OCEAN CONQUEROR
By Peter Vitray and Lajos Palanki
Amstrad CPC 464, CPC 664 and CPC 6128

As captain of the submarine called Nautilus, the player has to destroy
the enemy freighters — carrying supplies to the enemy infantry and
the destroyers escorting the unarmed freighters. The time to carry out
the job is limited to 18 hours. Otherwise the enemy troops on the
islands get enough supplies (arms, oil etc) to win the war.

LOADING

Amstrad CPC 664 and CPC 6128 users should connect a cassette
player to the computer and enter tape and press the ENTER key. Place
the cassette in the player, rewind if necessary and press the the CTRL
and ENTER keys. Press the Play key on the cassette player and then
any key on the computer keyboard. The game takes a few minutes to
load.

INITIAL SCREEN

Determine your rank and set the level of difficulty by the L key. Captain
is easiest. Admiral the most difficult. Choose fog is you wish (making
the game more difficult) by pressing F. Press Return to commence the
game.

THE MAIN DISPLAY

The top third of the screen shows a view through the periscope of the
submarine. Immediately below in the centre of the screen is the Main
Instrument Panel and below that again is the Radar Display. To the left
of the Main Instrument Panel is the Weapon Status Display with the
scoreboard and the Docking Guidance Display below it. To the right
of the Main Instrument Panel is the Submarine Status Display.

GETTING STARTED

The periscope view occupies the top third of the screen. The full play-
ing area contains four freighters, eight destroyers, ten islands, four
drilling rigs and four lighthouses. In addition two of the islands have
a dock at which you can repair, refuel and rearm. The periscope mag-
nification can be set up to times eight but fog may reduce visibility.
Press the M key to show a map of the playing area in the top left sec-
tion of the screen. In the centre a table shows the current coordinates
of the four convoys and two docks. To the right is a more detailed map
of the area immediately around the submarine. Press M to return to
the periscope view. The map view automatically appears when the
submarine submerges.

The submarine travels at about 22 mph and the playing area is very
large. The passage of time can be accelerated to about 30 times




normal by pressing the Shift key. A symbol appears between the
thrust and speed indicators when the time is accelerated. To return
to normal time press Shift

Accelerated time is automatically selected when in dock and cannot
be selected during a battle.

The weapons have a range of about 1.5 miles. To aim the torpedoes
turn to place the enemy directly ahead. The torpedo tubes can be
adjusted to point up to 6 degrees away from dead ahead by turning
the periscope. A small meter below the periscope crosswires shows
the current angle. The torpedoes can be fired provided the tick mark
on the meter is visible. Torpedoes travel twice as fast as the
submarine and eight times as fast as freighters.

Anti-ship missiles are also aimed and guided using the periscope but
they can be fired in any direction. When a missile is in the air two indi-
cators appear. The left indicator shows the amount of fuel remaining
in the missile and the right one shows its height above the water.
The submarine is submerged either by allowing water into the ballast
tanks (press key W) or by pushing the nose down using the hydro-
planes so that the submarine “flys” downwards. Pressing key W a
second time stops the inflow of water so that the submarine settles
at a particular depth.

Compressed air is used (press key S) to empty the ballast tanks so that

the submarine rises to the surface. If there is no compressed air left
then the submarine cannot return to the surface. The diesel motor is
used to operate the air compressor but it may only operate when the
submarine is on the surface. It is also used to recharge the batteries
which drive the electric motor for use under water.

MAIN INSTRUMENT PANEL
Holds six instruments as follows:-
Bottom indicator. The depth of water in feet below the
submarine. Initially 1000
PA Periscope Angle. The angle of the periscope in relation to
the bow in degrees. Initially 0
The i of the periscope. Initially

times one.

Bearing. The bearing in degrees clockwise from north.
Initially 90.

Rudder. The angle of the rudder in degrees. To the righta
sign illuminates if the rudder is locked. Initially 0 and
unlocked

Vertical Speed Indicator. Rate of climb or descent. Initially
0. Tothe left a sign illuminates if the radar/sonar display is
settofive miles.
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RADAR/SONAR DISPLAY
Range five or ten miles, initially ten miles. Revolves at one revolution
every 7.2 seconds with an after lighting time of two seconds

WEAPON STATUS DISPLAY

Shows four torpedo tubes and the guided anti-ship missile launcher.
Initially each tube and the launcher is loaded and there are ten further
torpedoes and six further missiles.

SCOREBOARD

Outline of submarine shows damage status. White indicates every-
thing is in order, coloured areas indicate hits and red indicates fatal
damage. Outlines of destroyers and freighters show number of enemy
ships eliminated.

DOCKING GUIDANCE DISPLAY

Shows distance from nearest dock if less than one mile. Docking is
perfect when bearing (BRG) is 90 degrees and EO and NO are
displayed. Limits of tolerance are EQ - W10, N2 - S2, BRG 89 - 91

CONTROL KEYS
Cursor keys - left, right operate the rudder. Up, down operates
hydroplanes
A — throttle up/down
w - Toggle ballast water inlet valve
S — Toggle ballast water outlet valve (needs compressed air)
R —Toggle radar range — 5 or 10 miles

/ —Incr periscope
H —Hold
N
B

- Toggle motor sound on/off

- Toggle diesel/electric engine
v - Air compressor on/off (requires diesel engine)
SHIFT - Accelerate/decelerate time

4 - Toggle rudder lock
12 - Periscope right/left 1/6 degrees with the TAB right/left
5degrees)
M - Toggle map
— Fire torpedo
Z X, C, B, N, - Self destruct
JOYSTICK CONTROLS

Plug your joystick into port

leftright : Control rudder

up/down : Control the hydroplanes

fire : Launch a missile

When a missile is in the air, the joystick controls its movements:

up/down : Missile up/down

eft/right : Missile and periscope left/right 1/6 degrees. Turn faster by
pressing fire button as well
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The program and data are copyright and may not be reproduced in
part or in total by any means without the written permission of
Hewson Consultants Ltd. All rights reserved. No responsibility is
accepted for any errors.

Our policy is one of constant improvement. Therefore, we reserve the
right to modify any product without notice

Hewson Consultants Ltd., 568 Milton Park, Milton, Abingdon, Oxon,
0X14 4RX.

INSTRUCTIONS DE CHARGEMENT

Cassette Amstrad

Amstrad CPC 464

Amstrad CPC 664 ou Amstrad CPC 6128 avec un lecteur de cassettes
et des branchements appropriés.

Les utilisateurs d'ordinateurs Amstrad CPC 664 et CPC 6128 doivent
brancher le lecteur de cassettes sur I'ordinateur et tapez |tape et
pressez la touche ENTER. Introduisez la cassette dans le lecteur,
rembobinez-la si nécessasire et frappez les touches CTRL et ENTER
Enfoncez la touche de lecture (PLAY) du magnétophone et frappez
une touche quelconque du clavier de I'ordinateur. Le jeu se charge en
quelques minutes

LADEANLEITUNG

Schneider - Kassettenversion

Schneider CPC 464

Schneider CPC 664 oder Schneider CPC 6128 mit Kassettenrekorder
entsprechender Verkabelung:

Benutzer von Schneider CPC 664 und CPC 6128 Geraten sollten an den
Computer einen Kassettenrekorder anschlieBen, dann den Befehl
TAPE eingeben und die ENTER-Taste driicken. Kassette in den
Rekorder einlegenn, gegebenenfalls an den Anfang zuriickspulen,
dann gleichzeitig CTRL und ENTER driicken und hernach die PLAY
Taste des Rekorders betétigen und eine beliebige Taste auf der Com
putertastatur driicken. Das Laden des Spiels dauert ein paar Minuten.

ISTRUZIONI DI CARICAMENTO

Amstrad Cassetta

Amstrad CPC 464

Amstrad CPC 664 o Amstrad CPC 6128 con registratore e cavi appositi
Utendi di Amstrad CPC 664 e CPC 6128 dovranno collegare un regist-
ratore al computer, battere tape e premere ENTER. Inserire la cas-
setta nel registratore, riavvolgere se del caso e premere CTRL e
ENTER. Premere play sul registratore e poi un tasto qualunque sulla
tastiera del computer.
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