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1.0 INTRODUCTION: The ltalian plan seemed so
simple: SWEEep aside the meager British
parrisons dotting the Eastern Mediterranean 1o
establish a  preat and glorious  Mew  REoman
Empire. La Regia Marina, the newly
refurbished and enlarged navy, need anly
secure lhe supply lanes across Lhe namows o
Tripoli. Certainly not a problem, considering
the promised assistance of the Lufiwafle,
After all, the main British bases were off at
oppogite ends of the Med: Alexandria in Egpwpt
and Gibraliar in Spain, Cnly the tiny oulpost
izland of Malta siwood in the way...

This 15 a combined air, sea, and land
simulation of the Ffighting thal raged around
Malta from December, 1941 inlto Septemhber,
1942, One playver, representing the Allied side,
must use his forces o preserve Malia while
interfering with  the [talian resupply of their
forces in Africa and Rommel's FPanzer Armee
Afrika. The other player, representling
combined ltalian and Cerman forces (the Axish,
musl suppress or caplure the British base and
keep large quantilies of supply and
reinforcements flowing across the central
Mediterranean.

Malta itself starts in a8 bleak supply
condition, and the Allied player must get his
own lransports through  before starvation sels
in. The Axis army 1n North Africa, reeling (rom
its recent defeat in Operation Crusader, is even

more desperate and must be urgently resupplied
or surrender, Victory points are awarded or
lost depending on  how  well each gside
performs. The player with the most viclory
points at the end of the game is the winner.

luring the course of the pgFame each
player assumes the role of Kesselring or
Cunningham, the supreme commanders of the
theatre. As such, he must concentrale on the
grand strategy and broad choices open (o him.
Minor tactics do not reguire his atiention. For
example, the Allied player must carefully weigh
the risks of sending a convoy 1o Malla and
decide whether Lo risk his EXpENSIVE
battleships on escort  duty. Onece he  has
commiltied them, further contral is out of his
hands and he must simply awail results. The
plotting of convoy routes, the maneuvering of
individual ships, the fliring of gpuns, lLorpedoes,
anti-aircraft barrages, etc are handled by the
compuler.

2.0 GENERAL COURSE OF PLAY: Each plaver
takes a turn reviewing Intellipence eslimales,
shaping strategy by setling National Priorities,
and fine tuning operations in lthe Operational
Flanning section. Onee each side has
completed this orders silage, movement and
combat are resolved by 1the computer. Victlory
Foints are awarded or lost: primarily on  the
losses taken and the supply used & delivered,
Finally, warious housekeeping chores are
performed prior 1o the start of the nexl turn.

Map hexes are about 112 km across,
turns are three weeks in length, and supply
points  are measured in thousands of tons.
Units are aircrafl squadrons, BETUppes or
slormos (wings) of 15 to 54 aircraft, individual
ships for light c¢ruisers and larger, f[lotillas
fsquadrons fdivisions for smaller ships, and
brigades or divisions for ground units, Fach
unit has one or more "steps" which  are
composed of individual ships, aircraft, guns, or
plaltoons.

While the historical participants in Lhis
campaign  had good  information as 1o the
other's dispositions and intentions, their
knowledge was far from complete or accurate.
This 15 reproduced in various Wavs,
Information on enemy dispositions and combat
activity is limiled, and someltimes oulright
inaccurate, Various screen and printed reports
are peneraled during the course of the game.
Reports for a player's own units  will be
complete and  accurate, Heporlis on enemy
units will be in summary form only and subject
1o roughly a 35% deviation. Combat result
reports will tend 1o be genersl in nature, with
the significant possibility of inaccuracy in
specific detail reported. Despite these
limitations, using these reports Lo build insight
into  enemy intentions and capabilities is
essential in plotling a viclorious siralegy.

3.0 GAME EQUIPMENT: Two identical, laminated
maps represenling the sea area over which the
campaign was fought are included in the game,
The map is divided into 3 sea basin areas.
Ports are indicted by sguare symbols for major
capacity and circles for minor capacity. Porls
used in the simulation are named, while those
unnamed are included for general background.
The approximate roules for convovs between
various ports  are indicated by the dashed
brown lines, The hack of the map includes an
Order Of Battle for the forces awvailable to the
theatre.

Two differently colored markers provided
with the game can be used o keep track of



force locations and contact reports.  These are
quality markers. They can be sharpened to a
good point and will, if reasonably used, hold

it well. However, since the markers use a
harder wriling material to allow fline lines,
pressing hard into  the map surface will
eventually cause damage. Please mark lightly.

To erase marker notations from the laminated
surfaces, simply rub them off promptly with a
damp  cloth. Using a dry cloth will remove
most of the markings, but leave some residue.

4.0 GETTING STARTED:

4.1 BOOTING: Before flirst booting the
game you should format a blank disk for
s5aving Fames. Consult your D25 manual for
how (o format a blank disk, IEMFC users
should use DOS 2.0 or later and bool the game
by inserting the disk in the default drive of an
already running system and typing ‘MALTA®.
Amiga, Atari ST, & Maclntosh users should
click on the Malia Storm program file,

4.2 GENERAL: In (he wupper left hand
corner of the screen is a box entitled Main
Menu. This box shows the choices availlable
to the player for controlling his forces  and
aperating the game. The large right hand box
is the main display area for reports and
aclivities. The screen wide bouom box is the
promptl area, in which details about how to use
the current display are indicated. In pencral,
the arrow keys are used to move between
choices and the return ("enter") key is used to

gelect the current choice. The currently
avatlable choice is shown 1n inverse video
while the menu is aclive, and in yellow

{underlined) when that choice has been
activated,

The first four choices are all accessible
in any order 1o the player, and upon
completion of the turn, the player continues on
by selecting the fifth choice, entitled Staff
Sortie Workup., In addition there are two [linal
choices {'Combat Resolution® and
*Housekeeping’) that are not user-selectable,
but rather are highlighted automatically during
the approprialte portion of the turn resolution.

There is no  rigidly defined order of
play. The Main Menu allows the actlive Flayer
ta access Ilntelligence, Sirategic  Flanning,
Operational Planning and game Utilities in any
order desired and as often as desired. It 18
suggested, however, that in a ypical turn a
player should first look carefully at  the
Intelligence reports, then consider National
Priorities, and finally examine and make any
alterations in individual Unit orders. These
actions are discussed in much greater delail
below.

4.3 ONE OR TWO PLAYERS: After
booting, the computer will ask you to sel up
its plaver settings for the Axis and the Allies.

Selecting "Human® will put the player in the
position of doing all the National Priorities
activities of his wviewpoint, which will remain
unchanging wntil reassigned by the player.
*Assisted' is the defaull setting in which the
computer will  do  all staflfl f(unctions and
Mational Priorities based on  the current

situation, but can be freely overridden by the
plaver as well as allowing a limited ability to
alter staff generated orders within the Natlional
Command Span Limitations. "Computer'  will
give the computer command of all funclions for
that side, allowing to react as it thinks
appropriale, "Human Historical' is like
'"Human® above but the compuler starts by
selling all National Priorties and operational
orders to those followed historically., Similarly
"Computer Historical’ has the computer run the

side, but do so with historical orders, rather
than those that might be more appropriate.
Note that these parameters may be changed
during the course of the game using the Game
Utilities / Change Player Parameters menu,

5.0 UNITS & GROUPS:
5.1 UNITS: lnits are the basic building

blocks of military command, Each Unit
contains one or maore steps of an  identical
weapon Lype or asset class. For example, 11 /

S 3 is a Stuka gruppe (equivalent to  an
Allied wing) containing up 1o 52 Stuka dive
bombers. Each unit is rated for size, skill,
morale, current rate of serviceahility, weapons
accuracy, weapons killing power against  air,
naval and land tlargets, wvirtual  protection
{speed and evasiveness) and aclual protection
{armour and damage capacity) There is =&
maximum upper limit of 20 unils per side in
this game.

5.2 GROUPS: CGroups are a collection of
Units under a single command, Unit types will

not normally be the same, but will usually
belong o the same branch of service, For
example, the Allied group "Force B" contains
battleships, cruisers, destroyers and transporls,

but not aircraft or ground units.

Groups hold the supply that is consumed
by the subordinated Units, Groups  have a
Morale rating based on the weighted average of
the morale of Lthe subordinated units. Losses,
if high enough, may cause lthis morale 10 snap
and the proup will abort its mission,

GCroups other than the Asset Pools and
the Strategic Pool are said 1o be “front line
groups”. The number of front line groups is
fixed in the pame at nine Axis and seven

Allied. In addition there are the Lhree
separate ‘groups’ showing the disposition air,
land amnd sea units, and a TfTinal group
containing the Swrategic Pool, As  described

later, the Strategic Pool is composed of units
not currently in play that may be brought in at
a cosl in viclory poinls.,

5.21 AXIS GROUPS:
Grerman Groups:

Fliegerkorps [ - 1he pride of the
Lufiwaffe, it had led the attack in the Batlle
af Britain, and then again in Russia where il
ot 1o within range of Moscow, Now based in
Sicily, it was assigned the job of pounding
Malta into submission,

Fliegerkorps X - the wveterans of the
Mediterranean, based in Greece and Crete, it
sealed off Malta from resupply from Egypt,
The sea lanes immedialely to the south of
Crete became known to the Allied naval crews
as ‘Bomb Alley’.

Fliegerkorps X! - 1the home of the
vaunted Germman paralraOpers - the
Fallschirmjaeger - who had so humilialed the

Allies in Belgium in 1940 and in Crete in 1941,
This wunit was earmarked 1o spearhead the
congquest of Malta in 1942, ltaly's best
parachute and airborne divisions were allached
o assisl,

ltafian Groups:

Sth Army - the [walian  garrison  of
Sicily. Although weak in docirine, numbers
and equipment, these Llroops were prepared (o
fight to avenge the earlier defeats of their
comrades at Britigsh hands,

&th Air Force, Regia Aeronaulica - based
in Sardinia, its mission was to deny resupply
to Malia from Gibraltar sand Lthe west,

Znd Afir Force, Regia Aeronaulica - hased
in Sicily, its mission from the start of the war
was 10 suppress Malita’s aircraft, fast cruisers



and submarines.

Regia Marina Main Fleet - based at
Taranto, the large and modern Italian  hatile
fleet enjoyed a substantial advantage in size
and firepower over Lhe Allies, plus ihe
advantage of a central location. It made major
efforts to protect the convoys during the Malta
campaign. Inexperience, poor training, and a
eritical  lack of fuel oil were its major
shortcomings.

Regia Marina Light Units - the far flung
destroyers, torpedo boats, submarines and U-
Boats dedicated to interdicting Allied convoys
throughout the Mediterranean.

Regia Marina Convoy Control - the
merchant ships and their immediate escorts
responsible for supplying all of Panzer Armee
Afrika through the North African ports. They
were also available for transporting S5th Army
1o Malta to follow up the airborne spearheads,

5.22 ALLIED GROUPS

Roval Navy Force I - all of the surface
ships of the Royal Navy stationed al Gibraltar
at the exireme weslarn end of the
Mediterranean. Force H started with one
battleship, one light aircralt carrier, two light
cruisers, len destroyers, and twelve civilian
transport ships.

Royval Navy Force K - all of Lthe surface
ships of the Royal Navy stationed at Malta. It
started with four light cruisers and four
destroyers.

Roval Navy Force B - all of the surface
ships of the Royal MNavy stationed at the base
of Alexandria in Epypt. It had two battleships,
three light cruisers and one anti-aircraft
cruiser, eighieen destroyvers, and eipht civilian
transport ships.

Roval Air Force Malts - len squadrons
of various aircraft grouped together to interdict
Italian convoys, bomb Italian ports, and protect
the military and civilian targeis on Malta.

Western Desert Air Force -  many
sguadrons of fighters and bombers wWere
attached to this force to support the Bth Army
in Africa. For the purposes of this game, only
the 8%th {(Beaulighter) Squadron is shown. The
chief function of the WDF was to raid Iltalian
transports using Benghazi and to provide a
home for Allied bomber units fleeing Malta.

2315t Brigade Group - four undertrained
infantry brigades and Lwo anti-aircraft
regiments totaling {(with support troops) some
%Iﬂ,‘ﬂﬂﬂ underfed men. This was the garrison of
alalta.

Roval Navy Submarrines - Three
submarine flotillas, the Ist, &th and 10th
SubFlots, controlled all Allied submarines in

the Mediterranean.

6.0 INTELLIGENCE

6.1 VIEW ESTIMATE OF STRATEGIC
BALANCE: This screen shows the ratio of Axis
to Allied air power within range of Malta, the
total ratio of surface naval power, the amount
of Allied supply in Malta in tons, Allied supply
as an approximate number of turns  until
surrender, and the amount of Axis supply in
Tripoli in ltons and as approximate lurns until

Axis surrender. Also included is a delailed
breakdown of the accrual of Victory Points to
date. MNote that enemy totals and ratios will

be subject to an error of plus or minus 15% as
a default {or whatever other number is set in
the Game Utilities [ Set "Fog of War' menu).
6.2 YIEW ENEMY GROUP REPORT: This
report will show the anticipated Missions and
Intensities of all enemy front line Groups,
Allied reports of Axis intentions will be fairly

accurate because of the added advantage of
ULTEA information, Axis reporis of  Allied
intentions will reflect Allied staff thinking, but
will not reflect subseguent changes made
personally by the Allied plaver. This
represents  the significantly less effective
intellipence apparalus historically maintained
by the Axis forces.

. 6.3 VIEW ESTIMATED ENEMY ASSETS:
This c¢an be set for each of the three basin
areas.  Each of these screens presents
information on the suspected allocation of
ENEMY assels, If there are two or fewer of a
particular asset type then the report will be
reasonably accurate, If there are more than
three then the report can deviate up or down
in accordance with the Fog of War selling for
Basin Estimates in the Game Ulilities / 'Fogp of
War' menu. For example, if the operational
eslimale selling 1s set to 20, then eslimales
will be accurate to plus or minus 20%.

6.4 PRINT SUMMARY OF DESTROYED
ASSETS: This opltion will print a listing sarted
l:l;.:r weapon {ype 1o either the screen or printer
with  the following aggregate vwvalues: step
losses for the most recent turn and game Lo
date, sorties for the most recent turn and game
to date, the game loss rale as a percentage of
gpame sorties, steps damaped for the most
recent turn  and  game 1o date, Lthe game
damaged rate as a percentage of gpame sorties,
the number of replacement steps available, the
number of steps currently short  of full
strength, and the number of enemy aircraft that
have been destroyed by that type of weapon.
The numbers for enemy assets will be plus or
minus 15% or any other amount set in the Game
Uulities / 'Fogp of War'® pame report accuracy

mernu.

6.5 PRINT CURRENT STATUS OF COMBAT
UNITS: This oplion will print out a listing of
all units not in the Strategic Pool that have
generaled sorties or have been  atlacked,
showing the current and maximum number of
sleps that the Unit may contain, the rate of
serviceability, the skill rating, the rmorale
rating, total sorties performed to  date, and
total step losses 1o date.

6.6 TOGGLE PRINTED COMBAT
RESOLUTION REPORT: This option will print out
combat results as they are generated 1o a
standard parallel printer. When the report is
toggled on, a message o that effect will
Eppear on the screen just below the Statistics
OX.

7.0 NATIONAL PRIORITIES:

7.1 GENERAL: Each player will estlablish
his owverall sirategy for the turn by ranking in
descending order of importance a list of [live
key priorities. Some of these priorilics are
complementary, others are mutoally exclusive,
Once  this ranking has been made, the
computer, in s capacily as ‘staff”
administrator, will generale all necessary
operational Group and Unit orders to implement
Lthe stralegy, In many ways, this is the heart
of the game from the player viewpoinl, so
careful use of this function is advised. Mote
that Group and Unit orders can later he
individually overridden in the Operational
Planning Phase, subject to National Command
Span limitations. If Mational Priorities are
reset after individual orders have been pgiven,
those orders will be lost and the National
Command Span limitation will be restored to its
initial value,

7.2 SETTING NATIONAL PPRIORITES: To
alter the list, move the selection indicalor to
the priority to be moved with the arrow keys



and select it by pressing "enter" or “return”.
Then use the arrow keys to more the selection
to the desired location on the list and insert
it at that location by again pressing "eater” or
"relurn. The effect of the ranking of the
various priorities is as follows:

Both Plavers:

- Minimizing Frestige Losses 1lends o
keep battleships and heavy cruisers safely in
port when ranked highly, and releases them
otherwise.

- Minimizing Supply Use lends 1o shut
down naval movement of the heavier lypes
{particularly battleships) when highly ranked,
and allows larger convoys wilh heavier escorts
when ranked law, Maximum  effort air
operations are forbidden when this priority is
ranked first,

Axis Only:

- Suppressing Malta as #1-5:

1. All swing air units transfer to Sicily,
naval unils react intensely; 2. Some swing
units transfer to Sicily, naval unils react
moderately; 3. Naval units react moderately;
4. Air unils swing away from Sicily, harassing
naval reaction only; 5. All swing air units
transfer away from Sicily, no naval reaction.

- Capturing Malta as #1-5:

1. All remaining Strategic Pool ground
units are bought, air Unils are put on Max
Intensity, Flieperkorps Xl  drops on Malta
airfields, 5th Army lands to seize major cilies
and end resistance; 2. All Strategic Pool
ground wnits are bought and prepare for
Invasion; 3. Existing activated ground units
prepare for invasion; 4. Units in FK XI are
sold back 1o the Strategic Pool; 5. All ground
units are sold back 1o Strategic Pool.

- Preparing Of fensive n Africa as #1-5:

1. Large convoys move to Tripoli with
battleship escoris; 2. Large convoys move Lo
Tripoli with heavy cruiser escorls; 3. Small
convoys move to Tripoli with light ecruiser
escoris; 4. & 5. No convoys,

Allied Onlyv:

- Supplying Malta as #1-5:

1. A& large convoy is senl from Cibraltar
and from Alexandria; 2. A convoy is sent from
Alexandria: 3. A convoy is sent from Gibraltar;
4, & 5. No convoy is senl.

- Reinforcing Malta {Note that ihis has no
effect prior to turn 5) as #1-5:

1. USS Wasp is aclivated and makes
one fly off of Spitfires to Malta, CVL Eagle
makes twa fly offs; 2. CVL Eagle makes one
fly off of Spitfires to Malia; 3, 4, & 5. No
effect.

- Preparing Offensive In Africa as #1-5:

1. Creates 2000 VPs: 2. Creates 1000
VPs: 3. Creates 200 VPs; 4. Loses 900 VPs;
5. Loses 1500 VPs.

8.0 OPERATIONAL PLANNING:

8.1 GENERAL: Selecting this phase will
bring up a listing of all groups in the Results
Box. To the right of the group name is the
location of the H@Q, the most common type of
mission ordered & average intensily, the rate
of supply use, and stock of supply held in
thousands of tons. The arrow keys move up,

down, left and right to wvalid fields. The
Dialog Box contains prompts  for options
availahle at a given cursor position. The

player has the option to show subordinated
units, or to show all units at the highlighted

location.
B.2 SHOWING SUBORDINATED UNITS:

This option will allow the playver to see all of
the Units that are attached 1o and supplied by
the Group that he has selected. The Unit
name, effective sirength out of total steps in
inventory, location, mission & intensity levels,
and designated target or destinalion (if
appropriate) are shown. Units with collapsed
morale are shown in dimmed pring, For asset
poals, the target or destination is replaced by
the owning parent Group. For the Strategic
Heserve, the target or deslination is replaced
by the cost 1o buy or cost Lo use, Just above
the Dialog Box at the bottom is supplementary
information on the particular unit highlighted:
lotal sorties, weapon type, skill, morale, and %
serviceable ralings,

This display allows the player to
browse and see jJust where his sirength lies,
and to what purpose it has been committed.
He can also give some Unit specific orders if
he s0 chooses as per the National Command
Span Limitations holow.

8. NATIONAL COMMAND SPAN
LIMITATIONS: Due to the orientation of the
viewpoint of the game, it is unrealistic for
players to be able 1o freely alter individual
Unit orders. However, the theatre commanders
did, on occasion, make direct reguirements of
their staffs for particular unils.,  Accordingly, a
number of Unit orders can be changed by the
plaver directly. within the following staffwork
lirmits:

Allied - Air: 4 wunils; MNaval: & units;
Land: 1 wnit.

German - Air: 5 units: Naval: 2 units;
Land: 2 units.

ftalian - Air: 3 units; Mawval: 3 unils;

Land: 2 unils.

These wvalues are known as the Command
Span Limitation, and the remaining allowance
of changes is shown during the Unit Menu in
the Dialog Box as "(C3L= )"

With the cursor in the second field the

player may assign the Unit new orders. The
player is prompted for a new mission (the
existing mission is the default), a new

intensity (the exisling intensity is the default),
and a new target (for strikes), destination (for
relocations) or convoy route {for naval escorls
and transports), if reguired. YValid targels or
destinations must be wilhin combat range for
targels, and within transport range (2.5 times
combat  range)l for  escorts or Lransporis,
Typing the letter "Q" will return the player to
the Group-level display.

The CSL allowances are reset (o their
original values when the MNational Priorities are
retabulated. If a playver wishes to reset his
forces to the way they were before he made

any individual changes, he need merely
reprocess lhe National Priorities in  their
original order, All unit wransfers and order
changes  will be unwound and the C5L

allowances restored.

8.4 MISSIONS: Combat units may perform
any one of the missions described as follows:

8.41 STRIKE: Attack all enemy units in
a specified target hex exclusively, and ignore
all other possible tlargets. All enemy units
which start, end, or remain in the targel hex
will be attacked,

B.42 REACTION: Attack only those enecmy
units which move within reaction range.
Stationary enemy unils within reaction range
will not be attacked. This mission will be
used mainly by bombers and naval forces 1o
intercept enemy strike, superiority, escort, and
transport Missions, If no such interception
occurs, the reacting unit will make no sorlies
and use no supply.

B.43 SUPERIORITY: Attack all enemy



units, moving or stationary, within combat
range. Borties are penerated and  supply
consumed whether there are targels or not.
8,44 ESCORT: 5ortie, but  attack only
those wunits that atlack it.  Bombers and naval
ransports  ¢an be given ‘'¢lose escorts’ by
assigning fighter or surface nawval units
{respectively} with an Escort mission o the
group. Node that friendly Tighters or sureface
naval unils Iin olher groups with Superiority or
Keaclion missions can be conszidered ‘distant
escorts'.  Also note that naval units escoring
transaporis in the  same  group sheould be

assigned 1the  same  convoy  roule  as  the
transpor]s,

8.45 TRANSPORT: Move self and cargo
td a new location and  return, Al merchant
ships and some naval combat uvnits may he
assigned this mission. The transporting unit

will altack cnemy units thal atiack i1, but with
reduced efficiency and increased wvulnerabilily,
depending on how much cargo is bLeing carried.
Transporl missions must be assigned to a
particular 'convoy route” instead of a parlicular
targel or deslinatlion. The gresiesi intensity
of effort that may be assigned a transport
mission is three (3} - an intensity of four is
used Lo relocate 1the unit 1o a new hase (see
B.55 ‘lielow), Cargn 15 unloaded at the
destination aurmomalically, subject 1o port
capacity constrainls.

Aircraft do not have a cargo capacily.
Axis airborne unils have an intringic airboarme
lift capability which is used when they are
given the Transport mission. The Sth  Armmy
utilizes available nraval transports then  in
Naples to  poerformmm the  Transporl  mission.
EBritish ground units cannot be given the
Transport mission.

The Altied aircrafL carriers may only be
used to ferry aircraft to a localion just soulh
of the Baleric Islands in the Western
Medilerranean known as  the Balerie Island
Flyoff point. Spilfire squadrons transporied to
that point aboard carriers will automatically fly
on 1o Malta. This resiriction exists because
YOUur SUpETiors feel the aircrafy CATTIErs
themselves are much too valualidle o risk any
nearer Lhe  =ingle  preatest concentration of
Cerman airpownr in exigiance.

B.5 INTENSITY OF EFFORT:

B.51 GENERAL: Intensity of effort
determines the nuwnmber of  sortiez that ars
generated for [he lurn. Intensity has five
degregs: 3. Mawimum: 4. Iletermined; 3.
Sustainable; 2. Harassing; and 1. Inaclive,
Units thal arc inactive generaleé no sorlies at
all, The intensgity for each unit is indicated
on displays Ly the number of " symbols for
that wmil,

B.52 NAYAL UNITS: The rate of sorties
are defined 1o be the number of ’round irips?
gentraled during the tuer. For example, an
intensity of (hree means three missions from
the starting lecation 1o the tarpel {or
destination, or along the convoy roulel and
back again for the currenlt turn.

8.53 GROUND UNITS: The rate of sorties
represents Lhe intensily of supply use rather
than any actual number of patrols made.

A.54 AIR UNITS: The rate of sorties
dererminegs the maximum daily rate of aircrafl
sor{ies: 1.9 per aircraflt per day al maximum,
1.3 avL determined, 5% at sustainshle, and .4
at harassing. The actual number of szorlies
flown will depend on umit secviccabilily rates
and the state of the weathor,

8.55 UNIT PATIGUE: MNote that higher
levels of Inlensity of effort adversely effect
unil morale and serviceabilitly. Unils that are
inactive recover marale and serviceabilily more

tapidly than otherwize.

8.5 RELOCATION: Units that are given
trranspott mMissions with an intensily of four are
lrealed as a specocial case, This instructs the
computer (D move the unil to another base,
The word “"Relocate"  will replace the usual
mission and intensily identifier in ithe (hird
field, and the playver should move to the [ourth
field 1o enter a new destination if the desired
onc is not already shown. Alr units given
relocate orders will move immediately and may
be piven another order forthwich. All other
units make their relocation move during combat
resolutlion.

8.6 OTHER OPERATIONS: If the cursor is
in the first field (unit name) the plaver has
the optlion of:

B.61 TRANSFERRING OWNERSHIP: The
Unit may be transfer to another Group. This
does nol physically relocaile the unit {which i=
done using the Transfer mission at inlensity
four), it just changes its superioe group. IF &
unil has been transferred pnee, and the piaver
wishes Lo wransfer il again in the samc turn, it
mitsl be transferrcd back 1o the ariginal group
before it ¢an be transferred elsewhere.

B.62. SPLITTING: 4 unit may be broken
down into two units. Cach new unit must have
a mimmum of ane siep, The owning player
will mame he new unit with a name uop to
eleven characiers long.  There is an abhsolute
maximum of 90 units olal for each player at
any ¢ne time, which may restrict this ability.

8.63 MERGING: This allows merging twa
Units 1o become one wunit, The uniis must be
of idemtical weapon (ype and location.

8.7 LOCATION REPORT: Hitting the
Return key when a location is highlighted will
generalc a report to lthe screen showing the
names of all of the Upilts that are al the same
localion.

9.0 GAME UTILITIES:

2.1 SAYE/LOAD GAME: The current game
may he saved Lo any available drive and/or
subdireciory that has sulficient free  space
available. The game may be saved under any
valid operating system file name, A previously
saved pame mey be loaded from any available
drive gnd/or subdirectory,

9.2 ADJUST SCREEN COLOUR 5 n
compuler syslems allwoing this, Lhe plaver may
use this rouline to set the screen colours to
personal cholees  for nomal faorepround  and
background, inverse foreground and background,
highlighied foreground, and lowlight foreground.
Changes are saved 0 disk and automatically
used the next time the game is run.

9.3 ADJUST SCREEN DISPLAY SPEED: Mas:
messages appearing in the Results Box  are
delaved a variable multiple of a fraction of a
second for readability. This option sets the
multiplier. A mulliplier of zero permils the
faslest gamc play but  may make many
messages unreadahle, parlicularly on fast
pracessor compllers such as turbo 285 and 386
EYELEMS. Jusy  adjust the valye 1 find a
speed thal suits you for your machine. The
maximum multiplier allowed is 99,

9.4 TOGGLE SOUND OM/OFP: This toggles
on the simple sound effects generaled doring
combal  resolution, and  when an imporcant
message 1s displayed.

9.5 CHANGE PLAYER PARAMETERS: Either
side ran he set o use exclusively human,
compuler assisled, exclusively computer, human
higlerical, or compuler  historical Mational
Frigritics ©on a wurm by turn basis. The
hiswrical options parallel aciual stirategies but
not necessanly actual results. The human



option allowe the player to set the priorities
as he sees fit, and they will be carcied
forward unchanged from turn to  tum. The
compuler option allows the computer to make a
selection of what priorities may appear hest at
Lthe tirme,

9.6 ALTER WEAPONS ACCURACY LEYVELS:
The accuracy of each class of weapon may be
individoally medified. The historical reling for
each is 1.0, A setting of 2.00 doubles
accuracy and a sclting of (.50 halves it. Note
that a change of seuting does not affect the
killing power of the weapon, just the chance it
has of hiliing a larget. These ratings may be
changed (o0 handicap one side if desired,

9.7 SET 'FOG OF WAR' LEVELS: There
are four types of fog: 1. Inaccuracies relating

to the estimate of the overall strategic
bhalance; 2. Inaccuracies relaling (o the
eslimated enemy assels in each of the

Western, Central, angd Eastern Mediterranean
bagins; 3. Air to Sea spotting % accuracy; 4.
lnaccuracies in the repeorting of combat results,
The higher Lhe level of uncertainty., the less
accurate the initelligence reports will be, and
the mare difficult the play of Lthe game,
Minimum values are 1% and maximum values
are 99%,

9.8 PLAY GAME FOR X TURNS WITHOUT
INTERYENTION: The pame can be set to play a
specified number af lurns into the future on
'avtomatic pilot’. This setting takes effect at
the conclusion of the current player turn.  The
aulomalic pilot can be interrupted prematurely
by any key press, with control returning w Lhe
player at the beginning of Lhe next game turn.

9.9 FBXIT GAME NOW: This rteturns the
comptiter L Iis  operating  system  withaut
saving the game. Depending on the balance of
¥ictory Poinls, one or the other player wili bhe
declared the wictor. A decisive wvictory is
belter than a substantive victory, which 1n tumn
i= helter than a marginal viclory, Vietory
levele are calculated on the difference in Lhe
aggregate Viciory Point wotals: A difference of
10,000 or legs is a marginal victory; 10,001 to
25,000 is a substantive victory: 25,000 ar
more 15 & decisive viclory.

10.0 HOUSEEEEPING:

10.1 GENERAL: I[n this phase Victory
Popints are gained or lost by the Allied player
depending on what National Priarity was
assigned to Reinforcing Africa. One thousand
tons of supply are distributed o each non-
Malta Group, and the Malta based Allied Groups
are tesupplied out of cepnilral Malta stocks,
Any Spitfire replacement squadrons at  the
Baleric Island Flyoff poinl go to Malta and on
arrival are used intact or broken up to re-
equip first  Spitlire, and then Hurricane,
squadrons. The Axis player receives an
histarical supply of replacement airceraft which
are distributed to the Units most in need.
Each Unit takes its losses for the wrn, and
has iLs skill, marale, and serviceability levels
recalculated. Successful transport  missions
are docked and supply unloaded.
Reinforceme=nts are added to Force B and Force
H if warranied. Malta and the Panzer Armee
Afrika are checked for starvation, and will
surrender if supply falle below zero.

10.2 SUDDEN DEATH: If the Allied Plaver
iz under Historical or Computer control and
loges Malta from  starvation orf invagion, the
game ends immediately and the f[inal Victory
Point wotals are calculated. If the Panzer
Armee Afrika surrenders due to lack of supply,
the game ends immediately and the inal
Victory Foint totals are calculated. However,

if Sudden Death i triggered, ihe player has
the opticn of continuing the pame. With the
gselection of this option, if either playver was
sel to historical play, then they ace reset to
cotnpuler play.

110 INVABRING MALTA:

11.1 GENERAL: The invasion gequence
is perfomued if (and only if) "Capiuring Malca®
is made the number one MNalionsl Prority by
the Axis player. I 1akes place after ordinary
Combal Kesolution and before Housekeeping, at
which time Lthe Axis playver will have a last
chance 1o back out. Cancellation may be made
at 8 coast of 2,000 prestipe ¥Ps to the Axis
player.

11,2 THE AIR DROP: Tliegerkomps XI
must run the pgauntlel of  surviving  Allied
fighter and anii-aircralt fire over Malta befors
il can drop parairoops. There 15 a 25%
probabilily 1that each Allied fighter aircraft will
zhoot down one step of paratroops, There is a
4% probability that each anui-aircrall slep will
ghoot down one siep of paratroops. Surviving
steps are dropped gl the two primary air bases
on Malta: Luga and Hal Far, and will scatier
to a degree determined by the weather and Lhe
number of Allied Tighters  and  anti-aireraft
steps that inlercepled. Surviving unscaltered
paratroop sleps will batile the airfield
garcrigons (drawn from the 1si Malte Brigade) 10
secure possession of Lthe sirficlds,

1.3 THE SEABOCRMNE PRELIMMINARIES:
The [talian 5th Ay will be loaded aboord all
available Convoy Command transports localed at
that time in Maples {space permulting), and will
zail towards Malta. All Axis mawal units will
zail in  support. Any Aliied naval unllts In
Malta will automatically oy to interdict the
landings, and the Allied plaver will he given
the option of having Force B and Force H
attempl 1o interdict as well. All available air
units on each side will automatically join the
ray. Air and naval combal, if reguired, will
then be resolved. Sth Army losses will be
proportional to the [ragtion of transports sonk
en rouie,

11.4 THE SEABORNE LANDINGS: Sth
Amy, if it has not been turned back by
excessive lossges, will Iland on  the thinly
defended southern tip of Malta closest to the
airfields held by Fliegerkomps X1, These (wo
groups will link up and then attempL 10 ¢lear
the iszsland of resistance in a wviolent s1oMmMming
aperation, If ®th Army does not land,
Fliegerkarps XI will attempl 1o clesr the island
alone, Losses I clearing forces will be
approxirnately three times the effective strength
of the Allied army pgarrisons modified heavily
by relative air superiority., The cutcome of the
stoming opsration will  he  determined and
lasscs calculated.

11.5 THE <CONCLUSION: Losses [rom
combat will be divided between participaling
units, aand the oulcoeme of the storming
operation announced, 1If the Axis forces are
successful, then all surviving Allied air, land,
and naval forces located n Malta will
surrander. The Axis plaver will receive Victoky
Points for such units egual to what would he
given for their destruction and, in  addition,
witl receive an extra 20,000 ¥icwory Points in
recognition of the substantial political  and
prestige  considerations  resulting  from the
capture of Malta. If the Axis forces are not
successful, then the survivors (if any) will re-
embark on their transporis and relurn 10
Naples, The Allied player will receive 10,000
Victory Points in recognition of the political
and prestige considerations of having wilhstood



a major ground forces aszault on Malta.

12.00 ¥ICTORY CONDITIONS: The gbject of the
game 15 o win on points. ¥iclory Points are
awsrded on the following scale:

12.1 THE DESTRUCTION OF UNITS:; FEach
stepy of cach unit has &8 ¥YF cost il lost. Thisg
can range from a high of 5,000 VPs for
battleships 1o a low of 2 for a 1ypical
individual aircrafi.  Steps that are damaged but
nol destroved do not result in the loss of any

¥Ps.

12,2 THE S3TARVATION OR CAPTURE OF
MALTA: If Allied supply in Malta i allowed to
fall below =zergo or if 3 successful invasion is
made by Axis forces, all Allied units based on
Malta arc deemed toc be destroyed and ¥YPs arve
assessed accordingly, Prestipe ¥Ps are also
awarded: the Axis plaver receives 10,000 VYPs
if Malts is s=starved and 20,000 ¥Ps if it is
successfully invaded, The Axiz player loses
2,000 ¥YPs if an invasion iz called off, and
lases 10,000 VPs if thc invasion i  not
successful,

12.3 THE SURRENDER QF PANZER ARMEE
AFRIEA: 1f =supply in Narth Africa is allowed to
fall belpw zero, all Axis air and ground units
in Africa are forced 1o surrender and  are
deemed to be deostroyed. In addition 'o any
units in thc game Order of Batile located in
Afeica, 759,000 ¥Ps are assessed as the cost of
the lo=st non Ceder of Haltle  units and
considerable blow 1o Axis prestipe. The game
also ends immediately.

i2.4 BUYIN{G PUEL: The cost of buying
fuel iz assvssed in ¥YPs.  Each major group of
units gets a nominal 1,00 tons of supply fres
per turn. Consulerallly more than that will he
needed by large or active groups, and the cost

of the additional supply draw down is
deterrmined by the following formula:

¥YP cost = B8 * ({1.2 ®* rgquirements /[
naoy ~ 2).

By far 1he largest consumeras of supply
are largze naval vessels, particularly
hatileships. Historically, 1he Dritish spent a
fontune supplying  theirs  (when lhey were
available), and Lhe I[talians often had 1o go
without.

12.5 BUYING STRATEGIC POOL UNITS:
The cost of buxing additional comhbat units
from Lhe strategic pool is assessed in VPs.
This reflects the fact that combat units were
relatively scarce and thal many other theatres
of war were demanding their use, Bolth sides
maintained a pool of units which Lhey switched
from theatre 1o lthealre in accordance with their
overall grand strategy. Sendimg a unit 1o the
Meodilerranean meant Jdepriving SOMECNE
elgsewhere, perhaps somewheore more  important
12 the ouicoma of the war,

12.6 TRANSPORTING SUPPLY TC AFRICA:
The Allied player receives 2,000 VPs for every
turn that “Supplying Africa" is his number one
National Prioriiy, lie gets 1,500 (or making it
priorily number twao, 200 (or mseking it third,
loses 904 for making 1t fourth, and loses 1,504
for making 1l priority  five. The Axis player
recejves ten YPsz for every 5.000 wns of
supply landed in Tripeli, five ¥Ps for every
5.000 tons of supply lended in Tunis, and
twenty ¥Ps for every 5,000 lons  landed in
Benghaozi. The Axis plaver is limiled in the
amauni of supply that can be landed in these
three ports each turn. Tunis has a capacity of
50,000 tons per lurn {equivalent to 10 transporl
trips), Tripoli has a capacity of 20,000 ions
(1% transport  trips}), and Benghazi has a
capacity of 40,000 tons {8 trensport trips).
Note that Tumis 15 nol reliskly available ps a

E:'L die 10 the random whima of the Yichy
nch and Benghazi changeg hand=x in  an
historical faghion, thus Aot being available a1
all limes either. Also nole that excess supply
senL 1o a port will pnot be unloaded, though it
is often a good idea to send some excess with
each canvoy to make up for Insses en rotite,

13.0 PLAYER NOCTES:

13.1 GENERAL STRATEGY: Malia starts
off in a dire supply condition: it must be
resupplied immediately. As the Allied player,
expect W lose one-third of Malta resupply
transports on each round trip, but il you wait
until after the rainy season is over in mid-
Febriuary, xyou will  likely lose  two-thitds.
Malta starts off with 75,000 tons of general
supply and civilian consumption runs to 9,000
tons per  Lure, To survive wa the end of tumn
thirteen accordingly requires ancgther 51,000
Lons or 1l transports wornth of supply. I any
combal unils are to be based in Malta {and 1he
Allied player is advised to do so} then much
more will he needed. Aircrafi need one ton
per  sortie, =0 keeping 100 aircraft or &0
operational will require roughly 1,500 tons per
turn  in  the reiny season, and  1wice that
afterwards. The 23151 Brigade Group can get
by on abowt 3000 1ons per turn. Force K at
starting sirengih needs 3,000 tons per turn that
it is  aclive, This comes t 8 very
approximate grand iotal of 100,000 tons or 20
transporls, {Historically, the Allies got 16
fransparls  Lhrough and  did  very  little with
Force K.}

The primary value of Malta to the Allies
was the opportumity to inlerdict Axis supply 1o
Africa. By stationing only modetatle (orces in
Malta they were abkle 10 Tlorce the Axis 10
assign disproportionsiely large forces o escort
duly, (o0 Lthe direct detriment of the lighling in
Africa, and indeed 1t the war in Russia, AL
the same lime. the Allies always had o
remember lthat the war in Afvica would be wan
in Africa, and so teinlorcing and preparing 8Lh
Ammy for the decisive campalgn was uppermmost
in their minds. This duality i5 expressed in
the allocalion of YPs. "Prepare Offensive In
Africa" should always be the number one alliad

national priority unless events in Malta
absolutely demand otherwise. This priority
generales 1,000 ¥Ps per turn, (or a potential
maximum of 14,000 ¥Ps. Thiz is oo

significant a tolal for the Allies (o fritler away
trying w3 play a ‘strong” siralegy based on
Malta, (Historically, Africa was priority one
for the Allies for nmine of the fourteen (ums.)

The Allies should wse the bombers in
Malta 1o altrite the ltalien convoys during the
first third ol the Eame. Given ithe
overwhelming sirength of the German  fighter
cover, Allied bombers will not last  long
Afnyway. &0 use them appressively from  the
start, If transferred out of Malla., they will
rebuild at the rate of one siep per warn, so
units reduced 1o (wo or three aircraft can be
gent il with & view (0 returning towards the
end of the pame. M course. 1the Axis  will
wani Lo lry (o force these bombers oul s z2oon
as possible o clear one more detriment o
supplying PAA.

The iroops of 231st Brigede Group in
Malta just have to hunker down and absorb the
punishment aimed ayv them. Singe there is no
way LW move anfaniry in er opuat of Malta, they
can only wry to fight off aircraft. The Axis
will want to hit the island hard and constantly



in an attempt to reduca them before any
attempt at invasion can be made, since their
primary function iz to deter such an invagion.
Althouph t1otally devaid of cover, Malta was
crisscrossed  with  numercus  limestone  walls
crealing & sort nof ‘limestone  bocage'  Lhal
would have provided s very high defensive
mulliplier 1  coambal. The [(our weak and
incomplewly ilrained hrigades might well have
fought with effect {if nol success) against the
eight Axis divisions arrayed sgainst them,

Force K im Malta {(four light cruisers,
four destraovers) is a powerful naval lorce foe
interdicling  [talian convoys. The Axis will
want 1o eliminate il or force it to transfer out
of Malta as quickly as possible. The Allie=s
had a =substantial intangible =supericrnly over
the FEegia Marina, and the main purpose of
Force K is 1t force the [talians to use their
fue] puzzling battleships 1w protect their
convays., Grlinarily, if not required 1o escort
Atlied convovs, Force E  will iry to  inlercept
anything nat protected by battleships, Since
the Italians have the battleships and will use
them, the indircel consequence of Force K,
whether it sorties or not, s 19 make the Axis
plaver burn hige gilantities of very expensive
fuel oil. The Axis oplayer must aviod being
tricked into (s position ofilen, Being based
within range of Fliegerkorp [, Force ¥ canngg
remain al Malta forever, but 1t will be able o
cause plenly of -rouble before 10 is wiped out
or transferred o Cibralter or Alexandria if ihe
Axis player is nol careful

13,2 FUERTHER CONSIDERATIONS: The
Itmiian MNavy is nofl nearly as strong as it
lacks. Though 1t is lempling 13 do olherwise,
glick 1o eascort duties with 11 and do nol be
tempted 1> sirike at e Royal Navy unless you
can hit an isolated element.

The Axis player should always buy lots
of air unils. They are the main Axis sirength
and tolally heyond the ability of the Allied
player to influence directly, But be ready to
gell them hack later in Lthe game 0 as to
recover some of their costs (though sell backs
are not allowed after turm B 1¢ prevent "end of
game” syndeome). And that means make 1hem
effective early hy diligent use.

The Axis should wail for the weather (o
clear before irying to wear down Malta, lclting
the air units build wp their sweagih in  Lhe
mEeantirme. But when wyou hit the  Allied
convoys, do =0 willh maximum violence, And
the Allied plaver should wuse such lulls  to
increase interdiction of Axis supply as well as
get supply inwe Malia. if possible.

Therr is no faster way (or the Axis 10
lose than 1o fail 1o keep a healthy amount of
supply in MNorth Africe. Thiz may occasionally
require tho sparing use of ballleships. keeping
in mind that they are expensive in fuel and
caost a lot if lost.

And as a final hit of advice, the Axis
player shnuld always appcar (o be threatening
1o invade Malta, even if you have no intention
of aclually doing so. The threat alone will
force Allied sciions that can he advamagecus
to the Axis.

Sitephen Newberg & Rob Crandall
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SIMULATIONS CANADA S0FTWARE LIMITED WARRANTY

The software, instructional, sand digplay materials provided with this product are
sold "ae ig", with no warranty as to performance or fitness, The satire risk as to
the guality or perfommance of the soflitware is asgumed by the buyer.

To the original purchaser only, Simulations Canada warranis the media 1o bhe fres
from defects for 30 days. If during 1that pericd a defect should occur, the
software media (the disk) may b2 relumed to Simulations Canade for replacement
at ng coat to the buyer. Enclose only the opriginal disk and dated proof of
purchase with guch returns. Simulations Canadas may, at our option, also provide
no cost updates of solftware to lhe cumrent production version for buyers that have
obtained from us a Return For Update notice. Under all other conditions
Simulations Canada will replace returned sofiware media only if the onginal media
and a payment of $15.00 (U.5. funds) secvice charge are provided.

ABOUT DEFECTIVE DISKS:

Our games are extensively tesgted befors release in a process by which we hope to
discover and correct sany progamming errors.  However, due to the complex nature
of mimulation programming, some ermGrs may not be detected until afier publication,
Should you discover such an error, please return the original game disk {only) and
any saved games you may have to us, slongy with as detailed a description as
possible of what wag happening and what sctions vou had teken in Lthe game just
prior 10 when the errot occurred. We will use your information to try to find the
problem and, upon comrection of the error, we will returm an updated digk o you.
Plgaes note that this may take some time, #> be sure to Keep & backup of the
program disk for play use during such an interval,

In addition (o occesional program errore, the disk itselfl may be bad, We
experience the industry etandard 5% feilure rate in diak duplication. Before
aasuming your diek is defective, please check your disk drive, Over 90% of the
disks returned 10 ux as defective mum on our equipment without probleme, but our
drives are regularly cleansed and aerviced for spesd & alignment, If yours haa not
been so serviced, that could very well ke the problem. When we do receive a
defective disk within the 30 day wesrrsnty period noted above, & free replacment
digk will be sent cut immediately. If you are out of warranty on a defective
disk, you must send the service charge along with the original disk to receive &
replacement.

Please note that we cannot maintain any warranly on our game Jdisks if they hava
been altered in any way. 5o please do not save games to the game disk, cut
eXira write notches, =tc. Any wsuch alterations wvoid your warranty. In addition.
our diska are not copy protected. Make a hackup immediately and use it to play
the game. Sore your original in a safle place in caxe your backup digk ever
becomern defective. Our programa are, however, copyrighted. Please do oot abusze
our "no <opy protectlion” policy by giving away copies 0Of the game disk. Doing so
only hurits us all in the long run.

And finally, please remember to give us your name and address (legibly!) in all
comnunications. We will do our best i commect any problemsk and get back to
you As quickly as poenible.
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