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INTRODUCTION
Guadalcanâl is a comprehensive strategy wdr qame which coveA the
banle forthe island b€tween American-ând J a;anese forces in the latter
monlhsof 1942. Allowing total controlover alithe fightinq forces of
either_side. the game hâsbeen designed wilh eas€ ofÉlay ù mind and is
completely rcon-clfiven. Althouph the game iseâsyenoueh to leâm bv
pickhg up thejo)stick and referiing lo-rhe icon inâexes a! you so aloie.
uclory will be hârd to achieve unless you have a full undeitandins of tihe
rules and objectives. Wr suggesr thaltou leam how lo use your fo;ces
oelore anemplrnqthe full camDatm scenarios,
-{s in the aciuâl 6anle. lhe mâin ôbjecr of the game is lo win conr rol of
Guadalcanal Island (see encloaed màp)- this rn-av tre achieved in manv
ways. As Comrnander-in-Chief, you have land, air, sea and intellieen{i
torcesal your djsposal. and must build lhem uDon the island. TraÀsDon
ship6 rhaybe used ro ferry in trooçrs and suppliès while r he narl and i r
rorce are deptoyed to protect your interestsând anack the enemy. you
also nave arcran c:ùT|ers al your cofirmand. along with lheirslrike
caDabilities.

On the i5land itself are your supply bases and harbours. eivins suDoort
to all your lând forces. Henderson Êeld i5 ùe biggesr prià ofàl airà rnust
be protected al all co6ts. The lntelliqence CorDs-dav 6e used for
espionage puqlos€s and has a vital role in decision-riraki ns: allenemv
movements and positio-ns are hidden and mayonly be fou;d by skitfi;t us€
ot yourscouts and seaplane.

The re are many facôn which govem t he oulcome of the conflict ald no
Fame will be the same. You willlnd a tuU hislory oflhe bafile near the
back ofthe manuâl-

LOADINGINSIRUCTIONS
Commodore 6412t Dist
l. Tum on yourdisk drive and computer.
2 . [f you are using a Com modore 128 l]pe the following:

GO64lhen Dress RETURN -
Y then prèss RETURN

3. Insert the disk in youl disk drive. label side up.
4. Plug a joystick into port 2.

5. Tlpe LOAD "*",8,1 , and pless RETURN. After a shorr while, the
title screen will appear.



Commodoft 64lt2t C$sette

l. Tum on yourcompuler. [fyou are using a Commodore læ type rhe
IOUOwlnS:- GO64 then press RETURN

Y then press RETURN
2. lns€n lhe câss€lle in to your dâtacassene, side A fâcing upwards. and

ensue rt,s ttrlly rewound.
3. Plug a joyslick into port 2.

4. Hold dorin the SHIFI key, then press the key marked RUN/STOP.

Spectruû 4tlVl2EIV+ Cassette

Ifyou are using a l28K/+ machinethen select 48K mode.

Type LOAD"" and then press ENTER.

Amst.ad CPC Dlsc

l. Cassette based compuler with additional disc drive (i.e. CpC 4641
Tyle: DISC and presiRETURN rhen rype RUN'DISC and press '
RETURN

2. Disc based comDurer (i.e. CPC 6128)
Type RUN'DISc'and press RETURN

Amstred CPC Csssetl€

L Casselte based computer (i.e. CPC 464i
Pres( CTRL and the small ENTER keys simulraneously.

2. Disk based computerwith additional casserre Dlaver (i.e. CpC 6128)
Type: TAPE and ipess RETURN then press CïRL and rhe small
ENTER kev siornultaneouslv

All programs will run automatically after loading is cornplere.

GAMESCENARIOS
On the disc (or cassette) arc a number of scenarios. These are selected

fiom the menu which appearson-screen when the sarne has loâded.
Simply move lhe ioystièli.lo highlighl rhe required-game and press rhe fire



button. The selected scenario will now load.
SCENARIO l: A shon rhree{aybattle in whichthe playerrakeslhe

American side. This isintended for qaininq battle expeiience onlv.
SCENARIO 2: The tull GuadalcaialcaÀpaign. *irh the playei

commandins the Ame.icâî side.
SCENARIO 3: Once again the complete campaign. but r}ith the player

in lhecontrol of the Japa-nese forces.
SAVED GAME: A fâcililvto allowihe Dlaver to load and olav a

previously saved game position. You areiroinpted toenrerà fiiename
(up to eight letlers) followed by ENTER. afterwhich the required dara
will load. Pressing ESCduringfilename entrywill abon the of,eraiion.

GETTINGSTARTED
Yout disc or cassene alreadycontainsa saved game (SIDE A: GAME.

SIDE B: SCENARIOS) for â specialscenario ùhich gives you a few US
unils but noenemv. This isdesiÀned for leamins lhe e-ame ând il:
controls. Ifyou have the cassett:e version then lh"rs is rtre linl block on lhe
Scenarioc side. From the loadins screen s€lect'SAVED CAME'and
type in TRAINER. Special no-re - Amsrrad CPC cassette and disc
users: unplug the joystick before typing the filename. There are no
victories in lhis scenario. so ro finish il you musl use the SCRAP
GAME master icon. Mosl of lhe referénces lo qame Dlay will now
assune you have lhis scenario loaded and you ari reading the manual.

THESCREEN
The game display is divided into two halves. In rhe rop halfâre the

mastericons and information on allthe general fealures ofgâme
(anything not concemed with units): thècontrol icons and information
forthe units themselves are in the lower half.
To the top riqhr youwillsee aclock laceand a box showrnE the dale and

drgital timè. fl|is_runs al â speed of I minule for eve4 l0 s€ionds of real
time. The clock NEVhR stôps, allhouqh ir mav be speeded uo.

Beside rhe disi lal clock is th:e Dhase i-ndicaro; whièh has fouidifferent
positions: dâw-n. daylight. dusk and niBht. This is used mostly foraircraft
liming, âsthey maynot be launched âl niÊhr and anj air capability will be
cânce'iled ât dirsk . 

'
Theflagin the lop righr comer simply shows you which side you are

commânding (a useful reminder for saved games.)
Above the clo€ks are tenicons the MASTÊ R ICONS. Each has a



specifc purpos€ which isexplained in detaillater in lhe manual. A ma\t€r
icon is seleqedby moving thejoystick unlilthe chosen icon is highlighled
ând has the $nall arrow pointinÊ to it. Pressinq the fire button will then
activâte that fundion. The fiÉt icon shows a riiniature maD. Pressins fire
on this will put Jou in control of the lower half of the screei.

The long. narow mapbelow the mâster icons is the STRATEGIC
MAP. and represents the overall bartle zone. The larpe lând mass alons
the botlom of lhis maD is Guadalcânal lsland. To the èast are American--
controlled watels, wh:ile the Japânese waters are on the west. You will
nolice s€veral flashing markerson the strategic map. These indicat€ the
position of any aclive-units. However, the màrke rsïo nol dist inÂu ish
between ftiend and foe, or lhe unitstrce.
The main feature ofthe srrâreqic mâô is the laree while reclansle.

Directly benealh the overall màp, in the lowerqàme area. isanËxoanded
viewofthe area enclosed by rhitredanele.Thi; rvindow'is rhe BÀTTLE
MAP: il showsthe featureiand units of-the smaller area in detâil. and
may be moved to any position in orderlo examine or control\,our unils,
.ln rh€ lower righ I o[ ahe display is the REPORT BOX. which showr all

lne lntonnatlon on !our iorces.
Finally. at the.very topofthe screen is rhe RADIO. where âllincoming

messages are oKplayeo.

MASTERICONS
On lhe main display.just above the clocks, are ten squares. The\e arc

th€ MASTER ICONS and control aspecls o[the gamè not concemed
with units lhems€lvesbul with lhe game generally.
Tos€lect any icon. simply move th-e joÊtick unlilthe required squâre is

hrgllighred and has a small anow pointinglo it. Pressing ihe fire tiutton
wrll now execute thattunctton.

MAPT(rcGLE
Toggles between the battle map and the

master icons.Ifthis icon is hishlishted and
fireispressed. then control ùill 6e passed to
the battle mapcursor.lfthe battle mâp
cursor is NOT over any unit and fire is
pressed, control will retum to the master
lcons.



CLOCK WINDER
Wlile tbe fire button is held down. the

clock will advance at gr€at speed. Simply
releâse the huiton to retum tô the normâl
game speed.

Be câreful with thisfunction. You âre
advis€d not to advânce the clock while there
are incoming messages until you Âre certain
of their importânce.

SCOUT SELECIION
A list of your six scouts is

displayed, along with their current
condition. To activate any scout,
move the iovstick until the desired
rânk ishidhÛqhtedand press the fire
bunon. îre iout will nbw show
ACTIVE. Press the fire button once
mote to retum to the mastertcons.
Only one scout may be adive at any
time and will appear next to your
base on Guâdalcânal.

INTELLIGENCE
Two boxes are displaved - one

maiked ESPIONÀGË. the olher
COUNTER ESPIONAGE. Each
box has a fiqure in its centre, which
represents ihe percentage of
personnel assigned to each. Move
the joystick lefl and riglrt lo adjust
tnese ngu res. or press nre to rel um
to the master icons. For a full
description of its effect see the
INTELLIGENCE section.

STATUS
This displays three columns

showirs the active fleets. land units
and airinits (ifany) along with a
colour-coded condition, as follows:



E
E
H
H

Green - OK.
Yellow - Weakor in need of

atlentlon.
Red - Critical.
Flashing - Curendy incombat or

underattack.
Press fire again 10 retum to master
ICOnS.

WEATHER
The simplest ofall. this icon

displays the currenl weather
conditionsl GOOD. POOR or
STORMY (see WEATHER
EFFECTS).

NAVAL I-OSSES
Anyships larger lhan a destrover

which bave b€en sunk du rinq tlie
battle willbe displâyed herein
chronological orde;. Only your

HOLD
The clocks are stopped and anv

movementsor bafiiei are frozeri.
although any backloq of messâses
are sr illdedded ro l hr-e radio dilplav.
Sinply press fire âgain to reslarirhé
clocks.

SAVE GAME
May he selecled ât âny time during

thegame. Typein the filenâme yot
wish to callyour position (up toeiqht
characters) and press ENTÉR. -
Special note - Amstrad CPC
cassetle ând disc users: unpluq the
ioystick before tvDine lhe -
iilênarne. The co'rirple"te state of lhe
game issaved. bul youwill lose any
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messaee currentlv beinq decoded
ro theîisolav. Oàce sâied. the
display will ieset and place the
ma:ste; icon to MAPTOGGLE.
(Pressing the ESC key willabort
this function if selected in error).
Tbe complete slate ofthe game is
saved. bùtyo!will lose any message
currentlv beins decoded 10 the
display. once Iaved. the displâywill
reset andplace the masler icon to
MAPTOGGLE. (Pressing lhe ESC
keywill abort this function if
selected in effor).

SCRAPGAME
Should vou wish to loâd another

scenariobr a prevously saved game.
thiswill retum you 10 the main
menu. The current gamewill be lost
unless vou have sâved il- There is a
delayoftwoor lhree s€conds built
intoihis icon in case it isselected by
accident. You need to hold lhe fire
butlon down until the ûain menû
appeafs.

IJNIIS
There are six l\D€s ofunil foreach oflhe opposinq [orce\: Fleel\. Lànd

Units, Aircraft; S€âplanes. Bases and Scouis. Uniti are represented on
I he stra leqic maD by smâll flashinq dots, and on lhe batlle maphysquare
svmbols. in lhe ivr; bol delcriDt io-ns I hâl follow. references to'toloù/
Éean whitefortÉe Americani, red forthe Japanese.

FLEETS
Naval Task groups are splil in to three calegones Escon groups.

Carrier srouàs anà Tra nspon eroup6. Each-has rts own cha ractéristic*
and reqùiresihe correo tàctics-for its mo$ effeqive u(e. Thc mapsymhol
is a blaak anchor on a coloured backeround.

ESCORT CROUPS consist mainly ofheavt gunships and are trst used
as naval cover fot other groups.land bombârdment. s,couling and \ôon.



A CARRIER CROUPwillcontain al leasl one aircraft cârrier. which
makes a slront, prolective escort with ilsown Cotnbar Air Parol(CAP)
hs strike airclàft caDabilitv makes il one of lhe mosl effecl tve weapons
acainst enemvshiDbinsarid can win a ballle if us€d wi\ely. The cairiers
aie vour mosi oreôous-asset and should be trealed as such Sending them
into an all- ouisea battle is NOT a recommended strategy. Note that ,

unlike the olher airunits. the CAPis not under your direct controlhul
simply patrols lhe skies above ilscarrier-so it has no mapsymtEl

TRANSPORT GROUPS are your army\ lifeline. Ai grcat risk, they
brinq supplies lo the island. wilhout which the trooprs would slarve. be
unaSle liidefend theirDositions. or evencollapse from malaria The
whole sftaleg/ ofCuadalcanal depends upon ihe strengrh ofyour forces
ontheisland. and thus your skjll with lhe tran\porls.

Each tlpe of naval unit has its own defensive capability but none are
indestructable.

LAND TJNITS
Most of the Amedcan units on the island are ftom the Marine Corp6,

although Australian fotcrs were also pres€nl during lhe battle for
Cuadalcanal. The strength ofeach unit depends upon ilslevel of $pply.
Armsand ammùnilion s:Fteak for themselves, ahhough ifone becomes
ze.o then the other is irrelevant (that is. the weaDons become useless
without ammuition. and vice versa).

Each unit suffers from malaria accordins 1o the lenqthoflime it hâs
sp€nt on th€ island: thiscan have a devastàting effect on the fighting
abilitv ofthe unir. no matter how wellequipped it is. Malaria levels may
be de;reased onlv by the issue of medica'l su bplies. Finally. morale plâ's a

large pan ofthe ùrui\combat fitness. The longera unrt is in battle. the
moieits morale droD6. taking the strenflh with il. However. while nol in
battle, morale wi slowly rise-. General-supplieswill haveâ more
immediate effect on morale

Marine un its have an exuâ abilitv not available to the Japanc\e infantry '
DIGGINGIN almo6t doubleslhè unil\ fightrngstrengrh but may onl'
be used asadefensive measure. Once dug-in' the unit tæcomes unable to
move until ordered to 'move-ouC , an operation taking some time to
execute,

Onlv a few units are pres€nt on the island at the start of each scenario
Ascommander. you ri'rust decide when. ifever. to bringin more troopson
the lransoorl shiôs orslrengthen those already on the island. A coloured
squarewith ablackcentre iiaU.S. troop unit. acolouredsquare wilh a

white centre is a Japanes€ troop unit.
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AIRCRAT'T
Air units may be based eitheron a carrier or at Henderson Field-they

are represented by a coloured airplane on a black background. The units
based al Hendersôn *illanive at;ppropriate timesdu-ring the batlle.
The use ofthese aircraft is limited bythe numberofpointsyou have
stored of avialion fuel al the base - no fuel. no tâkeoffs. There arc no such
restrictions lo the carrier units. but any damage incurred by the caftiers
will affect Ihe launching âbility ofthe âircraft. Ifthe deck its€lfbecomes
damaqed then no lâunchinqor landrnqofarrcraft will be Dossible until it is
repaiÉd. Damage to Henderson Field will also prevent âircra[t activity
bur the engineers on the islând *ill inform you ofhow long the repain will
take. The ârfield isoîly a clearing, and refairs are a simple case ôffilling
in the holes...
All âir units bâsed on a cârrier are followed byan identifying letter. For

example, allthos€ based on the Enterprise are called Unit 1E.2E and so
on. The American code name for Guadâlcanal lsland durinethe battle
was Cactus. Aircraft based at Henderson Field thls became-known as th€
'Cactus Air Force'. Any airunit which is based at Henderson is labelled
CAFI. CAF2 etc. It is imDortant torememberwhere their home bas€ is
when retuming aircraft to refuel. The carrier theycame from may nol be
lhere when they reluml

You should also note that carrier air unitsmav land on anvothercarrier
oreven ar HendeFon Field. CAF UNITS MAY ONLY LAND ON
HENDERSON. They willnot te given D€rmission to land on carriers
the câpaciry of aircrafi carrieÉ was-limitèd and they had only sufficienr
crews to deal with theirown aircrâft.

Once launched, an air unit hasonly a few hoursolflyingtime andonly
l0minutesof ammunition. When aitackingatarget. ihe-fuel will
decreasealafasterralethanwhenflyinqtoorfromthetarger. lf theuntr
should run oul offuelbefore ir has la'ndàd. it will ditch andbe losr.
For an airunit to attack its target it must be withinone mapsquare and

have at least one minute ofammunition. N.B. Aircrâft Fuel and
Ammunition isdisplayed in lhe repon box after s€leclion of lhe status
icon. Due lo the ahitude at which lhes€ units flew. thev will nor show uo
anyhiddenenemy units but must be directed by eitheiyours€aplane (iee
below)oranyother unit which can see the target. When all its
ammunition has been used, the airunit must r€tum to re-arm before it
can mate any further strikes.
l,aunchins aircraft will take a few minutes before the whole unit is

aùbome. Éndingaircraft mav be executed at anv time. but ifthere are
any aircraft on thèrunway thejrwill be moved offând any launch order
câncelled.
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Finally, the effect of ân âiÎ stri-ke will deD€nd on how manv aircra ft are in
the unii. lf the tarset has its own CAP thèn the effect will É even less.
Some aircraft locsis are inevitable whatever the tarset due to anti-aircmft
fire.

SEAPI-/INE
All enemy forces v.ill remain unseen unless lhey move within range of

yourfleets. bas€s or land units. The seaDlane. ho*ever, may flv ovér anv
iea region in search of enemy shipping.'tls range of vision is-liniited: -

during poor weatherits vision isat ils lowest rarge while in stormy
weather the seaDlane will not flv at all. Unlike air units. the s€aDlane
needs no retueliing but has no dghtingabilily. Any enemy unillound will
be reponed by radio and shown on both maDs. Placins the cu rsor over lhe
e nemy unit \rill the n inform you what it is arid, depending on its type. any
otheri-elevant information thal the s€aplane has found. '

Note that airunilsmay only attack a tàrgel iJ it isvisible and that the
seaplane landsat 1800 hours each day. Once landed. aJ|y visible taryets
disanDear!

. 
Yoiù seaplâne is represented by a coloured airplane on a blue

DacK!îouno.

BASES
There are three bases on Guadalcanal. Two of thes€ are JaDanes€ ând

are simplysuDplv dumDs-lhev are shorm in red. The third is Henderson
Field. rihich hàsân airiapab ry of its own and is also the supply dump
forlhe US trooD6. It is indicâted on rhe maD in white.

Just above each base is a coloured anchoion a blue backsound. which
repres€ntsthesafe harbourforthat base. wherc lransDon"shiDs mav droD
anchor. Suppliesunloaded from the transDoners will be movèd intô the 

_

basÊ forstorage. Thes€ may then be translened at âny time to the lând
units. The Jatanese bas€s liave no airfields and serveônly as a rmnsfer
pornt lor m@mrng suppues,

Bas€s are wlnerable to attack ftom any sourc€: aircrâft, land units and
naval bombardment. Anv defense is automatic and unseen. allhoush the
CAP at H€nd,.'rson w réduce the effect of an aL raid if airbome- -
Damage to the bâse may varv but will cause loss of supplies, aviation fuel
or. wont of all. the airfield may be damaged enough to close it for a few
hoùs - verv unfortunate if a CÂF unit isàirbornc.



scouTs
Scouts serve the sâme purpose on the island as the seaplane over the sea

regions. Any enemy land units will be made visible ifyour scout finds
lhèmand hdwiu raaio the siehrins lo vou. At the snri of each scenario
I here are six scouls of varyi n-g ranl. tËemoreefficient thescout. They
have only their wits to protect them and once lost, a scout cannot b€
recovered but ûav b€ reDlaced with another. The MASTER ICON
s€ction explains hôw to âdivate a scout which appear on lhe map as a
camera above the oagofhis nation. If you are uncenain about any unit
simply move the command cuEor over its position and the report box will
identify it.

TIIE MAPS. AN INTRODUCTORY TOIJR
The upper STRATEG lC MAP is an overall view showing where your

forces ârè and the aiea vou are curentlv controlline. AI cr;ntrol of units
is carried out in the lowêr BATTLE MÀP.
To swirch control to the batde maD. move the io\slick until the tooleft

master icon (with the miniature map) is highligitéd. and press the frre
button. The icon now retums to normal and lhe arrow disapp€ars, You
will norice lhat aDulsation cu$or'has now aDDeared on thèbattle maD.
For the time bei;s DO N OT move it. Thir criÂrnand cursor controk âl
your units. and the positioningofthe windo$ on lhe uppermap.
If you now press 6re again . the cursor will disappear and the 6rst icon

wil âsain be hishlishted. C-onûol has now retumed lo the master icons.
Whei the 6re b'unôn is press€d while the cursor in the battle map is NOT
over a unit, conrrol will âways retum to the master icons.

Now press 6re once more. retumingto lhe battle map. Hold the joystick
to the rislt and the cursor wÙ move across the banle mâD unlil il reaches
the edge-. Keep holding to the right and lhe window will sian to scroll.
Notice that the white rectangle on the strategic map follows the battle
maD...
StiI pushins risht, hold down the 6re butlon - the window will fast-scroll

until the far Ëght-hand edge ofthe map is reached. Make sure you release
the fire button befole the jolstick or you will retum to icotr contol. (If
this does haDDen. iusr Dress ûre asain).
To move tÊé cursor. iimDlv mov-e tle ioystick in the direction vou wish

ro I ravel. To ssoll ar speeir, frnt move ihè joystick and rhen hold down
the fire bunon. Remeinber. ifyoupressthê Sutton first you will retum ro
the master icons,

On the far risht of the battle mao vou will s€e a column of white anchoA.
Move the ctrôr over any oftheô ând you will see "SUPPLY PORI-'



appear on the lopofthe reporl box. Whenever therursor is placed overa
u;h or map featùre lhis linè will shows its name.
The line ofanchoF are the US supplv harboun and are NOTunits.

Thev may not be moved or alteredbui are a fearure ofthe mao.These will
be elplaihed later.

Now fast-scroll to the far left of the map, where you should see a line of
red anchors. These are lhe Japanese suiply harbôurs. Cenerally. the
Jaoanes€ mntrolwaters in lhé lefi halfôllËe mao while rhe US fiees
controlrhe risht.

In the lower-centre ofthe stratesic maD is Guadâlcflul Islând. Move the
cursor until the while rectangle is-someivhere overlhe Island. You should.
now be able tos€e some units. Generally. American units are white.
JaDanese are red,

Without fast scrolling, move across the map until you cân see another
white anchor with a blue backgound on the coast of the island. and Dlace
thecuNoroverit. ThereDortSoxshouldnowread "LuneaPoint".'
This solitary anchor reDies€nts the sâfe harbour. the oltce where US

troops and sripplies mav be off-loaded onto the island hom lhe transoon
shipi. These trôops and suDDliesare loaded onto the lransoo( shiDs hom
ANY white anchôr { suDDti'Dorl ) on the far edÊe ofthe mab. You inusr
ferrysupplies from the sirjpiy pon to the islanà.
Just below Lunga Point. on land. is lhe Americân bâse named

Henderson. All Americân supplies brouqht lo the island rvillbe stored
here. Move the cursor over t tiia and Dresalhe fi re bullon. The reDon box
willno* show a lisr ofCONTROL ICONS, each ofwhich allouÂ you to
perform differenl aclionswilh this unit. Everv unil has its own llÉsof
èonlrol icons, which are accessed by positioning the cunor oveldre unit
ano pressrng trre,

On the s€cond line of the report box you will see the word EXIT - this is
the name of the currentlv-hishlishted conr rol icon . lf vou move the
iolslick rothe riqhl. each otihe icons will be hiehtishrêd and its
ieioective name-shown atove. The function oleâcf, icon is deall wirh in
det'ail in the CONTROL ICONS section. Move the iovstick to the left
lntil ËXIT is highlighted and press the button. Alltlie'icons will now
disappearandyou have conlrol ofthe cursor once more.
The Japanese have lwo safe harboufi. Tassâfaronca and Taivu Point.

markedbyred anchorson a bluebackBround. The* servelhe nearby
suDDlv dumDs of Guadalcanal West and Easl resoeqivelv.

6ua-<lalcarial lsland is larpe and forms the mâinleature ôfthe man-
Although fighting was tâking place onother islands in the area. foi the
purposes of this game all lând combat occurs on Guadalcanal itself. Apan
from lhe blue areas. which are obviously sea, green indidates normâl land



arcas t dark green areas are dense jungle and btown areas afe mountain
ranges. Anny units may nol move onto mounlainousor sea reeions bul
the ir mobiliry allen wit h the terrain on which rhev are Dosilioned . lf anv
unit is moved to map location on which il may noigo. rhen tbe unit will'
stoD.

Several US unitsare shown on lhe maD, Try movinq the cursot over
each ofthem, and fasl-scroll over rhe whole inao unlil vou are confidenr
atoutconuolling the battle map. When you tteéome ain$tomed tothe
controls and you can use all yolir units, try Scenario l. This will ease vou
inlo the game. building up to the fullcâm'paign scenarios. To ger theirost
ffon eacn scenano you may have to fefer to the rest ofthe manual.

WARSHIPCODES
CV Aircraft Cârrier
BB BanleshiD
CA Heala Citis€r
CL LiehtCruis€r
DD Destroyer
AP Transporter

ORDEROFBATTLE
USA.SOUTH PACMC FORCE

Vice Admiral Chorn ey (untit rhe 18th Octob€r 1942)
Vic€ AdmiralWiliam Ë. i.Ialsey (fron 18 October 1912)

Task Force T. F. 16 CV Entemris€
Task Force T. F. 17 CVHomét
Task Force T. F. 64
Task Forcr T. F. 67

BB Washinston
Transpofl aid Eacon

CV ENTERPRISE
CV HORNET
BB WASHINGTON
BB SOUTH DAKOTA
CA SAN FRANSISCO
CA PENSACOLA
25 Destroyers

CA PORTLAND
CA NORTHAMFTON
CL HELENA
CL JLINEAU
CLATLANTA
CL SAN DIEGO
7 Transpone$



lstMarines
2nd Marines
4thMarines
7th Marines
164th Infântry Americal Division

llth and 51h Marines
lst Tank Battâlion
lst Engineer Battalion
1st PioneerBattalion

(less detachments)
(less detachments)

1st Amphibian Tractor Battalion
lstMedicâl Battâlion
lst Military Police Company
2nd Platoon. 1st Scout Company

Henderson Field
All aircrâft ofTask Force 63. ReârAdmiral Aubrey W. Fitch
CombatAirPalrol
C.A.Ê I .2 and 3 (by cârrier ferry )

CV Enterpris€
Combal Air Patrol
Unit lE,2E and 3E

CVHornet
C-oInbat Air Palrol
Unit lH and 2H

Henderson Field. Guadâlcanal.
Noumea. Espiriru Sânro (off-map).

JÀPAN-COMBINEDFLEET
Admirâl Yamamoto

RaidingGroup
CarrierGroup
SupportGroup
Transportcroup ,6



CVJUNYO
CVHIYO
CV SHOKAKU
CVZUIKAKU
BB HIEI
BB KIRISHIMA
BB HARUNA
BB KONGO
CA ATACO
CATONE
3?Destroyers

CACHOKAI
CA KINUGASA
CA SUZUYA
CA MAYA
CATAKAO
CLNACARA
CLSENDAI
CLTENRYU
CL ISUZU

I I Tranporlers

lst Division
2ndDivision
38th Division
S€ndai Division

CVJunyo
CombatAirPalrol
Units U.2J and 3J

CVShokaku
Cornbat Air Patrol
Units lSand25

Guadalcanal West at Tassafaronga.
Cuadalcanal East at Taivu Point.
High Command ar Rabaul (off-mâp).

RANKINGS
NAVY

US Navy

ADMIRAL
VICE-ADMIRAL
REAR ADMIRAL
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Japânese Naw
KAIGUN TAISHO
KAIGUN CHUJO

KAIGUN SHOSHO



COMMODORE
CAPTAIN

COMMANDER
SEAMAN

US $outs
CAPTAIN

LIEUTENANT
SERGËANT
CORPORAL

PRIVATE

KAIGUNTAISA
KAIGUN CHUSA
KAIGLTN SHOSA

NITO HEI

scouTs

Jâpanese Scouts

TAI-I
CHU-I

GUN-SO
GO-CHO
ITTO HEI

CONTROLLINGUNITS
All units are under vour comDlete control. Ifvou do not issue anv

ordeN. the unif will do nothine. Orders wi be'cârried out to the létter
until the unit is no lonser ableiocontinue. or vou chanse the orders.
There are noautomaiïc resoonses ftom vour inits. eve;ifunder âtrâck!
They will radio ally siruatioh which need's a resçnns€. and it is up to you to
act uùon tt.

Evéry unitwhich iscurrently aclive may be examined for its condirion,
orordeN issued to controlits activities. Control ofunits is bv meansof
CONTROL ICONS: mosr oflhe imnsare self-explanatori, but a
complele description isprovided in the following sècrion. CONTROL
tcoNs.

By placinqlhe command cursorover a Darlicular unil ând oressins the
firé 6utlon:the list ofthe controlicons ldrthat unit is disolaied in rËe
repon tox. Each type ofunit hasa differenl selection ofihe control icons.
To acrivate aoyaiitrolicon. simply move thejo'srick untilrhe icon is

hiShlighted. anil press the fire butio-n. The repo'n-box will now display the
appropriate information. Pressing the button once more. in mosr cases,
will retum you toiconseleclion. Some icons are a m u hi-staqe funcrion
and will qive a second list of icons to select. In these cases th; EXIT icon
will alwùs retum control to 'icon selection'.

It should be pointed out here that all icons which affect the activity of a
unit are at least a two-stage affair. When first selected . thev will show the
current status ofthe actio,-n. A second confirmins selectio;must be made
to aherils condition. This allows the olaver to ex-amine lhe slate befoic
adjuslingil. The MOVE icon. describeci in the seclion after next, i(
perhap6lhe best exarnple ofthis and may s€em a liltle strange at first.



Controllingunits b€comes very easy when the icons are familiar. Thcre
are no complicated keyboard combinations to cope with and the icons
give you all the information you need. As mentioned ealier. it ispossible
to play the Bame withoul reading the whole manual. Some ofthe icon\.
however, have slight Deculiaritieswhich will nol be under\lood unlcs\ the
player reâds its de-scriDl ion. Aulo-HOME. lor examole. is nol ouile a\
3trâightforward as it ôunds and has seen rhe demise ôfmany ari arr unir
duringgame testinB.

Nevet be frighlened lo use or experiment wilh any icon. If you make a
mistake lhen corfection is a simplc processofre-execuling the command.
lfyouare not sure about anythiilg, ihefirebulton or the ËXIT icon will
usuallvcancel what vou are doine.
Froni time to rime'some iconsùill disapp€ar from a unit's list and

reaPpear at a later stage. This isquite normal. Forexample. the AIR
oplion will disappear at | 800 hou rs each day and r eappear at 0400 hour\
the nexl moming. The MOVE oprion *illbe removed from a land unil if
it is dug in, andsoon. The conditioûs under which any control icon will be
rernoved are described lâler in the manual

TIIECONTROL ICONS
Each unil hasitso\vn lisl o[ conlrol icons wh ich âDDeâ r in lhe rcoort box

and may b€ u5ed to conlrolit. Here is a list ofâll thïpossible conirol icons
along with a description of their purpose.

EXIT
The most common icon. This retums vou from the cùrrentlv

selected action, or back tocursorcontrôl ofthe battle maD. Âll
units have this rcon. even enemy units.

MOVE
A rwo-slage icon which first allow\ you to€xamine rhe

current routewhich â unit is lakins. and rhen redirecl il wilh
the cursor. Then EXITisselected-from the sub-menu. control
will retum directly tothe map and not to the unit. This speeds
uocommands and avoids confusion

FORMATION
Only to be found in naval unhs. lhis very useful icon displays

all shipscurrenlly assigned to the unit- TÉe list is dividcdint6
two sections. The main lisl is ofupto five majorwanhips with
their type and name. You should note here thal the shipat the
top ofthe list is the unit's flagshipand may not be removed
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from the unit. Each major ship is colour-coded âs follows:
Green - means rodamage andfullyoperational.
Yellow - some damaee has æcured.
Red - the ship is eiiher on fire or sinking.
To find out the condition ofany ship, move the joystick back

until itsname is highlighted, lhen press Ii re. The damage
curentlvsustained bv the shiD and thecondition ofthe fires
will be displayed. Pftising thè button again will return you to
lhe FORMATION display. Finally, toexit lrom
FORMATION. push the joystickiorward until lhe word
FORMATION is highliBhted and press fire. You may use this
icon on enemy fle€ts, but il will only showthe formation, not
the damaee inflicted.
Afterthé main list is the size ofthe naval unit's destroyer

screen and the number of transpon ships, if any.

STÀTUS
An icon which appeaG on three tlpesofunit-air units,land

units and Henderson Field. It serves only to give information
and has no effect on the unit. On Henderson thiswill disDlav
how much aviation fuel isstored and the condilion ol lhë
runwav. [fthe runwav is cloded then th€ estimated time of
repai.a will be shown:

COMBAT
A mulli-slageoption whichappeanin all frghting units. It

allows largettingo[the unit s fire power onlo any enemy unil.
and instant withdrawal from any battle. On s€lecting this icon,
three more control icons will appear, as well as the strength of
the unit ând itscufienl targel. At this point. selectinq EXIT
willrerum ro the main icoi seleclion ind WTTHDRÂWwill
instantly cancel any target. ATTACK will put the cursor into
target select'mode.

ATTACK
When selected. the cursor will chanse from white to red to

indicâte that target select mode is in o-peration. Move the
cursor over any enemy unit and press the fire button. If it is
valid. the tareet will be locked in and the battle will besin. lf
itt nôt valid.ihen the tarset lin€ will read NOfiING: Onc€
the fue button is pressed ihe cursor will retum to white and the
ioystick willonce_asain control the icon seleclion. Nolice lhat
ihê cursor may onl/rnove as faraway from the unit as its firing

æ



range allows. Any move ordeE currently logged forthe unil
will be câncelled and musl be reissued ifmovemenl is to
continue. The unit will continue to attack its tarset until vou
change itsorders or the largel mover outofrânÀe.

\4TTIIDRAW
Instantly cancels any target which the unit is attacking. Very

us€fuI if you wisb to redirect an âir attack or conserve
ammunltrcn agatnst a retreatrng enemy,

AIR
This controls all air$aft launching. On selection, you will see

a list of all units and their readiness for takeofr. Onlv units
which are ON DECK may be launched: âllother uiils are
rearming and will move on to the deck in tum when space is
available. Onlyone air unit may be'on deck'at any one time.
To launch an âr unit, select thê LAUNCH icon ând press

fire. The unit cunently on the deck (or runwâv) willnow becin
to tâke off. Durine this time LAUNCHING \iill flash on thé
display and will re-main until the unit is tullv airbome. At this
point ihe unit {excepr for CA Ps) will appeàras a mârker in its
own right on the t\lomâps. Pre5singthe ûre button will exir
ftom the air oDtion (launchinq continues in real game lime). lf
the air câpability is lost then nô accesswillbe allôwed to any
lâunchinË fâciIfies-

ANCHOR
This is a special imn which is only to be found in naval groups

with transport sbip6. When first selecled, the current state of
the unrl\ ânchorwillbe sho\*î aseither up. weiqhingor
anchored. To change the condilion yoù mustseiéct rtre
ANCHOR icon on-ce moreandpreis lire. Note thal rhis may
onlybe performed whilethe unit is in a friend ly ha rbour and
will have no effecl al sea , DroDDins anchor is I nstanta neous:
weighingthe anchor. howevei.w ltakesome time. Theunit
may only move when the anchor is up.

For a full description of how to use the anchor s€e the section
SUPPLY RUNS.

HOME
All air units have theirown oriqinal home base, either an

aircrah carrier or Henderson Fiéld. This Auto-HOME facilirv
will send the unil directly back to ils original base. However.
rhe unir *illflv to the oosition at which ihe base iswhen fire i5
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press€d. If the base is a carrier and it has moved by the time the
àir unit reaches that position. then the unit must be redirected.
This icon may alsobe usedon the transpon group. Ils

purpore here is losendlhe fleel bâck to its mapedge harbours.
îhË neet nust be moved manuallvto the islano.

TACTIC
Onlv used bv USMarine units. \ty'hen sel€cted. vou mav

rosslé rheirc6ndition belween DIC-lN and MoVE-OLrT.
Wfiile the unit is dug-in. itsslrength *illalmost double bul any
mobrLitywillbe losr:Mobility mà) only regained by changing
itscondition back to MOVE-OUT. Digging-in is a tactic
whichwill increase the resistance of US units to Banzai attâcks
and is purely a defensive measure.

SI,'PPLY
Unfortunatelv. there is no brief description which can be

aDplied lo thisôption. It appearc in diffèrenl unitswith
difterent functicins. in diffèienl situations each ofwhich are
exolâined in the s€ctions SUPPLY RUNS and ISSUING
STJPPLIES.

TRANSFER
For th€ expe rienced player only, this is a very sophisl icâted

tacrical fu nction and follorls vert strict rules.
To oroduce thi5 oDlion vou mult first move two navalunits

roseiher. onlvoneof thé twounits will nowhave thetransfer
icôn in its list. On selecting TRANSFER, you will see a display
of the two fleets' formation with the colour-codinq as usual.
ShiDsmav non be lransfeffed from one unit lothèolhetby
movins lhe iov\lick unt | | the req uired warship is hish lishted,
then piessirig ihe tire button.Tlie ship will trânsfe r'i tself to the
opposite fleet, ifthere is a vâcanq!

There are rules to thisoD€ration ând it should be used with
greâtcare. Too fewshipsin a unit \ùrllleave il wideopen lo
ànack and easy pickinls for su bma n ne strii(es. Rulei:
Transporl ships ma) notbe transfe n€d and do not âppear in
the list, akhouÊh they are still there. Aircrâft carriers also may
not be transfe;ed anll pressing the 6rebutlonwill have no
effecron rhem. Finally:lhe unil sflagship (s€e
FORMATION ) mav not b€ removed. To exit ftom this
ootion.simDlv move lhe iovstick forward until Exit is
highlighted andpress firé. Nole thal â TRANSFER operation
will cancel the movement orders for both units.
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HOIVTOMOVEATJNIT
First select the MOVE icon of the unit arld Dress frre. This will oroduce a

new list in the report box cont aining two moie icons. E)(IT and MO\,/E.
wilh E)<IT hightighted. Al this stage the current route of the unit will be
plofted on the strategic (upper) map. lfyou press fire with EXIT
s€lected. the route will remain unchaneed. To actuallv chanee the unitt
rou te . select MOVE a second lime anafvoù will see rhi: conÈol cursor
change from white ro red and thewordiAwAmNG ORDERSappear
in thàrepon box. Any previous orders have now been cancclled. Vôu
will also notice that the white rectangle has vanished from the stratesic
map. Move the joystick in the direction you wish the unit to travel aid
watch the strategic map. The route which you are taking will be plotted as
vou move the cursor.' 
Anyjoystick direction may be used but you may change direction only

s€ven times during the roure (â tolâl of eigh I directions). The distance
alonq any directioir is restricted on ly bv tlie siz! of the maD. when lhe
routè is c'omDlete. Dress 6re agajn aid i he control icons $ill reaDD€ar in
the repon bôx. the route slill ahowing on the strateqic rnaD.
To islue rhat route to the uni t vou nirst se lecl EXII ardbress fire. lf vou

arenothappywiththeroute,p;ess6reontheMOVEicoiagainand'
redraw the route.

Onceissued. the unit will follow lhe exact route taken by the culsor and
willcontinue alongthisroute untilvouchanse it or the uni( atlemDtsto
move intoan illegà square lsuch ai ships onio land).
The move orders mâv be examined at any lime without alteration bv

selecling rhe MOVEdption from rhe unit ! main list and then selecd;g
EXIT. not the s€cond MOVE action.
To stop a unit moving, simply leave the cursor over the unil when

A,WAITING ORDE RS appears and press fire .

Nore that units have diffeiènt speeds and il may tâ-l(e a while for a unit to
complete its route. Naval units may or ymoveonopenseaolinto
friendlv hâ.bours. l,ând units mav not move onto the shoreline or
mountâin regions. Seaplanes havê the same restriclions as naval units bul
air units maioass overANY terrain, Bases.ofcourse. mav not be moved
al al.

If you make a mistake and take the unit over an illegal location you may
either restan the ordeF or. ifit is a long route,leave them asthey are. No
damage will occur to a misdirected unit. It will simply stop it reaching an
illeeal Dosition.



LATINCHING AND LAÀIDING AIR UNITS
Air units may only b€ launched during daylight hours bu! may land at any
time. Henderson Field and the aircraft carrieF each have a CAP -
Combat Air Patrol - based on them: these must be airbome before anv
units mav land or take off from the runwavs.

tâunching the CAPand âir unils is very Simple. Filst s€lect the AIR
icon and the reDorl box will disDlav all relevanl informalion for thal
runway. lf no ûnit is currenllv làuichins tben t wo secondarv icons will be
available {EXIT ând l-AUNCH}. If ù;CAPis airbome rhis will be
indicated in rhe lop righl comer. Finally. a lisl ofavailable unils isshown.
These willeither be arminsor'on deck'. Each air facilitv mav service a
maximumof lhree unit! aàd a CAP at anv one time.
Oûlv those units which are 'on deck' ma'v be launched. SimDlv s€lect the

LATJNCH icon and Dress fire. Both secoildâr"v icons will be ;eôhced with
a flashinÊ'LAUNCIItNC ' ro indicâre rbar ltiis is in Drosess. as it is not
instanl. Éach unit will take time to become fully atbôme-and once
launched a funher delay will occur while lhe ground crews move the next
unit onto the deck. When the complete air unit is airbome it mav tæ
controlled in the same way as all oiher units.

To lard an air unit. simolv Dlol its coune so lhat il oass€s over a cârrier
orair base. Landinq rvillilie'n be automatic (ree HÔME in rhe
CONTROL ICONS secl ion l. Note tbat units from aircraft carrieE mav
landatanyolherbase. Unitsias€dat Hendersonmayonlylandrhere'
and NOT on aircraft carriers.

When plotting the air unit's route, be carefirl thât it does not land
accidenlally and ensure it hasenoush fuello retum home.lfanv airqaft
are landed while rhe deck is launchins another unrl. rhen rbe launch will
be cancelled and the unit moved bacLinto the armins decks.

It is Dossible to have all available air unitsairbome àt the same time- bul
this is not recommended unless you are ân exp€rienced Comaânder.
Limit your launches to one or tJo until you a;e confident with your
conlrol ofairunits. Ifyou do have s€veral airbome.lhen make use ofthe
STATUS master icon which will instantlv show vou the condition of all
allunits.

Remember that some enemy units also have their own CAP and will
need more attacks to have the same effect.

DAMAGEANDREPAIRS
Damage willoccur to all your unitsduring any conflic( lhey are involved
in. Land units will los€ ffmsstrenglh duringan atlack. affecling their



overall fighting ability. Adns lost in battle mayonly be replenished by the
tratsDorters,

Bas€s on the island may suffer badly from âirand naval bombardment.
causing the loss of stored supplies. The runwâyat Henderson may be
closedifthe damage is s€veië. bul it will be reÉaired by lhe resideît
ensineen - the tiri'e taken depends on the ambunt of Aamâge. It is âlso
oo-ssible that some aircraft at ihe bas€ mav be damased or dèstroved
ilu rine an an ack. If dâmape to the airstrip is such t hi the field is élosed.
rhen ri-o airqaft maytakeôfffrom il untiiit is reopened.
Airunitshâve a limited formation ofaircraft and it isinevitable thal

some will be losl during a raid, *,hatever the target. These losses are nol
replaced and willreduce the effect ofsubs€quent air slrikes.

Naval srouDs can suslain varyinq deqrees of damaqe dep€nding on the
.rrength-of its opposing force ândlhe Tength of t imel n banle. Ai-i raids
willusuallv Dickoul the larsest shiDsinlhe formation and concen trale on
lhem. Each main warshiD lias ils own damage crew\ and willwork hard to
e xt insuish anv fi res causèd bv direcr hiE. I fihey succeed and the damaqe
is noimajor tfren the ship wili remain afloat (usually). Wlen mâjot -
damage occurs ând the crew is unable to effect repairs al sea. then the
shiDwlllsink.

Alldamage to warship6 willreduce the overall llrepower of the unil.
Once the h-res are out.ihe damage repon willinforri you ofthe extent to
$ hich theship is active. lfrepairs are needed, the ship isstill operational
bur with a limited ability. Crippled ship6will be taken in tow and must be
retumed for repairs as soon as possible. Should a ship become
irreparable. thèn it will be abaidoned and sunk bythe €sconing
oeslroyers.
Airciaft carrien are an unmistakable tareet for air raids. Each carrier

has its own air defence and a Combat Air Fatrol which defends the air
qpace around il. making rl harder for enemy raids to dos€rious damage.
ttis CAP should be air-bome as often as pdssible - no air units will bà
allowed to launch while the CAP is on deck. Damage to the carrier is still
inevitable: should th€ deck its€lf become damased then all âircraft
activitres will be stopped untilrepairs are carried out.

Reoarrs toshiDs mav onlv b€ effected bv lakins the force out oflhe
combal zone aid intd an <iff-map supply'pon. Èach damaged ship will be
repaired automaticallywhile in harbourbut thiswill take a considerable
time. There is no need to anchorthe unit.

SUPPLYRTJNS
Your main objective isto win contrclofGuâdalcânal. This may be

achievedby bringingenough men andsupplie\to the i\land to lend off
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any Japanes€ artack. ifplaying asthe American Commander. or by
torc|ng lhe Arnerican relreat. ifplaying the Japanese side.

l_or thls purFrose you have a fixed numberoftranspon ships which
cânnol be replaced once losl. Alloflhes€ are assimed to o;re Task Force:
1 F 67 for rhe US. and rhe Transpon Croup for rle J apanese. These
transpon sh ipÉ mây each carry twb points of cârgo of airy type of supplies.
A suppty run wrtt toad supplles onlo the lransponers. take them to the

island. unload them to rhe base and relum for more. The lransoon unit
therefore has t hree srates: loading. transiland unloading. Eaclislate
depends on the locâtion ofthe grôup and the condition ollhe anchor.

INTRANSIT
To loador unload supplies the anchor musl b€ dropped in a friendly
arbour. While the anchor is weiehed rhe unit is considered to b€ in
r o roao or udoad suooues I

harbour. While the an'chor isharbour. While th€ anchor is weighed the unit is considered to b€ 
.i;

transit . During this staBe, s€lectùg the SUPPLY control icon will displav
a list of all suppliescurentlyembùked to the lransport ships. Thea [st ot all supplrescufientlyembùked to the lransDort ships. The
maximuft câpacity ofthe goup is shown, in cargo points. âbove the list.
I nrs corTesDonds lO twrc€ tàe nuntrer of trânsrrrn shins in the unii lfâThis corresponds lo rwic€-the riumber of rrampàn;hips in the unil. lf a
ship is lo6l-itwilltake its cârgo wirh il. reduciné rhe ambunrofsupplies inship is 106l itwilltake its cùgo wirh il, reducini rhe ambuntofsupplies in
transit ând the capaciry of the group. Exactly which cargo you will lose is
unDrediclable.

II)ADINC SUPPLTES
First move yo|rl rraffport group inlo a fiiendly harbour on the far edqe

ol t}le mapand drop lhe anchor. You will now iolice that twocontrol -
iconshave been removed ftom its [sl - theseare the MOVE and HOME
oplions. which may not be erecuted while lhe anchor is droDDed or
during weighing. The unil is now in irs loadinÂ state.

Now select rbe SUPPLY icon and press 6re. The disDlav will be rhe
same as in transit'but with one mai_ordifference- voir niav move the
jo'stick up and down to highlighr eàch tlpe ofsupp'ly. Preéing rhe fire
ourron wù allocate one caJqo Domt ot tial suDDlv tvD€ to the
transpon€rs. Choo6€ your iufpfies carefully:'théy fiay nol tr removed
once loaded. and you w l noiSe allowed to excetj,l thé srouD s caDacitv.

Troop6 willautomaticâlly take six poinrs. You mav onIv rate tuti uniti to
the island. not just a few men.l f you decide ro rale à land unit you willbe
instantly informed, by radio, who has embarked. Six Doinls mi$t be
available or no troops will be allowed lo board the lra-nsporters. There
are a limited numberofunits available for transpon to the island: a
maximum of five Mariæ units and four Jaoane$ infantrv units. Once all
these have been taken,lrying to s€lecl on ihe troop line ûll have no
enect.



Whenyou have loaded your supplies. move the joystick fonÀard until
SUPPLY is highlighted and.preis rhe fire burron. Final'y. complerc
roaorng Dy welgnrng the ânchor,

T,NLOADING SI]PPLIES
Todeliver the supplies, take the lranspon group to a friendlv hartnuron

lhe island and drop I he anchor. U n loadine ii aurômat ic a nd cônrinues
until you either weigh t he anchor or a ll su Éplies are dispatched . A ll ca reo
willbemovedfrom the tmnsporlersto thè bas€ nexr ldthe harbour. Aiv
troops on boârd willland first-onlywhen alllroop point5 have been
unloaded willthe ùnil appear on the map ready foi ôrden.

Move the unitoffthe base as soon as Dôssible: you mav not access the
bas€ while any troops are lhere. Avialion fuelisalso a sôecialcâse and is
required by Henderson Field to keepits aircrafl âcfive._One point offuel
is lostforeach launchinsof a CAFunit.
During unloading the SUPPLY icon willshow how manVsuDDlies are

\tillto be disparched. Wlen unloadinq iscomDlere. simoll wéi!h rhe
anchor and âclivale the HAVE icon. The lrarisDonen wiI now-rravet
directly back to the loading harbours.

ISST]INGSL]PPLIES
Once lhe t ranspon group has delivered itssupphes to the base vou mâv

now issue them to your land units. Avialion fueiis rreated <eoaràtelv. bv
beingstored and used automâticallv by the âircraft taking oft from 

-

Hendenon
To issue supplies to troops, select tbe SUPpLy icon from the base\lo rssue suppttes to troops, setect the 5U

oplion list. The repon boi willdisplay lheoplrcn lrst. Ihe repon.box wlll display lhe four lyper ofsupplywirh rwo
columns olngures and a targel name underneath them. The column of
white figures are the suppliei slored al lhe base and ready for disDatchins.

You will nolic€ thal rhe cursor haschanqed from white io red- irsinp théYou willnolic€ thal rhe cursor haschanged from white io red- irsing thi
)ystrck. move the cursor over any o[your land unitsand lhe name oFtheioystick. move lhe cursor over any ofyoul land unitsand lhe name o

unir willanpearon the target line. Thè right-hand column offiÊures now
indicates rhe supplies IN TRANSITTo lh-ar unir. Nore lhar thiireflecrs
nothingofthe unit snrenBth or needs.

Pressrng fire will now take one point fromeach lw,r ofsuDDlv and send
rem tothe unit. If rhere are nopointsavailableoïeither<i/tÉesuooliesthem tothe unit. If rhere are nopointsavailableoïeitherd/tÉesuoolies

thenone pointwill be taken frori the re\l. untilnosuDDlie\are left. îothen one point will beraken froÀ the re\l. untilno supplier are lefi. îo
finish supplying. sirnply move thecursoroffâny land rinits and press Iirefinish supplying. simply move the cursoroffâny land rjnits and press f
sùppltesen route lo the units \eill take some tim€ to reach them. and

there isa limil ro_the range al which?ny unit rhay be supplied. The cursor
\v|ll move:ls1ârlrom lhesuODlvtnsbase as (his rano€ allows TherFi(âlc,will move as fâr from the supplying bas'e as th is iange ailbws. There is also



a maximum caDacitv ofuolo l0 Doinls for each câteqory with which the
unir may be suiplieil and so somè supplies will rema-in 6n I he trucks unl il
the unit requiresthem. Once issued they may not be retrieved by lhe
base.

Seleclins the SUPPLY icon for anv land unil will disDlaythe numberof
suDDlv DoÏnrs currenllv en route. -fÉls Is NoT rrs SUFPLY LEVEL.

ËdcÉ ivoe ofsuoolv Éas a differenl effect on the statusofa land unit.
ARMS'lil\D AI\Â,iLNmON hâve a direcr effect upon irs combal
abilitv and one is related lo the ot her lf eilher of these become zero. lhen
the oiher is cancelled and the unit will have no effect in combat (no
ammuniton and the armoury becomes us€less; no weapons means the
ammunition becomes useless). Arms consist of many weapons, some of
which are lisht tanks and artillârv. Ammunition is made uD of shells. fuel
and other sùooles essential for the maintenence ofthe arinourv.
GENERAL'SUPPLIES haveadirecl effecl uDon morale an<i rhe

fighting effect of the unil. Although morale v/illslowly increâs€ asa unit is
képt ou-t of battle. general supplie-s will increase moraie instantly. These
consist mainly of food and clothing along with the occâsional mail
delivery and news of the war.
Durirg the frght for Guadalcanal, troops based on the island became

unfrt for combat and many died from malaria. At some stages there were
more câsualties from this dis€ase than from aclual combat. Each of your
land units has a malaria level which will increase the longer it is based on
rhe island. Only MEDICALSUPPLIES wiJlsuppress iti effects. lfthe
unit is not given these supplies, the slrenglh will decreille at ân
overwhelming rate despite any high levelsofarms and ammunition.
A wis€ clmmander willsludy the requirements ofhis lroop6 before

loading the transport ship6.

TIIERADIO
At the lopoflhe display is a large black box. Any ofyour units willbe

mnstanlly s€nding messages to inform you oftheircondition and any
enemysightings they have made. Each message is time-stamped and is
decoded in chronicâl order, Messases are stored and decoded one al a
rime so it is possible that some will Se longoutofdate. Sighlings radioed
loyou may no longer be visible by the lime you read the message. or an
aiiraid mâv have itarted and finiihed befor-e vou know it-souêthe
CLOCK ÂDvANcEcaretu[y.

Enemv messases. iflnlellieence has cracked theircode. are preceded bv
rhe woril'It{[ËRCF-P'nO'i.l" and have a dif{erenr tone ro thèir morse.
The mors€ code is senuine.



WEATIIEREFFECTS
There are threediferent typesofweâther: good. Door and stormv.

Each has a diffe rent effecl dd the behavior ofvour unirs.
Good weathergives the bestconditions for iours€aDlane to sûot enemv

shipping€nd allo-ws orher unifs to perform at'rheir Nghest efficiency
(altnouqh lne mosou oesw ltoo:).

Poor wtatherwillieduce lhe visibiliw ranse ofthe seaDlane and slow
do\[n lhe sDeed at which naval llnirs dove.-Air caDabiliiv will still b€
available birt the effects may be less than in eood ùeathe'r.
Slormy $ealherwill also siow down your n-aval units, and gound ALL

airsaft including the seaDlane. You niav not launch anvaiiilnits. but anv
units already airbome ca_n be landedinihe usualway. Durinqslormv -

weather. noreinforcemenl air units will be s€nt to Hendercoi. unle*
they are already on their waywhen lhe weatherchâ'|ges.
Any change in the weather willbe reponed to you by radio so watch for

lhe messages... it could foil yourstralegy. To find out the cùrenl weather
condilions. see the s€ction on lhe MASTER ICONS.

INTELLIGENCE
This can have a majoa effect on your chances ofvictory No matter how

good your srrategy. if I he enehy knows w_ha t you are dôing they will tale
counrer-measures, I neacttlluesoI youl tnlet[gence (brp6 ate at yout
mmmand. and yo! may eitherconcênrate on espionage. orcounter-
esp,onafe oepenornquDon tnecurTenl slluâfion.

Êspionage riillanemit to break the enemy lmnsm ission code. andyon
$ill be informed when the code isbroken. When thisisachieved. ani
enemy transmissions will be intercepted. sent to voù bv radio and -

decoded ro lhe display. The enemy irdl frequendv chahee his code or
eve n give fa ls€ infôrmation . You u/ill never'krow which'is accurate and
which is false. You rnust decide whether Io act upon such information.

Counter-espionaqe will give the oDDosite effeci. sendins fals€
information io theénemy'and deveiôpine newtransrnissËn codes. The
effectiveness of each willdepend upon thi percentage of p€rsonnel
assrEned lo that actrlrtv.

Seé the MASTE R IdONS section on how to control intellisence.

DESIGNNOIES
Cuadalcanal is bas€d on historical fact. but details have been adiusted in

orderlo balance fact and playability. Any wargamewhich follow;d



hislorypreciselywouldbecomean animaledbook .DroducinEthesame
incidenisand résultswhich actuallvoccufied leavini: lhe DlaÉr with
norhing lo do but watch. Every artêmpl has been mad-e to i;cllde as
much facl as possible. and purists musl forgive deficiencies. During the
research, some accountsoflhe ballle contradicted others and h these
cases we have taken the most official r€cords as fact.

The struggle for conlrol of the island lasted from August. 1942 lo
Januaryt[èfollowingyear. Duringthistime manyhaid-foughr banles
occuffed bolh on and offGuadalcânal lsland: some nowfamous.The
campaign saw many differenI slages. from briefall-our land and naval
battles to adrâwn-out battleofattrition,Some task forces were assigned
tothe area for only short periods, while othersretum€d to Noumea-or
Rabaul for repairs. To cover theentire six monthswould requiae the
effects oflhe whole Pacific war and so only rhe mosl active phases are
us€o lor lhe pùne.

Heavy fighiing was in progress over a widerarea rhan lhat used by the
game but the scenârio is bas€d upon the slruggle forGuadâlcânal. To
include the whole Pacificwould take a much large r com puler and
Drobâblv mote than one human toconlrol it' 

Many ùar games just give control ofon€ asp€ct of a batrle. In
Cuadàlcana-iwe hâve riâde ailâspecrs avaiËble lo the player, even
non-combatants. The result ofâny fishtinq i5 fairlv simile to Droduce bul
the player has lolal control on theirâiisridinlolvèd. The outtome ofthe
qâme itselfrestssolelv uoon the Dlaver.-We have tried to imios! rhe saine 

-problems 
ar lhos€ facingtheâctuâl

Commandersduringihe campain. fie decisions they madàfrom lhe
âvarlable in[ormalio; were s<imetirnes riskv. but nevêrhastv.
Transmission codes were vervcomolex in'v€ntionsandtrnÎ months to

break (ahhouqh in the qame lhis is nôt quite lrue). The esDionâse
element has bèen incluàed to sive the oiaver the iask of décidini which
aclion to lake and when lo také it. depèndingon cunent inform;lion.
lnlelligence servicesoften decided a iorthcoming bartle before any shots
were dred. The element ofsurDrise was an invalùabb ass€t.
Giving the player complete control, especially with Task Forc€

formations. hâsproducedmanycomplicationsforlhedesign. Theplayer
must realizelhat waAhip6were pricelessând nor to be rhrown inloba(le
al theearliestoDoonunilv. Forlhisreâson we hâve restricted lheabilitv
ofthe transfer<idtion andlhe enemv forces will see to it that â weâkendd
force will suffer. Oversized fleets arê virtually useless in battle. Hard to
conlrol. the ensuingconfiaon would probaûy resuh in friend againsl
friend -a situalion-which has been knôwnl Foi this reamn. thesirensth
has been limited to â maximurn value no matter how manvshios in tlie
formation.

30



The concept of scouts is based on fact. Densejungleon the island made
air reconnaissance unreliable and scoutscoùld eather information in
more detail. Some survived. bul many were câttured by the Japanese
forces. One scout, Jacob Vouzâ. â nâtiveofthe island, was tied uDand
rortured bt hiscaplrves. He mânaped loche\r through his ropes and
escarre deôire hornnc bavonel w;unds-

Usè ofscôuts andseapla'nes reflects the difficultiesof'not knowing'
where the enemy is orexactly what his intentions are,
At thisstage in the Pacific war. Japanese naval gunnery farexceeded

rhat ofthe American fleet - surface battleswere usually won by the
Japanes€. The United Stateswas only now beginning to rebuild its nâry
and the advantage of radar was increasing all lhe time. The newcruiser.
Helena. had the latest radarequipment wilh a ran8e ofup to l8 miles: the
only ship with such a range. We have reflected the Japanese advânlâge in
any s€a-to-sea battles which occurdùringthe game.
Although thisis a complex game, we have made conlrol simple to

e \ecu tc a nd easy to undersrand. This mân uâl is designed for I he player
s ho wishes 10 know more âbout the details ofthe same and the hislorv of
rhe battle. ll ispossible ropick upthe ioyst ick and- figure itout .
.ômething*hièh is imposiihleon moir.iesscompleiwargames.
Finâlly.ereryeffort hasbeen made loproduce a bug-free game.

However, due lo ils complexity and lhe numerous straregieswhich cân be
u\ed il mây be possible thal one bug ramains unfound. Should your
strategy crash the computer. please contaci us,

FROMPEARLHARBOURTO
GUADALCANAL
On Sundây moming. ?rh December. 194 L fourJapanes€ câriers

launchedthe massiveattackon the US navalbaseat Pearl Harbour. Over
{00 aircraft attacked the Pacific Fleet with devastatinqresultsbut. as
chance would haleit.all the AmericancarrieBwereàt sea. Americâ
was nowatwarwith Japan.
The first yearstarted badly for America. Manilla, the câpital ofthe

Philippines. fell on New Year's Day, pushing US forces back 10 the
Bataan peninsula. Holdingon bravely for five months, theyinevitably
câpitulâted ro theoverwhelming Jâpanese forces. Japan\ conquesls in
thè Pacificwere now ât their srelteÀt.
Steos were alreadv underwàv tostrike back at the emDire. The aircraft

carrier. Homel,laden wilh siireen B25 bombers. each'with a payload
ofone ton, achieved astrike attack inTokyo-the heart ofthe Japanese
emPrrc.



I n J une , 1942, rhe J aDanese carrie r fleets coneresated neâ r Midwav
Island, 1300 miles noàh-wesl of Hawaii. danséroislv close ro rhe W'esr
Coa5l of Americâ. Thus began one ofrhe qreàtesl seâ barrles in historv.
Unknown lothe Japanese.-USinrelligené wa\breakingtheircode,'
allowing lhe Ameri-cân Nary to prepàre and counter-atùck. The verv
same cârriers which launched the anack on PearlHarbour were nothir
by aircraft from the cariers which were at sea that Sunday momine. The
result was Americân nâvalcontrol ofthe Pacific. and a hait to anv Àrnher
conquests bv Jaoan ,

It rrias 6q,-7si.;"ri,um 10 allack. Guadalcanal Islând. the
southemmost reach ofJapanes€ conq uesls, became the first US invâsion
of the Pacifc war. On Augusl 7, 1942;rhe US Marine CorDs ar Lunsa
Point, with only one division taking rhe semi-complere airlield whic:h rhe
Japanes€ were building. Garrisone-d only by engi ieers. theJapanese fled
mlo thejunge lea\4nglheir rice breakfasls, stillhot, on lhe ta6les. The
victorious Marines had nowcaptured the airfield. allihe JaDanese
supplies (which were to become invaluable), and one solitary bulldozer
which helped rhe engineers bring rhe airfield inro operarion.'
The Marine Corps-nowhad ro Ëoldtheisland. Thè Japanese Hieh

Command had difierent ideas. and a determined efforibegan to iegain
theirloss.
Japan's 6lst bid lo retake lhe bas€ câme when the llagship Chokai led

a larg€ task force towards lronbonom Sound. Despitelxtênsive
s€arching, the large force remainedunseen bythe iJS aircraft and was lo
lead to a-majordisaster, On the eveningofAugust 8. coâ5twatchers
re!,oned the sighting of unknown shipistearni-ng pasr Savo Island. Two
US cruiseElay dead ahead ofthe Japànes€ forcé ànd as sreen flares lit the
sky, the air was filled with sharrerinÊ shell fire. The Ame;ican suDDlv
force and escon lay only a few mileafrom the anackins warshipdiÉint
blanl rang€. Allied ships were laken so much by surpise rhat ihey were
unoer n re belor€ any gun crews we re alerled. The odds were
overwhelftingand Admiraj Crutchley s task lorce. some 30 milesawar
when the battle began. could not reac_h Savo lsland in time for lhe halfân
nour ol acton anO coutd onl\ rescue survivors,
AdmiralMikawa. commariding the strike torce, had inrended lo altack

theMaiines bas€ and sink the anchored lransDoners. but he now
abardoned this aim and rerumed to Rabaul. Ïhe base was saved bul the
US Navy had suffered gravely. ln lhe moming four cruise rs ând s€veral
destroyers had taken over 1000 s€amen to lhdlloorofthe Ironbollom
Sound
Both the American and Japanes€ Naviesstruqpled to keeo uD suoolies

and reinforcemenls lo rhe island. Each nieht. ai-2j00 houn. tlielabàne.e
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Eansports and their desr.oyer escon would race at fullsteam down The
Slot and into lronbottom Sound to deliver lheir Dr€cious carqo. Like
clockwork. US obs€rvers would repon the arrivàI with 'STF.AN C E
SHIPS ENTERING HARBOUR'- a run which be.ame knos'rl as the
Tokyo Express. Heavilv escorted. I he J aDanes€ shiDs would steam out
befoie dari,n to avoid the American air slrikes. leâvinp control of the
(ound to US vessels during daylighr houls.

In Rabaul. the Japanes€ High Crmmand ordered more and more men
tobe taken lo the island. underestimarinq the strencth ofthe US forces
which \ùere exDandins constantlv. Bv tha2Oth Octôber. lhe Jaoanese had
around 20.0m'men aid over 100 aniilarv oieces. The Marines: of fewer
numbers, were wellduqinto thei po6iiions ând well suDDlied. On the
evenint of t he 24t h, t he J apanese beqan their 6rst ma io;_assauh lo reeain
Hende-rson Field. so called after Maôr lrfton Hendèrson who died -
Ieadingthe Marines torpedo planeiat Midway. The banle lasted all
nieht . wilh wave uDon wave of Jaoanes€ soldiers screamins Banzâis. onlv
ro-lall at the sronq Americân defènces. Bv momins the M-ariDes'
machine zuns wer? qlowinq red and thousandsofJàoanese soldien Iav
dead. Thé Marines tad mo-re sun belts than the Jaoànese had men - i irst.
Al s€a. US naval alcraft wer-e beinc ferried in bv carriers at a discrée

distance and the Câctus Ail Forc€'s'rew in strenÉlh. AtNoumea. lhe
.{merican naval bâs€. hopes were hish for C uadâcânal. and trooDs and
supplies were sent as ofteh as Dossiblé. Sea battles berween the oD'Dosins
toi,ies were inlrequent. but fièrce. Nishtlv bombardment of Hen'derson-
Field was answeréd witi trombardme-nt oÏenemv Dosilions. and air
.tnkes to the offending warships lhe followingday. The warofa[rition
beean to lean in favour of the Marines._Iire 

build-uo of forces continued until a s€cond massive assâult bv the
Japanese on Èloody Ridge resulted in another victory for the Madnes.
Srill undeterred, the JaDâ nese shiDDed in itsfamed S€ndai Division for
one last. all-outoffensii/e. _

Intended to be executed with fullnaval and airsuppon. the JaDanese
assau h was litlered with problemsfrom the beginnirig. Disagreements
were flaringb€tween thé Admiralsat Rabaul àndcoifdenè wa5low. By
now lhe US Marineswere wellequipped and theirposirion slronqer thai
eler. The relum ofthe USS Enterpiise from repairs had given lhè Naw a
fighlrng chance. The Japanese. ahhough they hàd radar.éonsidered
sittins ai a screen a dishonour. not a service to the EmDeror. With the
added advantaqe ofradar. the Navy b€pan to win lheivalen âround
G r.radalcanal-
The wal of attrilion and naval battles continued for manv months. with

furlher victories forthe Marines on lhe island ilself. Somé of the orisinal



Marine battalions were even leaving the island and b€ing replaced with
fresh irnits. By the hiddle of Januaù. 1943, scouts repoiedihat there
were ûo Japanes€ troops remaining on the island. Unknown to the
Marines. the Tokvo ExDress had shifted into reverse and ferried what
remained ofits ariny off Guadalcanal. Americat first Pacific offensive
had been a victory.
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