lise to reverse engings for an emesgancy
ascape, To change specd wisle i reversa, Aadus tha
Throtile, then select Reverse agam.
Guidance Contral: To dive, move 1he arow onbd the
dlown poinges of the Guldance Camtrol. To surface,
Em thie arnaw onko the up painter of the Guidanse

oAlrod,

For haft nudder, move the armow onta the ledt pointer of the Guidance Congrol. This twums the sub toward the kaft
{poat). if looking at the Mag scraen, you will sea the sub turn counterchockwise.

For right rucklier, mowe 10 amow aneo {he right posnter of the Guidance Cantral. This tums the sub tavward the
right [starboard). If Iooking &t the Map screen, you will ses the sub turn Clockwiss,

T cancal & e A trn Commancs, mioue he FTow i the center of the Gitdanca Cantral and press the

A Button.

You £an also biow amergency ks by holdg down the B Bulten and prassing the & Bitton on e plaper 2
conteodler, This can halt an atherwise fatad dive, and wseally brings your sub 1o the surdace. You may perfoem this

aniy ance peEr engagement

TIME SCALING DEFINED
1 owcher 10 ensise accuracy, all ship movements, siohtings, omedo runs and dive rEtes are recalculated every two
seconds of simulzied game time. Howeser, undes most conditions i i desirabie 1 speed up the action somewheal.
Mormally the simulaton rocesds at four Umes real-time: One minute of game time takes 15 secands, | the
F" 15 selected on the clock, the time scale is doubled. Rapeated pressmg will continue to increase the Time
Scaleup bo a maximum o 32 times real ime (i.e. coe hour of game e will take 2 minutes at time scale &),
To inciease the Time Scale, move the arraw to the “F™ on the Time Scale and press the & Bubton, Each
subsequen key pross doubles e spead, t-a maximum of 32 times rea tme speed (three key presses).
To redurn to the nomad Time Scabe, mowe the arow bo the "N on the Tame Scale and press the A Bution. Note:
foul aulcematicalfy retum 10 nammal time whan detected by the enemy or when you firg a torpedo ar the decs gun.

THE CONNING TOWER MENU SCREEN
The Conming Tower SCreen acts as @ menu scresn. From this screen, you
ma sedect any of the four datailed betiha station screans: Instumants
and Gawges, Maps and Charts. Panscopa/Bnoculars, and Damage Reports.
{Feg pages 10-13). Usa the aniw 10 position the captae al the desind
battle station, then press the A Button. Moving the armow ta the Map
Table, for exampse, moves the camain 10 e b, Press he A Butlon and
the Map screen will appeat

You may als salect bed special lumctions from his Screen, B you &
paying a Training or Comaoy Action scenario, the “End of Game” functeon
will end your mission. H you are playing a War Fatnol scenasio, the "Continue Patrol™ function ends the currand
cemuty beftle and retums vou 1o the patrolling scieen. You cannot end the battle if vou are being trackad by enemy
ESLOns, have mecoes active, ar if an enemy ship is stEl sinking.

The "Duartermaster's Lag' cotien (ocated & the Dottom right comer af the command compastment) i3 used ko
review your accompdishments during the current patrol.

When you are at the Conning Tower screen, the simidation is paused, Note: Soma selactions ang uravailabie
unier certain conditlons,

To choose the Conning Tower Menw, press the Select Button. Once in the Conning Tower, make
selections by moving the arrow to different areas (I.e. the periscope, the map, etc.) and then press
the A Button.




COMBAT CONTROLS

These contrls @ al your comsmand whan al Pesiscopa/Bimcular Battle Stations |see p. 12). Once again, mps
the amow o youw selection and peess the A Buttan.

@?@@@ H

Mmh-u smm S‘Iart anu uumn

ATTACK CONTROLS
Tovidentify the tanged under the crosshairs on the
pEfiscope hinoculars, move the armw 0 the Targal 10,
i / Toliee 3 fivpado at the 1amet unger the white
DK EN m crogshairs, move the armow oato the Tirpedo Firing
FIFIRE FIRKG
LI D degending on which ones face the targel

Ta fire the tour-inch deck gun at the tepet under the white crasshaiss, move s arcw onto the Deck Gun
Firirg Condral. The gun meay ba firad anly whan your sub 15 on the swrace.

Mote: Four torpenaes and gun shells (batal) may be active at any one time,

To increase gun deflection, prass the Player 2 Control Pad UR Each additional prass adds 25 mare yards to
the daflection. Yow want 10 increass deflection when the target 15 moving awey fiom you. 10 gecrease e gun
deflection, press the Player 2 Congral Pad DOMWEL Each additional prass subfracts 25 yards fram the defkction
Yoo wari i flegrease defiection when the target is maving toward you [See DECK GUNp 1)

To rotate the periscope view left, prass the Flayer 2 Control Pad LEFT. To rotate the periscape view right, pres
the Player 2 Contral Pad REGHT. {Rotating the view changes ifs bearing.)

To relezse detris and ol use the Player 2 Control Pad and hold down the-A Bustan while you press the
B Button. The debris will riss (o the surface and may canvince: the enemy your sub fias sunk, Yoo meay release
dedris only once pEF Engapemend.

Controd, Bow or aft tubes will be selected automatically,

5

BATTLE STATION SCREENS
Silent Servica containg multipbe Battle Station scresns. On each screen differant information is available and
difterant commanis can be enlerad. Tha batile stations reprasent the main locations trom which the captain
manages the battle. Not all controls are operabds from & screens. Be sure to note what controls are availabis
O eath Streen.

WAR PATROL NAVIGATION

MAPS BATTLE STATION

(War Patrol scenarios only)

When you Sedact & War Patrol scenarip you sta out
on this screen, which displays a map of the South
Pacitic Ocean. You e froe toexphare any area of
the map. Yfour ship is a ting white dot near the starting
port of Fremaritie, Brishang or Midway, The patrod
seTeen imalates the time reguired to procaed from
yaur biase fo enenmy-condrofled waters, a5 wall

a5 the patralling activity between engagements.

[ typical patrol [asted up 1o two moanhs,)

Moving on the War Patvol map: Using the
Control Pad, mowe the arraw in the direction you wish to go. Time moves qusckly while patalling. The ocean
changes from light to dark to rapeasent G2y and nighl.

Finding the Enamy: 'When the ocean or screen borer turns red, you've spotted & comey. Fress tha f Bultoa
1o exit fram patrod if vau wanl 10 engane in Dattle, Note: Enemy ships 2 generalty found alang the heavily
tranvelled] comvoy rowtes and chose to land. vialuable tanker and troop ship conways are more likely 1o be found
near Japan.

Geuipng Home: Tha submaring hases af Mudway |stand, Fremantle and Brisbane are indecated by flashing
diots. When you have reached your base and the ocean (s presn. you- can relem (o port. Press the & Bitton to
end tha patrol and recond your scons inhe Submariner's Hall of Fame.

Important Nobe: Mo other controts function on the patrod navigation sereen, T make other COntrls work yol
must axit the War Patrol.




INSTRUMENTS AND GAUGES BATTLE STATION

A Battery Lewel — icalss elec:
iriccity [maning i e baitery.

H. Fuel Lewals — Shows.
the amount of foe in (ke

K. Ciristmas Tree — Indicates slals N, Glock — Shows time of |
of hull Openings. Green means ﬂaF [usk in the Pacilic
i% In

MAPS AND CHARTS BATTLE STATION

— ]

Rahage by surlacing. A fuly thieg main 1anks, clnssd, red maans uu&ir muﬁl:can- 1‘-I|mﬁ?|5|%:le.'i'|M"||1mr
charnged batien Alows ans hog ings chose auomatical y whin 4| 10-8:00 P&, (Hour
ol tegh-speed manewdering under- L Daﬁlmgmlnh“ you dive allp Dav.1_1 i from 500
wiler and 5 0 6 hows 3t slom ocsans battom. When L. Compass — Indicaes AN i B:00 AR
:ﬁ_f—ﬂ"ﬁ;'&'ﬁ:;,mmm'm Dol e OMGE A T diecbon sunis heaang.

B. Battery Charge Light
G. Battary Deain Light

D. Spaed — Macisum sw-
faca spesrd |5 20 knols,
fiugsum submemed
spead is 10 knols,

E, Depth - Tero means sulk
i5 om the suriace, Masi-
mus diving lewed i 50D

Tun aground

PACIFIC MAP

SOUTH

PATROL AREA
MAP

T o and charts screen dsplays information avaikable from the navigator and the iracking party, Mag
Irﬂgmlim, yisual sighaings, rarfa?.{a?m snfyar ane comébines] oa L SCreen to shiow the logation of your
subenaring, toepedoes and 1l known enemy shins. Remember hat your submariag &5 represented by 4 white ot
Toepedoes and engmy ships are black dols, and green areas regrasent (200 masses ani islanis, ;
Mote: Somatimes thane are enamy ships out these that you have nod yet detectsd, Thess uoatected ships oo

o I T appear on the ma. Your Ioakouks aran’t ahkays reliable - s wise 10 eave the Maps Battle Station and look
St e around the horizon with the periseope; binoculars,
1 MEms 115 up,

BlAGK meEans €75 dorwn

G. Torpedo Ready Indicaler —Green
means Inward and atl omeda
1ubes ane réady Blatk meansg
thiey're empiy Sorpedo reloading
takes 10 minules pé Wbe The
nussher uniles sach column -
cEles how many iDmedes emas
in acdition 1o those ey in the
gt The nussbier alongside shows
the: numiber of deck gus sheds
remaining

Water Tesperature —'Ween the
dial is in the blue section, it ndi-
cabis i Submariog is hikw s
thermal gracent layer. Mote: Hiding
Eelow a thermal gradien laye
prcwide exira prodection againgt the
ENENTY'S CRNET aHack.

M. Thrattle— -4 seltings:

Al Sinp, 143,213, Fu
Seeard and Fiank [rewerss)
Spead.

0, Diue Bubble — Shows
wihsther the suh |8 diving
or gurlacing. Thi bottam
ling dksplegs your cimen
speed (In kaoks), dapth
{in Teel] @0 headig fin
nefEesL

IF mora 2hips and INpRCOES are active than (v tracking party can hardle, the most distant olEcts may be
dengped fram he: mag. ¥

Zoom: Tau may ankarge or shrink the scale of the map o any of four levels of dlestail by miwing the o oo
tha Small Scale or Lange Scale Man and pressing the A Button, The Initial map shaws the: éntire Sculh Pacific,
The Patral Area Map shows 2 500 0y 300 mile area, Zoom again and you'll 528 the Navigation Map, which shows
B0 by 40 miles, The mest detailed mag is the Attack Plot Map, which shows an area o B miles by b miles. Ships
arg displayed on the Attack P, iy g

MOTE: When the scesen bepins fashing. the enemy is either withan range or yaw may haue wantered off the
map. fou'l aks0 notice, a5 you patrol the seas, that the map color changes from dark to light. This rapresems the
azsing of days and nights. .
: [:mﬂmla :'uallamg: Al Submaring and Time and Scale conrols, plus “Release Debris™.




PERISCOPE/BINOCULARS BATTLE STATION

This screan displays the view through the
attack peniscape during dayBght/dusk,
rlawn, and the view from the bridge’s Tamet
Bearing Transmitter Binocidars at nagh.
The viawing area shows &n enlamed image
of visihle ships and land. This scresn may

or at periscope depth (44 ket or ess)
tluring daylight hours.

Torpedo Data Computer; Whean e
crosshars turn white the Farpedo Data
Corputer is activated and tamet tracking
is displayed, The TOO disolays the range
tir he target, the tamet's speed and the
tarmet's course. B fine a torpedo, fire tha
(eck gun ar request informatian, move the
ATOW M0 e appropriale contmol and
press the A Bubion.

" GEon
- o
mREnT

-]

Controls Available: Al Comiat cantrols, Faster and Mormal Time.

b sebacted when the sub s on the surface,

This sereen indicates the nature of any damage ta the submarine, Damage may be caused by depth chams
attacks or enemy qunfire, Types of damane include: :

Bow,/Aft Torpedo Damage: Torpedo tube doors have been damaged. The tarpedoes will not (e,

Periscope Damage: The perlscope housing has besn damaged. The periscope cannot be lowered or raised,

Dive Plane Damage: The bow and stem dive planes have heen damaned. The submaring will anty dive or
surtace at half its normal s,

Fuel Leaking: The extemal fuel tanks are [zaking. Fuel wilk be consumed &1 twice tha parmal rate. In
ardition, fuel rizing to the surface will make the submarine easier to detect by enemy destoyers.

Engine Damage: The main diesel engines ane damapad, Surface speeds ans reduced by half.

H:g_aniimry Damage: Internal pumps and engines ara damaged. The extra noése makes e enemy's sonar
{racking easier

Battery Damage: Balteras s used up ot twice the normal rate when submerged. H the “Port Repaiss Only”
combat level is not selected, repairs are atlemgtad Dy the craw automatically

Water Damade: If ywour sub ks taking on water, the leakage rata |s indicatad i pallons per secand (GPS).
Leakage will often causa your sub to descend, although the dive planas may be able to coumer-act the dive. This
rarmatian is providad in the top rigiht hand side of the Damage Reparts scraen,
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MESSAGES AND SOUNDS

“fou mey receive messages at any time from varicus members of the crew They will appear on the tap ling of the
Sorann. You will also baar the sounds af wour own engnes, nearty ships and opedoes

SONAR REPORTS DESTROVERS CLOSING DECK GUN FIRED! {gun firs sound]

{"ping” sound) SONAR REPORTS INSTANT EXPLOSIONS

SONAR REPORTS DEPTH CHARGES DROPPED [distant exploginn saund)

{"aplash” saund) WARNING: TEST DEPTH EXCEEDED [hull creaking

DEPTH CHARGES EXPLODING! {explasian somnd) gound — check the Damage Bepons screent)

LOOKOUTS REPORT DESTROYERS FIRING WE HAVE RUN AGROUND! [grinding sound)

{pun sound) REPAIRS COMPLETED

SHELL HIT| SUB DAMAGED (chech the Damage Reparts scras)

mlr:;nﬂ:lﬂ';:;ﬂ'::‘:h e BLOW EMERGENCY TANK] (alarm sound)

R e T COLLISION? ABANDON SHIP! {grinding soumd)
COMPLETING YOUR MISSION

Coeny Aetion missions and when you salect the “End of Game' option, War Pairol misslons and whan you retum
oone of your bases. Either missin category ends if youw are sunk or beached. in all cases you will ses a screen
disglaying ail ships which you have sk and your final wank.
All playars will rank at least Ensign. Higher levels are Lisutenant JG, Lisutenant, Lisutenant Commanter,
Emmaim Captain, Vica-fdmiral, Admiral, Fleat Admiral znd ultimataly WESC [Wond's Graaiest Submading
aftain

CONVOY ACTION SCENARIOS

Conuny actaon scanarios ate shorter messions which placs wie in specific histoeical siuations, They e usaful
far becoming acquainted with the faatues of this simulation, practicing specific factics or when time is short.

S

PLUNGER N THE INLAND SEA

(Lt. Commander D.C. Whita)

Day/Subme

Jan. 18, 1942, Latitude 33-30 M, Longitute 135-00 E.
The LSS Plunger patrallng off the southern coast of Japan,
SIQhes an escorted cagn ship staaming eastat high spaed, This
SCENAND gives you the apaoetunity to sat up a torpedo fiing
solution againg! 3 moving ship, Remember thal even though the
Torpedo Data Computes calculates the comact lead gym angie to
Nit the Baenet, it is offen & good itea 1o Tie 2 spread o torpadoes
in £ase your targes chandges caurse unespectedny

WRHOO VS. CONVOY (LE. Commander “Mush" Morton)
Day/Surlace

Jan. 26,1943, Latitude 2-37 M, Longitwde 139-42 E.

OHf the New Guinea coast, LSS Wahoo sights & small Japaness
comviy. The situation is a submasines’s dream: an urescortad
comvey Including  troop ship and 2 lame ofl tanker. However, the
convoy has radiced Bor help and & destioyes i oo the way! Your
objectve Iz 1o strike quickly and cause &5 much damage ag
possible. Be sure to use your aft torgedoes if your bow tubes
ang amgly



HAMMERHEAD AT BORNED

Night/R

October 1, 1944, Latitude 6-30 N,

Longitude 116-11 E.

S radar picks up a large escoeted conwoy &5 e
155 Hammeshead patrds the northern coast of
Baorneo. The tankes, one of Japan's dwindling handiul
remaining a1 s stage of the war shousd be wur
primary tamat. This scenasio intraduces night com-
hat against an escored comvoy You should take
Care io aunid being spotted as jong as possibea, Use
miderate Speeds, kaep 3 minimum peofile toward
the escor, and try to time your attack so that the
escort is on the other sida of (e comy

b

Sy
i“.emmn ﬁ; TOAGEL Tmnm
Commander Eamm
January 13, nm Laﬂ:m 312N,
Longitude 130

Somewhare !rﬂlmrnhﬂ Ehilipging =lands and the
Japanase naval base at Truk Lagoon, USS Searaven
COMES 2CM055 A NoFhELENG Comwgy, You ang in a had
position; astern of the convay in dayligit.

TAUTOG AT NEGHT (Lt. Commander Sieglaff)
Radar/Visual Might

March 16,1944, Latitude 42-25 N,

Longitude 144-55 E.

Off the eastem coast of Japan, USS Tawmog encoun-
ters a Japanass canwly Night attacks depond very
miich on the prevasding visiiiity conditions. During
podir visibility, 3 low lying sub can safely Close

with its target on the surface, B visibility ks pood,
Nowever, more caution is requiresd,

GRAYEACK IN THE CHINA SEA

(Lt. Commander J.A. Moore)

Submerged Radar

October 21, 1944, Latitude 26-48 N,
Longitude 124-56 E.

A vary difficidt sikuatson, Theee radar-enuipoed
ESCONS are (uarding the comeay! Your best hope
15 3 clawn o dusk peskscope attack,
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WAR PATROL SCENARIOS

II A
."'V

=

THE PACIFIC OCEAN

[he tiar Patrol Scemans an the trug test of

A submaringr's sKilt. Yiowr mission is to scour
he Japarsasa comedy lanes, Tinding, attacking
and sinking the maemum fonnage of enemy
shEping. You will ancounter 2 wide variety of
sleiztions, apportunities and dangers, Note
that gach submaring is equipped differently —
yiour tactics should take inlo acoount the
strengths and weaknassas of yowr sub.

For an querview of Japanese convay lanes,
5e2 the map. All of these comeay lanes are
Ackive i scanaiog that cocur sy in ke
war As the war progresses, and the area af
1ha Pacilic-comroliad by Japan gradualky
shrirks, it bacomes very difficult 1o find con-
Wi in areas distan from Japan. In the
scenarios that ocrur [aier in the war, i is
aasiest 10 find tangets in the waters aound
ihe islands of Japan

TORPEDOES

Primary submarine armamant consisted of six torpedo tubes forwand and four tubes art. A total of
24 wrpedoes wene carried: 14 furwand and 10 aft. A torpedo reload required about 10 minutes.

Minst torpedoes wene fired at a range of 1,000-3,000 yards. The best tspedo frack was one which was
parpendicular to the course of the tarpet ship. This provided the larpest potential laret area. Head-on
shots of s1ern shats ware unlfikely Lo hil their lasgels.

TORPEDO DATA COMPUTER

The TOC, when fad with the tamet spead, range and course, automatically calcubated the correct torpado
track. Tha captain would often aim slightly ahead or behind the target ship if be expected a particatar
change in course. Frequently a “'spread” of trpedees was fired by aiming ome slighthy ahead of the target.
e directly at the target and cne stightly behind the tangst.

It was impartant to make the first sel of tepedoas count. ONCE the torpede Tracks wee spottad, the
convoy wiolld begin to Fig-ag radically and the esoors woukd chiane inon the sub's position.

DECK GUN

The deck gun was effactive in sinking badly damaped targets or o slow 2 ship down &nd force it o fall
hehind the convoy, The gun was also used &5 2 last ditch ineasise by Subs which were forced io surface.

ATTENTION COMMANDER: The gun may anly be fired when youe gub is an the surfaca. isa the
cisshairs on the periscope/binoculas Scresn 0 aim e gun. The ranga is automatically se1 to the TDG
range of the target at which you are aiming. Press the player 2 Control Pacd P or DOWN to 2dd or sebiract
deflection mm this range. Example: an 18 knot destroyer coming dirsctly towards you from 4,000 yards
away will move over 200 yards In the time it takes the shefl in reach the target. Thensiooe you should press
the Control Pad DOWM 10 select 2 deflection of —200 to — 250 yards befare firmg the gun. AL 2,000
wards the shell will only take half the time ta reach the tanget, saa —100 yard deflection shoukd e used,
‘fowr gun'is supplied with 80 shells.



JAPANESE CONVOYS

Japanese shipging generally travelled in smalk conwoys of thiee 1o seven-ships. Comvoys consistad of
Ao ahips. troap ships, tankers and destover escorns

Tankess ware the most important tanget class, The Japanese were critically dependent on the fiow of oil
i keep the Main Battle Fleet in operation. Troop ships ware also impoaant fargets. You ars more likaly 1o
find thega valuable ships sailing throug the shipping lanes wiich lead directy to Jagan.

(amo ships represented the majority of Japanese shipging. They haulad supplies and eguspoaant (o and
Irom the fapanase homeland.

Escons came in two classes. Destroyers were oitan used for escon duty The Japanese also
constructed a special cass of escort foranti-submarkne defense: the “Kaibokan! This sub killer
extraordinair was packed with sophisticated radar and special depth chames. A submazing's best chance
against @ Kaibokan was 10 gutren it on the surface, since its top speed was less than 20 knits.
Destroyers could steam at close to 30 knifs.

Japanese convoy traffic tended to concentrate along the rutes betwesn major ports. Refer i ihe
comoy raute mag an p.18 for details.

ESCAPE
If detescted by enemy ascods, escape became the sub's main objeciive. & submaring was no mateh for
even a single desirover in @ pun and ramming duel, The usual tactic was to diva as deeply &5 possible and
rig for silent running, Maintaining a minimum profile and mirimem reoning noise was especially imgortant
under these circumstanees, A strong temparature gradient could also provids some protection from the
enemy’s sonar; Leaking fued or machinery damage made the escont’s jod easier.

Submarines gained some benefit from their tightar trning circke and abdlity to constantly track the
BsCOrs propeller noises. Under extreme circumslances, a sul might iy b corvines he attacking
destrovers that it had been destroyed by releasing oil and dedris which foated 1 the surface. (Refer 1
page 8 for his wocadune.)

At night the sub’s 20 knot surface speed was somatimas suffickant 10 outrun pursing escoms,

ADVICE TO THE CAPTAIN
Ilake sure you understand the role of the Tomeda Data Computes {TOG)— most torpedo shods shauld be
made with the periscape crosshairs dirsctly on your tamget.

Make sure you understand the distinction between BEARING and HEADNG,. BEARING is the diraction
in which your pertscope, binoculars ane looking. HEADMNG is the direction your sub is facing. Note that it
is penesally much faster and easier 10 aim your trpedogs and pun by mtating the Perscope (chandging your
BEARING) rather than by steering the sub (changing yaur HEADING),

In genaral, you should plan on making & submenged attack in daylight, and a surface attack at night.
During dawn and dusk you can try bath.

SUBMARINE TACTICS

A successiul submaring attack was vary much a team efioet by the entire submarine crew, with the
captain making crucial decisions which spelled the difference betwean success or failue, Carefully
weighing the number of esconts, the types of ships, visibility, water depth. pumber of topedoss remaing,
battery charge. the corvoy's cowrse and speed e decided how, when and whens W0 attack the enemy

With their low surface profile and ability 1o submesge, steaith and swmrkse were vitad ingredients in all
submaring attacks. Once an enamy ship of Comey had been spatted, a successhul attack reguind a wak
hought out apgroach towithin a few thousand yands of the enemy without being detectad,
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Treat Your ULTRAGAMES Cassette Carefully

« This ULTRAGAMES cassette is a precision-crafted device with complex electronic
circultry. Avoid subjecting it to undue shock or extremes of temperature. Never attempt
to open o dismantle the cassetie,

« Dip not touch the terminal leads or allow them o come into contact with water or the
game clrgultry will be damaged.

o Always make sire your computer is SWITCHED OFF when inserting the cassette or
remaving it from the computer,
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COMPLIANGE WITH FCC REGULATIONS

Thiz equipment genarakes and uses radio frequeancy energy and if not installed and used praperly, that iz, in strict
accordance with the manafacturers instraciions, may cause interlemence b radio and belesision reraplion, 1 has

besan type tested and faund to compéy with the limits for a Class B computing device in accondance with the

specifications ik Subpart .J of Fam 15 of FOC Aules, which ae designed 1o provide rezsonable protection against
suth interfarance in a residentiz! installation. Howevar, thers |s no quarantee that interference will not occur Ina

panticukar installation. 1 this equipment does cause interfarance 1 radio ar television raception, which can ba

detemmingd by turning the equipment off and on, the user is encouraged to try fo Corect the interterence by one ar

mare of 1 tlkawing measues.

— Resarieil 1he meeiving antanna

— Hedocate the NES with respect to the receher

— Mowe: the NES away from the racedwar

- Plup the MES Imta a ditterent qutlet 5o that computer and feceiver ans oo dilferen Gircuils,

I mecessary, the user should consult the dealer or an axpariancel radiotalevision technician far acditional
supestions. The wser may find the foblowing booklet prepared by the Federal Communécations Commission
Tl piud: How to Bentify ard Resolve Radio-TV imterferenca Problems. This booklet is available from the U5
Gavernment Printing Office, Washingtan, DG 20402 Stock Mo. 004-000-00345-4.

SCORES

00125
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