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A.D.S. THE SOFTWARE:

Congratulations, you just bought a FUTURA game |

A.D.S (Advanced Destroyer Simulator) is the first naval simulator using the
new techniques of animation in filled 3-D .

The game recalls the main naval engagements of World War Il during which
the DESTROYERS of the Royal Navy played a major part.

The different missions you will have o carry out will toke place:

1- In the Mediterranean, from the English base of Malia located in a zone
occupied by the enemy (ltalians o the north, Germans to the south).

2- In the English Channel, from the English bases; you must evacuate Allied
forces gathered in Dunkirk.

3- In the North Sea *: your mission is fo sink the enemy vessels which are
hiding in the NORWEGIAN FIORDS.

Sole master on board, Tou will have to manoeuvre to perfection fo avoid
sinking. Every fire and piloting post of a DESTROYER are reproduced in A.D.S
s itis up fo you o make the Eesl use of them when the situation calls for it.



To fight the enemy, you can choose between 18 available missions already set
{12 on AMSTRAD CPC) with each time a precise target or with a DELTA
mission: in which you are the one to choose your target in an environment and

date which differs each time.

The Admiralty and Admiral Walkirie are always on your side to report any
ship spotted by the RAF . e

You have the possibility o alter the infensity of realism given by the simulation,
so that younger players may have a lot of fun too. But we advise the other
playﬁrs not to change the parameters so they can feel the true sensations of the
simulafion.



DESTROYER

CATEGORY: H.M.S ONSLAUGHT
FIRST LAUNCHING: 1939
TYPE: DD 231

DISPLACEMENT: 2200 TONS, 3200 TONS fully loaded

LENGTH: 110m

BREADTH: 12m

DRAUGHT: 4.80m

PROPULSION: 2 PROPELLERS, GEAR TURBINES 60 OCO HP

SPEED: 35 KNOTS

ARMAMENT: 3 TURRETS EACH WITH 2 CANNONS
OF 120 MM
2 TORPEDQ-TUBES WITH 4 TUBES EACH

It was one of the first TORPEDO-TUBES DESTROYER of
World \L\fur I, oné:l ?76
== warships were built to
g the same pattern. Easy
to recognize by the
! shape of its funnel, it
I participated in battles
in the North Seq, in the
English Channel and in the
1 Mediterranean,




3.1 COMMAND POST
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3.2 RADIO

Allows you to receive information from:

. ¥ - the Admiralty (H.Q) located in MALTA for the
+ : MEDITERRANEAN and by the THAMES for the
B Bl ENGLISH CHANNEL and the NORTH SEA.

- the engine-room, about possible damage
- the look-out man, to get information about ships spotted.

- | I
. -H‘ Double you

| r range of vision.
g e 3.4 DAMAGES

Your destroyer can suffer more or less serious
damage during a battle. These damages can affect:

_ -THE RADAR: you can no longer spot ships on
the radar screen
-THE SONAR: no more submarines visible on
= the sonar screen

- THE PUMPS: they are out of order. This
damages can lead 1o the destruction of the ship
if it occurs simultaneously with a leak.

-THE CANNONS: the fire post is no |onPer operational. Be careful, if the
cannons overheat the fire post will be out of order.

- THE RADIO: inferferences in the messages.

- THE TORPEDO-TUBE: the fire post is no longer operational. You have to wait
until the next dock at your base fo repair.

- THE RUDDER: the ship is out of conrol. Most of the time the crew members
can fix this type of damage.

-THE ENGINE: the ship is stuck until repairs are carried out.

NOTE: Al repairs are automatically carried out by the crew members. You do

not have to infervene.



3.5 CANNON FIRE
Your DESTROYER is equipped with 3 turrets, each with 2 cannons of 120 mm:
two for'ard, one o,
These turrets can rotate 270° (refer to diagram) and can fire two shells
simultaneously. 300 shells are in stock.
In every fire post an overheating indicator displays the temperature of the
cannons.
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3.6 TORPEDO FIRE

Your DESTROYER is also equipped with two torpedo-tubes (4 tubes each): one
on the port side, the other on the starboard side.

The tubes can rotate 90° [refer to diagram), and each time they fire, 4
torpedos are launched. 80 torpedos are in stock.

Torpedos have an impact far more powerful than the shells.One or two
torpedos launched fo the right spot can destroy a ship when otherwise ten or
twenty shells would be required for the same result.

90°




ATTACK STRATEGY

The tactics you use fo attack an
enemy vessel depend on the
category of the ship. For example, i
the tire options are different
between a FREIGHTER and o B
CRUISER.
To sink an enemy vessel you must |
think of different parameters like:
Speed differences: 15 to 20 Knots —
for o FREIGHTER or a TANKER; 30 to 35 Knots for a DESTROYER; 32 fo 37
Knots for o CRUISER

You can carry out a frontal attack against a unarmed FREIGHTER or a
unarmed TANKER and sink them with some successful cannon fire.

With a DESTROYER or a CRUISER,
it's better to start by launching a
torpedo either to port or fo starboard
and by keeping o course parallel with
the enemy boat at a similar speed. , (B0 =
Waich out for the distance between fil s
you and the enemy boat: the closer encaceven ey

: DISENGAGEMENT
you are, the more risks you run to ™20 @ TEAIECTORY
come under its fire (refer fo diagram).

YOUR SHIP

Two or three forpedos may be enough

to sink a DESTROYER whereas you

may need four or five fo sink a CRUISER.

A torpedo launched at the right spot can break the rudder of a ship or even

stop it. Then you can sink it with cannon fire.

To rapidly sink an enemy ship you should maintain a non-stop fire cadence o

keep the enemy crew from repairing the damage you cause.

But in any case, observe one rule if you want to hit the enemy during your

attacks: fry to avoid being spotted.

To locate a SUBMARINE, use the sonar; it is easier fo hit it with a torpedo
en it surfaces fo renew its oxygen.

ENEMY SHIP



LOADING AND FUNCTION KEYS
LOADING

Insert disk in the disk drive and switch on your computer.

Function keys
T
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Numeric key pad
5.1 ATARI ST & AMIGA: FUNCTION KEYS:
F1: COMMAND POST
F2: BINOCULARS and keys 4 and 6 of numeric key pad o rofate 360°
F3: CANNONS and keys 1 2 and 3 to change fire post
keys 4 and 6 of numeric key pad fo frain the turrets
keys 2 and 8 of numeric key pad to raise/lower the cannons.
SPACE BAR to fire
F4: TORPEDO TUBE port side and key 2 for TORPEDO TUBE storboardside
keys 4 and 6 of numeric key ped fo train the TORPEDO TUBE
F5: DAMAGE INDICATOR
F6: MAP keys Z or F7 to zoom in the map. Arrow keys or joystick fo
move on the map.
SPACE BAR in zoom mode: center the map on your ship.
ESC key to quit the map.
F8: SPEED UP the game when you are in map mode. This option is
availoble when?gu are 1 mimﬂshore. g ®

P or F10: PAUSE
R: RADAR
S: SONAR



5.1 ATARI ST & AMIGA:
ARROWS KEYS:

Insert disk in the disk drive and switch on your computer.

ARROW KEY PAD
ENGINES AHEAD

RUDDER TC PORT RUDDER TO

STARBOARD

ENGINES ASTERN

NUMERIC KEY PAD
RANGE SETTING

TRAINING:  BINOCULARS
TURRETS
CANNONS



IBM PPC & COMPATIBLES
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LOADING AND HARD DISK INSTALLATION
DISK

Insert disk A in drive A and type: ADS
INSTALLATION ON HARD DISK C

Insert disk A in drive A and type: INSTAL
RUNNING THE PROGRAM FROM A HARD DISK €

Go to the ADS index of your hard disk, insert the disk in drive A and type ADS.
YT FUNCTION KEYS e
Fl: COMMAND POST
F2 BINOCULARS and keys 7 and 9 of key pad fo rotate 360°
F3:  CANNONS and keys 1 2 and 3 o change fire post
keys 7 and 9 of key pad to train the turrels
keys 1 and 3 of key pad to raise/lower the cannons.
SPACE BAR to fire
F4: TORPEDO TUBE PORT and key 2 for TORPEDO TUBE STARBOARD
keys 7 and 9 of Tpudlo'rruin the torpedo tube
F5:  DAMAGES INDICATOR i
Fé: MAP keys Z or F7 to zoom in the map. Amow | 1- gaise CANNONS
keys or joysfick to move on the map. 2 ENGINES ASTERN
S?:CE‘ in zoom mode centers the map on | 3 KONER CANHONS
RUDDER T

FSI'FIP.
EDS% fo quit the map STARBOARD
F8:  SPEEDS the game in map mode.This opfion | 7;TRANNGurer
i o, i g Pl |ttt

(3]
(=]

H

P L e
S:  SONAR Binoculars h



AMSTRAD CPC

@@]D@D@

LOADING RUN “ADS”
FUNCTION KEYS

F1: COMMAND POST

F2: CANNONS FIRE POST N°1. Keys 20nd 3 For POSTS N°2 and N°3
RANGE SETTING H: UP LEFT
B: DOWN K: RIGHT
SPACE BAR fo fire

F3 : PORT SIDE TORPEDO TUBE. Keys 1 and 2 to go from port post fo
starboard post.

RANGE SETTING H: UP J LEFT
8: DOWN K: RIGHT
SPACE BAR fo fire.

F4: DAMAGES INDICATOR
F5: MAP ESC key : back fo preceding contral post.
F6: ZOOMIN THE MAP. To move on the rnclp in ZOOM mode, arrow keys .
ESC key: back to preceding control pos
F7 : SPEEDING UP DISPLACEMENT. Thls ophon is available when you are on
the high 79 seas, and you cannot see the shores.
Key 7, back to regular speed.

F8: PAUSE
DISPLACEMENT OF THE SHIP
ENGINE FORTH SPEED

RUDDER TO PORT SIDE ~——— ——» RUDDER TO STARBOARD SIDE

ENGINE BACK SPEED
Keys F1, F2, F3, F4, F5, F6, F7, F8=1,2,3,4,5,6,7, B on numesic key pod for AMSTRAD CPC déd



BOATS

FREIGHTER

CRUISER

GERMAN
TORPEDO-BOAT
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ENGLISH
DESTROYER

FREIGHTER

ITALIAN DESTROYER

SUB MARINE



ITALIAN DESTROYER

MAXIMUM SPEED: 35 KNOTS
CRUISING SPEED: 28 KNOTS
ARMAMENT: 6 CANNONS OF 120MM EACH
ENGLISH DESTROYER

MAXIMUM SPEED: 34 KNOTS
CRUISING SPEED: 27 KNOTS
ARMAMENT. 6 CANNONS OF 120 MM EACH

GERMAN TORPEDO-BOAT
MAXIMUM SPEED: 38 KNOTS
CRUISING SPEED: 28 KNOTS
ARMAMENT: 4 CANNONS OF 150 MM EACH

8 TORPEDO TUBES ON DECK

GERMAN DESTROYER
MAXIMUM SPEED: 35 KNOTS
CRUISING SPEED: 28 KNOTS
ARMAMENT: 6 CANNONS OF 150 MM EACH
TANKER
CRUISING SPEED: 18 KNOTS
ARMAMENT: NONE
FREIGHTER
CRUISING SPEED: 18 KNOTS
ARMAMENT: NONE
CRUISER

CRUISING SPEED: 32 KNOTS
ARMAMENT: 8 CANNONS OF 200 MM EACH
PROTECTIVE DEVICE:  ARMOURED DECK AND HULL, RESISTANT TO THE

ARTILLERY IMPACT.

SUB MARINE

MAXIMUM SPEED SUBMERGED: 8 KNQOTS
MAXIMUM SURFACE SPEED: 17 KNOTS
ARMAMENT: 4 TORPT



MEDITERRANEAN
- CAMPAIGNS

Thecommmahhpsm&upun&hwoddmdusm
Ialian navol forces based in TARANTO, PALERMO), SYRACUSE and
MALTA and in the sirit of GIBRALTAR, Thesehvnpouhmur:n[ nunnporbnufon\lledshqz
ir and resupply. goog-ophmlponhmdﬂuhmlsﬁncmdhq‘m
mlhedaﬂnihekbs , we've some fypical missions of fhat fime; their
rudumwnﬂ.-rnhyuu the deep aniety which overcomes Copicin of an English DESTROYER facing the
enemy ships, these being most of the fime faster and far befier armed.




7.1 MEDITERRANEAN MISSION N°I

s
- -
®CARGOT) = ALLED BASE

M ENEMY VESSEL

- ﬁ:l.u‘l": of la Valetle O] ALLIED VESSEL

[ UNIDENTIRED VESSEL

Pilotage training mission. This mission allows you to estimate your capacities in
battle. At 6.30 am, you leave the base of LA VALETTE in MALTA (E-3]. Your
mission is to destroy a freighter cruising off UNOSA ISLAND (D-3). You must
then get back fo your busegehre 8.00 am.



7.2 MEDITERRANEAN MISSION N°2

= ENEMY BASE

P ALLIED BASE

W ENEMY VESSEL

[ ALLIED VESSEL

8 UNIDENTIFED VESSEL

300

You sail from the base of LA VALETTE in MALTA (E-3). Your mission is to
intercept and desiroy a convoy of enemy ships spotted at 9.15 am by the
R.AF to the south of PANTELLERIA ISLAND |C-§] and on its way to the enemy
base of TRIPOLI, This convoy is composed of 2 freighters and 1 tanker. It has
an approximate speed of 10 Knots. Once your mission is over, you must refurn
to your base.



7.3 MEDITERRANEAN MISSION N°3

A B __c D F G
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£ SYRACUSE 1 ENEMY BASE
. . P ALLIED BASE
3 W ENEMY VESSEL
oSt L sasectla Valene [ ALLED VESSEL
= B UNDENTIFED VESSEL
4 ’ 300
d
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100
6 Okm

You sail from the base of LA VALETTE in MALTA. Your mission is fo sink an
ltalian cruiser already heavily domaged by the R.A.F, off SYRACUSE [F-3).

The last report from the admiralty states that the vessel was at cruising speed
on its way to the lfalian base of TARANTO. You must infercept it before enemy
destroyers arrive in reinforcement.



7.4 MEDITERRANEAN MISSION N°4
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TUNIS = ENEMY BASE
L = ALLIED BASE
3 Wi UNOSA g M ENEMY VESSEL
Enemye Base of MALTA [ ALLIED VESSEL
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You are cruising off TUNIS. The reconnaissance aircraft reports 2 lfalian
cruisers spotted close by PANTELLERIA ISLAND (C-3). Feeling the threat, they
are now sailing in the direction of CAP BON to escape the R. g

Your mission is to attack them by surprise and to immediately head for MALTA.



7.5 MEDITERRANEAN MISSION N°5

= ENEMY BASE

P ALLED BASE

M ENEMY VESSEL

[ ALUED VESSEL

M UNIDENTIRED VESSEL

300

You sail from the base of LA VALETTE in MALTA (E-3). Your mission is to

tect a supply convoy coming from GIBRALTAR and now cruising off TUNIS
B-3) . You must go to meet it and destroy any enemy ship heading in its
E‘Jire?iun. Waich out: the R.AF have spotted an enemy destroyer in the sector
C-3).



7.6 MEDITERRANEAN DELTA MISSION

™ ENEMY BASE
= ALLED BASE
UNOSA SMAITA W ENEMY VESSEL
- English base O ALLIED VESSEL
¥ UNIDENTIFED VESSEL

Mission of surveillance. You sail from your base, fully laden with fuel and
munitions. You must| patrol in the area demarcated by the map.
You may stop in Allied ports o repair and resupply.

The Admiruﬁy counts on you fo inflict heavy losses on the enemy.

But make sure that you have identified the ship before firing.



ENGLISH CHANNEL
I‘AMI’AII:Nb

A SHORT HISTORY LESSON

During World War II, the ENGLISH CHANNEL is one of the most important stralegic posifions. For the
German naval farces, this channel, whose narrowest part is 30 kilometers, is an opening to the world so it is
imperafive for them o control it. Nevertheless, you must maintain a real presence loo. With the help of the
Allied fleet, your DESTROYER is commissioned fo watch over and profect supply convoys, Once these
missions ore over, maybe you will undersiand why some DESTROYER captains and their crews were

decorated with the Military Cross.

41 upon Hull



8.1 ENGLISH CHANNEL MISSION N°1

= ENEMY BASE
B ALLED BASE

B ENEMY VESSEL

O ALLED VESSEL

M UNDBNTIRED VESSEL

300

You are patrolling south of DOVER. Your mission is to identify 2 vessels which
our coastal radars have spotted to the north of DUNKIRK (G-2). Then you
head back fo your base, in the THAMES estuary. Be careful, they are probably
enemy vessels; in that case, your mission is fo sink them,



8.2 ENGLISH CHANNEL MISSION N°2

= ENEMY BASE

P ALLIED BASE

W ENEMY VESSEL

[ ALLIED VESSEL

M UNIDENTIFIED VESSEL

300

MONDAY, MAY 27th, 1940 : You sail from the base in the THAMES. Your
mission is fo profect the evacuation of the Allied forces gathered in DUNKIRK
G-2).

You must protect the transport ships sailing between DUNKIRK and the
THAMES from the attacks of the German DESTROYERS. As soon as you are
short of fuel or munitions you must get back to DUNKIRK.



8.3 ENGLISH CHANNEL MISSION N°3

= ENEMY BASE
F= ALLED BASE
L) 2 W ENEMY VESSEL
DD231
i 0 A e

300

You are cruising off PORSMOUTH [E-3}‘. Your mission is to attack an enemy
convoy composed of freighters ond fankers which the R.AF has spotted close
by CHERBOURG [SD-4Losai|ing EAST. You must inflict heavy losses on the
enemy before heading back to PORSMOUTH.



8.4 ENGLISH CHANNEL MISSION N°4

/= ENEMY BASE
= ALLED BASE
M ENEMY VESSEL
[ ALLIED VESSEL
B UNDENTIRED VESSEL
300
200
100
Okm

You sail from the base of PORSMOUTH (E-3). An enemy submarine has been
seen off CHERBOURG (D-4). Your mission is to spot it with the sonar and to
follow it until it surfaces again,and then fo sink it.



8.5 ENGLISH CHANNEL MISSION N°5

P ENEMY BASE

P ALLIED BASE

M ENEMY VESSEL

01 ALLIED VESSEL

B UNIDENTIFED VESSEL

300

JUNE 4th, 1940. DUNKIRK (G-2) is surrounded by the enemy. Fortunately the
troops evacuation is almost completed. Your mission is to protect the last two
ships transporting Allied troops and about fo leave DUNKIRK.



8.6 ENGLISH CHANNEL DELTA MISSION

.+.

= ENEMY BASE

= ALLIED BASE

M ENEMY VESSEL

L] ALUED VESSEL

B UNIDENTIFED VESSEL
300

Mission of surveillance. You must leave your base fully laden with fuel and
munifions. You will patrol in the area demarcated by the map. You may stop in
Allied ports to repair and resupply. The Admirally counts on you fo inflict
heavy losses on the enemy.
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9.1 NORTH SEA MISSION N°1 °

= ENEMY BASE
P ALLED BASE

W ENEMY VESSEL

[ ALLED VESSEL

M UNIDENTIFED VESSEL

You are cruising, west of STAVANGER (E-4); the radic informs you that a light
cruiser, dama our arfillery, has taken refuge in the fords close

by SAUDA (E-3) to repair. You must spot it and, if possible, attack.

Be careful, enemy destroyers are probably coming in reinforcement.



9.2 NORTH SEA MISSION N°2 ¢

= ENEMY BASE
P ALLIED BASE
M ENEMY VESSEL
[ ALLIED VESSEL

You are sailing off NORWAY. You must patrol along the shores, up fo BERGEN
[D-1) to spot and destroy enemy ships which are hiding in the FJORDS (ZONE
E-2).



9.3 NORTH SEA MISSION N°3 *

= ENEMY BASE
P ALUED BASE

I ENEMY VESSEL

[ ALLED VESSEL

B UNIDENTIFED VESSEL

300

ENEMY SHIPS

You sail from EGERSUND (E-5) in NORWAY. You are the sole armed unit of
Allied forces in the sector. You mission is to run the blockade set by the
German destroyers at the fjords exit, You must sink every enemy ship, to allow
our supply convoy to sail safely. I important damage occurs, you can head to
EGERSUND fo repair.



9.4 NORTH SEA MISSION N°4 *

M= ENEMY BASE

P ALLIED BASE

M ENEMY VESSEL

O ALLIED VESSEL

B UNIDENTIRED VESSEL

&;E:emy is in possession of heavy water, used in the making of atomic

The freighter transporting the containers and the 5 warships escorting it have
been spofted south of BERGEN (D-1). Your mission is to aftack the convoy and
fo sink the freighter, at all costs.



9.5 NORTH SEA MISSION N°5 °
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/= ENEMY BASE

P ALLIED BASE

M ENEMY VESSEL

[ ALLIED VESSEL

P UNDENTIFIED VESSEL|

300
200
100
Okm

The LUFTWAFFE have badly damaged your ship. You took refuge in the
FJORDS (E-2) toe:fnir. The redio informs you that enemy ships are heading

for you at full sp

You have no alternative: you must confront them and then sail back to the base

of BERGEN (D-1).




9.6 NORTH SEA DELTA MISSION *

M= ENEMY BASE

F= ALLED BASE

W ENEMY VESSEL

[ ALLIED VESSEL

M UNDENTIFIED VESSEL

300

Mission of survelllance You leave your base, fully loden with fuel and
munifions. You wil pcfro in the area chnurc the map. You can stop in

ied ports fo repair and resupply. The Admlrcllty counts on you to inflict
heavy losses on the enemy.




SOME ADVICE FROM
ADMIRAL WALKIRIE

SAILING WITHIN SIGHT OF LAND:
Reduce your speed by half ond watch carefully your depth gauge. In these
areas of the map, the botiom depth varies a lot and you might run aground.
REDUCING SPEED WHEN SAILING INTO PORT:

To promptly reduce speed you must reverse the engines. Go from 1/2 or FULL
in IP'omurc{Yspeed to FLANK in reverse speed, then when the ship speed is ot its
lowest, go to STOP posifion.

FLANK POSITION:

Is equal to full power of the engines. You can stay on this position only a few
minutes. When the mechanicians detect an overheating of the engines, power
is reduced to FULL position. For security reasons, it it o use the FLANK
position during batfles or during an emergency withdrawal.

RUDDER OUT OF ORDER:
IF your rudder is damaged, reduce speed a maximum to allow the crew to
repair if.
SUDDEN CHANGE OF COURSE:
Reduce your speed (1/2 position] and change your course. Any type of
rncnoeufring is more easily carried out at low s.peec;.o
ATTACK FROM THE ENNEMY AIRCRAFT:

When you are sent on a mission close by the enemy bases, it may happen that
the German aircraft sends STUKAS to sink you. These planes drop bombs
when they are at your vertical. Cannons are the only weapons you have to
defend yourself.



A.D.S:
R.A.F:

H.Q:

1
ADMIRALTY:
CRUISER:
DESTROYER:
RANGE:
MILE:
KNOT:

DRAUGHT:

GLOSSARY

Advanced Destroyer Simulator

Royal Air Force

Head Quarter

Torpedo tube

Superior Command of the Navy

Fast moving warship in charge of surveillance
Light batileship with heavy arillery

Graduate scale fo adjust the fire

Nautical measure {1852 meters)

Nautical speed measure = 1 mile per hour

Cubic measure of water displaced by a ship



TO PLAY RIGHT AWAY

Alter looding the game (refer to chapter V), the presentation screen
appears, then the MAIN MENU, where you make your selection with the
joystick or with the arrow keys. With the EETURN key, validate the “BATTLES
THE MEDITERRANEAN" option and the “MISSION #1” option.

Validate the “START THE GAME" option. Then, a BRIEFING * gives you the
instructions about the MISSION OF SURVEILLANCE you must achieve in o
limited time.

Spot your mEeron the map and press the £ key if you wish o go back to
the BRIEFING. You are now in the command post of your DESTROYER.
Position the engines on 1/2 forward and tun the RUDDER TO PORT {left) to
leave the port. When you reach the high seas, select the MAP with the F6 key
and frace your course fo reach your farget as fost as possible.

To gjl familiar with ol the piloting and firing controls, refer to chapters
4.and 6.

And good luck!



BOATS:
AMSTRAD VERSION

DESTROYER I
CRUISER I I I

TANKER I
FREIGHTER I
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