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How to play a turn in 5 minutes

This overview guides you through playing a turn of the Intro campaign, which is a simplified,
hypothetical Pacific scenario. In this scenario, a turn represents one month of real time.

This quick walk through will get you going in the minimum time. Many screens will be featured
only cursorily. Later you can learn how to use the screen information and controls more
thoroughly. Almost every screen has a '?' button, usually at the top-right side. Clicking this will
bring up context help for that screen. You can use this feature during this walk through any time
you want. But be aware that this will extend the time it will take to play the first turn.

You should be at the Start Screen:

Welcome aboard, Admiral

Load the Intro campaign

Move your mouse over the 'Select Campaign' option on the Start Screen. The option will now
be bordered in red:


file:///C|/T/Scenario_Intro.htm
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Quit

Click on the option. A new screen will now appear, where you select the campaign you want to
play:

1. Choose Game

Atlantic1
Intre
Med1

Pacific1

2. Choose Side

[ 1

3. Load File

Continue Game

To select the Intro campaign:
« Click on'Intro' in the top-left list, where it says '1.Choose Game'.

You will now see a short description of the Intro campaign in a pop-up help page:



Scenario "Intro” 5

This is an infroductory, hypathetical scenario setin the Pacific - the US vs Japan. Itis similar to the full-sceée ‘Pacific 1" scenanio but with
much reduced forces and & simplified number of bases to make the scale of play easier for a beginner

It is designed as a support tool, to be used with the bow to play 8 fwm in 5§ minutes help page. But you can continue to play the game for
at long as you want. ks small scale makes it useful a5 a practice campaign

As with all SAS WW2 scenarios, you can play for either side against the computer, or ancther player, and you can swap sides at amy I
timea during game play. For the LS, you play as Alfred Mahan [, & descendant of the greatest LS naval strategist of all ime; for the 1
Japanasa you camy tha name of your grand fathar, the glonicus victor &t Tsushima wha showed that Japan had truly arrived as a naval
polvar of the first rank

In tha gamea, the Japanese are at the historical ket of thedsr expansion, but are stll pursuing a very agarassive stralegy under the
Influgnce of Isoraku Yamamota, 50 do not be surpnsad o 588 a computansed Japanese oppanant push far morsl

The start NQ resources ara intent onally smal - enowgh to bulld a nawy on each side of & few hundred thousand tonnas pust a quarter tooa
fitth the histancal size

The odds are rated as “axdramaly easy” for the US and comvarsaly "exramaly hard” for the Japanese, mainly dus to Amernica's far
supenar industnal produchon, the influence of which well prograssively be fell a5 new ships enter thea game

But the LIS player can not exactly sit back and do nathing - the Japanase have a very lucrative rade wath the Dutch East indies and
Maleya, and if left simpeded, will als0 ba able 1o daveld resources at a strong rate

The map size is huga - over 28 million squara nawtical miles, stretching from the LS West Coast to Singapore, and from Brisbane in the
south to the Aleubans in the far north

Both sidas start with historical levels of technology With proper resourcing and focussed prioftias by tha US, expect ta see LS
developmants in radar especially. the Japanase will do well 10 increasa thair ASW capabiibes The LS should al5a seek to improve the
performance of their lorpedoes at the earliest opportunity. The US has better construction technigues and is able to build ships more
quickiy and cheaply. This is also an area that the Japanese may wish to invest in

Troops are included in this scenano. The LIS is set to develop strong amphibicus capabilities and forces but it will be a while before
combined operations of any strength can be mounted against Japanese positions that are well defended by strong disciplined troops
and, for tha most part, very weall-preparad dafences

Both sidas have sizeable air forces; and camier and land-based air stnkes will fegture prominentty in the many battles to come -

After reading the page, close it by clicking on the 'X' button at the top right of the screen:

« Click on 'United States' in the middle list where it says ‘2. Choose Side'. This selects the
United States as the side to play for in this introductory walk-through.

« Click the 'Continue Game' button at the bottom-right of the screen, where it says '3. Load
File"

3. Load File

(Use of the separate 'Re-start Game from beginning' option is explained in the full help
files).

You are now in your Admiral's Office, ready to start the game for the United States. Your
Admiral's Office is your command centre for giving orders and reviewing information:



Playing one turn of the game involves doing four things in sequence. This help page sequentially
takes you through all of them:

1. Reviewing your current situation

2. Building new resources: infrastructure, ships and - if these are enabled for the
current campaign - aircraft and troops

3. Deploying your ships, aircraft and any troops being
transported, using operational orders that include rules of engagement for your fleets

4. Running the turn and, while the turn is being played out, optionally
intervening with hour-by-hour tactical responses.

Reviewing your current situation

There are three kinds of information available to you:

. Information on the Theatre Map.
. Information in the Briefing Report.
. Information in the Turn Replay.

For this 5 minute walk-through you will learn how to access this information. Later you can learn



how to make use of it.

Theatre Map

To access the Theatre Map, click on the big wall map on the wall of your Admiral's Office.
The map will expand to full screen size. It should look like this:

. | Own Ships [ER R || Enemy Ships

e |l Srép Duisn Figd  (wwrege  Fieel
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The map shows the geographic location and status of your own fleets and and known enemy
fleets and ships, as well as your own and enemy troop and aircraft strengths. You can also see
your own minefields and suspected enemy minefields. And you can link to detailed information
about the current orders for all of your fleets.

The map includes controls for enabling or disabling the display of various kinds of information.

HeE
Close the map by clicking on the top-right SAS WW?2 icon 1.

Briefing Report

To access the Briefing Report, click on 'Briefings' on the blackboard to the left of your
Admiral's Office:



You will see the report open on your desk. It will ook like this:

Except for the first turn, the report gives an overview of action from the last turn with links to any
battles and summary information on losses of ships, troops and aircraft and a detailed economic
balance sheet. Enemy intelligence is also summarised - their technology, current order of battle
for their navy, and intel on their ship characteristics. Details of all your own resources - ships,
troops, aircraft and infrastructure at your ports and airfields is also provided.



You can jump to sections in the report using the links on the first page table of contents; and you
can also just scroll through the report.

Turn Replay
The turn replay is not available at the start of the game. You will see the replay later on in this help
guide.

Close the Briefing Report screen by clicking on the SAS WW?2 icon % at the top-right of
the screen. This returns you to the Admiral's Office.

Building resources

You can now add to your ships, aircraft, troops and infrastructure by building more.

Automated help is available for all these tasks, so it takes a few seconds only to do all of this if
you use the help to the maximum extent.

The recommended order of play is to build in this order:

. Build infrastructure.
. Build ships.

. Build troops.

. Build aircraft.

Click 'Build' on the top-left blackboard:




You will now see the Build Menu on the blackboard:
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Build infrastructure

Click 'Infrastructure' on the blackboard menu:;
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You will now see this screen:



Infrastructure Plan

In accordance with our aggressive strategy, The Budget Director, Admiral
Raymond Kimmel, and | have drawn up a proposed infrastructure plan.

It involves investing approximately 20 % of our available funds, leaving the
balance for construction of ships, aircraft and troop units.

Do you wish to start with my infrastructure plan? You may of course
amend it as you deem necessary.

Admiral of the Fleet William F. Halsey

No | Change Strategy

Infrastructure means the facilities at each of your ports - dockyards, defences and surrounding
airfields as well as the level of industrial development servicing the port. It also includes your
training facilities and levels of technology R&D and enemy intelligence.

Your 2IC has planned how many resource points (RPs) to spend on infrastructure, and where to
spend them - based on your current 'aggressive' strategy. To see the plan, click the 'Yes' button at

Yes
the bottom-right of the screen: B

The details of the plan will appear:



== — L — - - e —

BUILD Infrastructure It

Remaining RPs 2377
|

Investments

RPs to Spend Currant Laval Maw Laval

Maval & Air Training |55 6.0 611
| : |
| Army Training 55 ] 55 5.61
| s
| Intelligence 75 6.0 6.075
’ Technology 46 i Priorites | 50 5.046
| Port Infrastructure [308 {Max RPs spendable = 4350}
|
| Selecia Pori Cumrent Lavel Targat Level
| ——— - Expart industry 0.0 0 | -
| San Francisco | - 2 —
| Bomestic industry 8.0 a | -
| Resource priority  |High -] Bioc k= 95 "0 [w]
| P—
| Hirfields 10.0 10 |
|+ Detences 8.0 10 -
! Claar all Allocations Commit Funds

You can use this screen to edit any aspect of the plan; but for now, just accept it without
amendment by clicking the bottom-right 'Commit Funds' button to lock in the plan:

Commit Funds

You will be returned to your Admiral's Office. The phase of the turn related to building
infrastructure is now complete.

Build ships

The Intro campaign starts with no ships on the US side so you must build them now. Ships built
on the first turn then become available immediately (unless specifically delayed).

The simplest way to build a navy from scratch is to rely (again) on your 2IC. He can select the
right types of ships and balance the numbers of battleships, cruisers, escort ships and so on, to
suit your overall strategy.

You can vary any part of his plan or do it all yourself and even design your own ships, but for now,



the simplest option will be followed.

Click 'Ships' on the blackboard menu:

— | ?
| Ship Construction Plan

In accordance with our aggressive strategy, The Chief Naval Constructor,
Vice Admiral William Earle, and | are ready to draw up a proposed ship
construction list that is in accordance with our aggressive strategy.

You can of course amend the plan in any respect.

Do you wish me to draft a ship construction plan for your approval?

If you click 'No', you will see the editor where you can personally select or
design ships to build.

Admiral of the Fleet William F. Halsey

No ‘ Change Strategy

I Yes

Click the 'Yes' button d at the bottom-right of the screen to authorise the




construction of a navy by your 2IC.

After a few seconds, you will see a scrollable list of the ships listed by type:

."_'ihip Roster Hzee Undamaged Msee Damaged  Msee Lost  Eses Bullding Up [:-n-.r.'r

BATTLESHIPS

I

CRUISERS

Ldesdand

ESCORTS
Sauliey
Radord
OBanron
Hicholas
L allette
Jerkins
Fletcher
Chesvalier
Benson
AE ]
[rpge

Lang 5

Benham SimeBenham clss
Ellett SimeBenham class
Biresers Ecaners Class

scroll down for more

Close the screen by clicking the top-right X' button: Lﬂ You will now see a screen where you
can edit the plan by selecting or designing some of your own ships:



BUILD Ships

2, Select class

Montana
Nevada

MNew Mexico
Morth Carolina
Pennsylvania

3. Or set these values...

[t

i

Ship Data:

Class |South Dakota

Name |South Dakota

madivrm Battheship
L4819 tonnes (full load)

Sire Gun# Calibee Sec Msmour  Stengih  Speed  Range g * 16.0 in. guns
1 1 1 1 1 1 1 1 13.5i0n. side belt
2 2 2 2 2 2 2 2778 pts strength
3 3 3 3 3
5 5 5 5 5 5 5 15676M40026223 nms @ 121624 ds
Wizeks 1o commissioning 0 'I Sed | Damapge: [0 % *I
Navy List Tonnes
Albacore Balac Claas fast large Submarine 1801 - Build |
Charles Lawrence Bowers Class mediom Destroyer Escort L&50 :
Banham Sima/Benham Clazs fast medium Descroyer 2388 N
Benaon Benson/Gleaves Clasa fast medium Destroyer 2453
Bogus Bogus Cless L5622
Bowers Bowers Class medium Destroyer Escort 150 Cancel |
Brennan Brennan Claszs alow medium Descroyer Escortc 1527
Brooklyn Brooklyn Class fast large light Cruiser 13035 View All |
Cannon Cannon Class alew medium Destroyer Escorc 1546
Cazablanca Casablanca Claesa 10247
Thewval ier Fletcher Clans fast. laraer Nestrover 7934 3
Total Tonnage Built: 266829 FiﬂiShed|
11085 tonnes

Remaining Tonnage To Build:

For this quick walk-through, no editing will be done. Just agree to the plan by clicking the

Finished

'Finished' button 4| at the bottom-right of the screen. You will now be back in your
Admiral's Office. The build ships phase of the turn is now complete.

Build Troops

The Intro campaign starts with some troops on each side, but you can also raise some more.
These always start at your home base.

Click 'Troops' on the blackboard menu:
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You will then see this screen:;

BUILD Troops 2
T —— The plan is to raise 64000 infantry troops.
They will be immediately available at your home
% of Bhsgat i span 108 - port of San Francisco
2 The cost will be 192 RPs.
Raising training levels is: (Important .v|
s e o . . In addition, 128 RPs would be spent on
: ) improving training and equipment levels for all
Raising equipment levels is: Important | - troops raised in the future.
= The total cost would be 320 RPs.
Desired ratio of Garrison : Amphib. froops: 8040 | ™
Current strengths:
Own Troops: Enemy Troops:
Traop numbers: 126000 {No estimate available)
Troop combat value: F0200/55800 {No estimate available)
Troop training: Above Averapge Below Average {No estimate available)
Troop equipment: Very Good {No estimate availabie)
| Cancel Redo | | Commit

Again, your 2IC has prepared a plan based on your strategy and various specific attributes.
Normally you may want to modify the plan, but for this quick run-through just agree to the plan by

Commit

clicking the '‘Commit' button at the bottom-right of the screen. You will now be
back in your Admiral's Office. The build troops phase of the turn is complete.



Build Aircraft

The Intro campaign starts with no aircraft yet available for your carriers and land-based airfields.

Click 'A/C' on the blackboard menu:

You will now see this screen:

Aircraft Construction Plan

In accordance with our aggressive strategy, the Theatre Commander, Air
Forces, Air Chief Marshall Henry Hall, and | have drawn up a proposed
aircraft construction list.

Our strategy is to favour bombers of all types: 20% interceptors, 20%
escort fighters, 40% bombers of all types and 20% reconnaissance aircrafi.

You can of course amend the plan by varying the resources available for
production, and also by designating certain aircraft as having production

priority.

Admiral of the Fleet William F. Halsey

Change Strategy View




Your 2IC is ready to plan the construction of new aircraft suited to your overall strategy. (For
example, more aggressive strategies favour more bombers). You can change the strategy but for

| View
now, click the 'View' button & o {0 see the plan:

BUILD Aircraft Maximum number that can now be operated = 965 ac of all types) ?
Type Number Ordered
Hudson I Long Range Recce/Light Bomber 6 -
Maryland Mk IT Medium Bomber 6
A-20A Havoc Medium Bomber 6
A=20C Havoc Medium Bomber/Torpedo Bomber 6 -
B-17C Flying Fortress Heavy Bomber 6 i
B-18A Bolo Heavy Bomber i}
BE=-18B Bolo Long Range Becce/Heavy Bomber o
B-24D Liberator Heavy Bomber 54
B-25B Mitchell Medium Bomber 6
B-25C/D Mitchell Medium Bomber/Torpedo Bomber 27
B-26 (Pac) Marauder Medium Bomber L3
B-26 Marauder Medium Bomber G
B-26A Marauder Medium Bomber/Torpedo Bomber [
B-26B Maraunder Medium Bomber 6
F2A-1 Buffalo Fighter 6
F2A-2 Buffalo Fighter/Light Bomber 6
F2A-3 Buffalo Fighter/Light Bomber 6
F4F-3 Wildcat Fighter/Light Bomber 6 sl
: + Total AC: 587
]
| Total RPs: 359.83
Cancel Change Strategy | ‘ Commit

You can amend the plan by prioritising or restricting certain aircraft or changing the resources

Commit

spent on aircraft but for now, just accept the plan by clicking the 'Commit' button
You will now be back in your Admiral's Office. The build phase of the turn is now complete.

Now, click 'DONE' on the blackboard Build Menu:
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This returns the blackboard menu to the main To Do menu:

) )
fer (A A
- L .--J' _'{ 4
o P ;J’c--rfo

Boudel

jiﬁp fﬂtf
GO !

From here, you can start your deployment tasks.

Deploying resources

Click 'Deploy' on the blackboard To Do menu:



Deploy fleets

SAS WW?2 gives you complete flexibility to choose the degree of control you want over this
most important task. At the most extreme end, you can manually assign ships to fleets and set the
route, rules of engagement and other orders for each fleet. At the most simple end, you can get
your 2IC to plan everything for you with one mouse click. And there are many intermediate control
options as well.

For this simple guide, you will use your 2IC to plan everything.

Click 'Form Fleets' on the blackboard:



Operational Plan

In accordance with our aggressive strategy, The Chief of Operations,
Admiral of the Fleet William Evans, and | are ready to draw up a proposed
operational plan, allocating our ships to fleets and determining their
missions.

The plan will replace any that | may already have prepared for the current
quarter.

Do you wish me to draft an operational plan for your approval? You can of
course amend the plan in any respect.

Admiral of the Fleet William F. Halsey

| Neo Change Strategy

Your 2IC is ready to plan missions for your ships based on your strategy - from cautious patrols
and convoys through to more aggressive bombardments, blockades and amphibious assaults.
There are fourteen possible mission types. For each mission, the 2IC finds the best target hexes
and the most suitable ships and sets up each mission if enough of the right ships can be found.




To authorise your 2IC to prepare the plan, click the 'Yes' button: Bs

It may take a little time for your 2IC to plan all the missions, as there are many factors to consider.
During this time, a progress bar and text message updates you on what is happening:

Operational Plan

Please wait while the plan is being prepared...

When it is finished, you can review the fleets and missions in the Mission
List.

Building Offensive Patrol Missions, pass 1...

When the plan is complete, details of the planned missions will be listed:



List of Missions Cancel ol unlocked Selected Mission Details
S >

CF1") NEW

vy froem Pearl Marbour

EW

You can view the details of any of the missions, cancel any and try again, but for now, just note
that that you have some convoy and troop transport missions, some offensive patrols by surface
ships and subs, and some minelaying missions. The remainder of your ships are placed in 'Ready
Reaction' fleets - available to steam out at short notice to intercept enemy that come close enough.

You can view the route any mission will take, and other mission details, by clicking on it in the left-
hand list. Details of the selected mission now appear on the right. The illustration here shows
details for the 'Offensive Patrol' by fleet 'TF1":



(S

List of Missions m Selected Mission Details

Offensive Patrol "TF1"NEW Lockin Cancel

| Battiesnip

To view the proposed route on the map, click the See Map link in the details page. You will see
the route marked as a series of white crosses, with the actual objective hexes for the mission
marked as red crosses:



Close the map by clicking anywhere on it.

Now close the List of Missions list by clicking on the top-right ‘X' button:

The Theatre Map is now displayed, and the fleets involved in the missions are shown in a list
on the right-side of the map:



Cwn Ships Hea s Reater | | Ememy Ships
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You can select any fleet and see more details of the route path and so on; but for this walk-
through, just click the top-right SASWW?2 icon to close the map and return to your Admiral's
Office. You have now completed the task of deploying your fleets (including the transport of any
troops to your own ports or to enemy ports to assault them).

Deploy A/C
Your last task before running the turn is to deploy aircraft to your carriers and airfields.

Click on 'Deploy A/C' on the blackboard Deploy Menu. You will see this screen:



DEPLOQY Aircraft

Aircraft at Airfields

Aircraft in Reserve

Aircraft on Carriers

AlMeld at San Francisco - 0 1ofal 3 » AC In Rasarve - O total alc Essex - 90 lotal ale
Airfield al Peard Harbour - 118 tata] 5d * FAF-4 Wildcal
1*A-20A Havoo | 18 * 3BD-5 Daunbless
2" A-20C Havoc = 18 * TBFMBM-1 &venger
4 * B-17C Flying Forlress ‘Bogue' - 23 total alic
28 * B-24D Liberator —! 14 * F4F-4 Wildcat
2 * B-258 Mitchell 5* 5BD-5 Dauntless
6™ B-25CID Mitchel 4~ TBFITBM-1 Avenger
1™ B-26 Marauder ‘Casablanca’ - 27 total alc
2™ B-26A Marauder 16 * F4F-4 Wildcat
2 * B-268 Marauder £ * 5BD-5 Dauntless
2" F2A-1 Buftalo 5* TBF/TBM-1 Avenger
1" F2A-3 Bultalo
4 * F4F-3 Wildcat
T " FAF-4 Wildcat
13* P47 Wikdcal ] Show Selected AC Details
2 *Hudsonl
1 * J2F-6 Duck

1* Marytand MEII

16 * 032U-3 Kingfisher

§ ™ P-38G Lighining

* P-30K Aracobra

* P.30M Alracobra

* PEM-1 Mariner

* PBM-3D Marinar

* PBY-4 Catalina

* PBY-5A Calalina -

£ m "

b B BRI B3 PR -

Exit

Your 2IC has already planned the deployment of all available aircraft based on the type and
number of aircraft you have, and the type and number that can be operated from each of your
airfields and carriers.

You can change any of these decisions if you want, but for now, just click the 'Exit' button to agree

Exit
to the plan: . This returns you to your Admiral's Office. Your deployment tasks

for the turn are now finished.

So, click 'DONE' on the blackboard Deploy Menu:



This returns the blackboard menu to the main To Do list, where in a moment you will be
choosing to run the turn:

Running the turn and making tactical
responses

Now that you have finished your build and deploy tasks, you are ready to run the turn.

When you run the turn the computer first calculates all enemy build and deploy orders (if the
enemy side is computer-controlled). Then the computer puts your orders together with your
enemy's and calculates all the action hour-by-hour.

The calculation includes the very important task of making emergency responses for both sides.
Your fleet deployments (and those of the enemy) were made by planning several weeks ahead;
but the best laid plans always need minor or major modifications in the face of reality! The enemy
may suddenly appear where he wasn't expected. New threats and opportunities arise all the time.



And your fleets may be unable to complete their assigned mission due to damage.

As the calculation progresses you can selectively override the computer's recommended
emergency hourly responses for any of your fleets, airfields and airstrikes. But for this walk-
through we will keep things simple.

Access the Run Turn Screen

On the main To Do list, click 'GO!":

You will now be asked to confirm that you are ready to run the turn:



Are you ready to end your turn?
If you have finished all your moves for this turn, click "OK’; otherwise, click 'Cancel’
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Cancel

Click the 'OK" button at the bottom-right of the screen.

In the Intro campaign, the enemy's first turn moves have not yet been done. You will now see a
screen that asks you if you want the computer to make moves for the enemy:



You have completed and saved your moves, but the enemy's moves have not been
completed. Do you want the computer to take over the enemy side?

e - -
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You could click 'No" and wait for another player to make moves for Japan. But for this run-through,
and indeed anytime you want to just play against the computer, click 'Yes'.

The computer will now calculate all enemy moves. This may take a little time, but you get progress
reports of the calculation:



Calculating moves by Japan...

i

N

71—

Checking technology advances

Usually the phase that takes the longest is when the computer is forming enemy missions. This
may take a little while, so please just wait until it is all finished. The screen will then close
automatically, and you will briefly see this screen, telling you that data for the run turn calculation
is being prepared:



After a few seconds, when this is complete, you will see the run turn screen:



Shap Lawnches From; Waliam Pratt  Comsander, Home Base.

iy Mon
T T . e e N

The screen shows a map of the theatre, and some controls at the bottom for running the turn. The
calculation is paused at the first hour, awaiting your command to start the hour-by-hour calculation.

The message in the middle normally shows on the first hour - it announces all new ships that are
commissioning (becoming available for play) this turn:



Ship Launches From: William Pratt Commander, Home Base.

Albacore
Charlesz Lawrence
Chevalier
Cleveland
Daniel T. Griffin

| Dorpell
Ellett
Essex
Fletcher
Gato
Geeenling
Benbam

| Grouper
Growlex

| Grurion
Guardfich
Iowm
Jenkins
LaVallette

| Larg
Mayo

| Mayxant
Plaw mmm

o

Balap Clacs
Bowers Claszz
Fletcher Claszs
Cleveland Clacz=
Bowezrs Class
Bowers Class

Simg /Berham Class
Eszex Class
Fletcher Claczs
Balao Class
Balss Clazs

Simz /Berham Class
Balap Claszs
Balap Clazs
Balaoc Class
Balao Class

Iowa Class
Fletcher Claczs
Fletcher Clacs
Sims /Benham Class

Benzon/Gleaves Class

Sims /Berham Clacs

Bamcan /Ml aswvar Plass

Description

fact large Submarine
medius Destroyer Escort
fast large Destroyer
facst large light Cruicer
medius Destroyer Escort
medive Destrover Escort
fast medium Destrever

fact large Dectroyer
fast large Submarine
faczt large Submarins
fast medium Destrever
fast large Submarine
fact large Subzarine
fast large Submarine
fazt large Submarine

very fast large Eattlechip

faszt large Destroyer
fact large Dectroyer
fast =edium Destroyer
fast medium Destroyer

fast medium Destroyer
Fark madsn= Marbkwarme

Tonnage
(Full Load)

1801
1650
2934
12508
1650
1650
2388
34197
25934
1801
1801
2389
1801
1801
1801
1801
56154
2534
25348
2368
2453

2389
L

OK, we are ready to run the turn. But before proceeding, a little explanation of emergency tactical
responses is needed.

Disabling emergency tactical respnses

Normally, a player may want to control emergency tactical responses during calculation. A player
can control the responses of specified fleets, or amend or cancel air strikes from selected carriers
and airfields. But for this simple walk-through, you should disable all these options.

To disable emergency tactical responses, click on the 'Options' button at the bottom of the screen:

Options

You will now see the options screen:



Select the messages you want to see:

Ship Launchings & view troops El Bombardments

B Enemy Fleetl Sightings B Carrier Ops

Bl Emergency Flest Orders B Emergency Ship Departures
Bl Encounters avoided B cargo Handling

Surface Battie Reports M Enable sound B ship Refusiling

B air Strike Repons Ed ship Repairing

Sub Bafle Repors B Aerial A5W El Minelaying & sweeping

E STOP FOR FLEET TAC RESPOMSES
B STOP FOR LAMD AIR STRIKE TAC RESPOMNSES

B STOP FOR CARRIER STRIKE TAC RESPOMNSES

Emergency responses are enabled or disabled using the three tickboxes at the bottom of the
screen:
STOP FOR FLEET TAC RESPONSES

STOP FOR LAMD AR STRIKE TAC RESPOMSES

STOF FOR CARRIER STRIKE TAC RESPONSES

For this run-through, we want to disable all three types of responses. Later, at your own leisure,
you can learn how to use these important options, which greatly add to tactical control. Clear all
three tickboxes:

STOF FOR FLEET TAC RESPONSES

STOP FOR LAMD AIR STRIKE TAC RESPONSES




Now click the 'OK" button: to close the options screen.

Run the Turn!
Now, to start the calculation, click on the >' button at the bottom-left of the screen:

as this button calculates only one

Make sure you have not clicked the ">|' button: I
hour of action at a time.

The calculation will now run through the full four weeks of action, calculating all fleet and aircraft
movements, battles, emergency responses and many other events.

As events occur, messages will appear on screen summarising the event and pointing to its
location:
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There are over thirty different message types; later, you can learn how to filter out the ones you



are not interested in.

Some events are more important than others of course - such as reports of surface battles, air
strikes or submarines encounters. The battle messages have links to detailed reports and, in the
case of surface battles, full shell-by-shell action replays! Do not be concerned at this stage about
following all the action. Later you can learn how to slow down or pause the calculation. In any
case, all of the action is fully replayable at your leisure in the turn replay, which you will see soon.
And the action is also summarised in the Briefing Report.

As the turn is calculated, the progress bar updates. Your fleets move on the map. Event
messages of various kinds quickly flash before you. The current hour being calculated is shown at
the bottom of the screen:

As the calculation progresses you can freely zoom in or out and drag the map around,
and turn hexes on or off. You can pause the calculation at any time or slow it down. These
features are best left for your later experimentation. For now, just let the calculation complete at
maximum speed.

The calculation should take around a minute on a reasonably fast computer. If it takes significantly
longer than this - say 4 minutes or more - then your computer specification may be too low for
optimum gameplay. But there are also ways you can maximise performance with your existing
hardware. You can consult the trouble shooting help page at any time if needed.

Replaying the turn

When the calculation is finished, a message will appear asking you to wait while the files are
saved:


file:///C|/T/Troubleshooting.htm

After a few seconds, the replay turn screen will then appear. It looks very much like the run turn
screen but with a few more controls:
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The replay is paused waiting for you to start it. Use the '>' or ">|' controls to move the replay
forward either continuously or an hour at a time. The ">>|' control takes you to the end. The '|<<', |
<"and '<' controls work the same, but in reverse. The '|' button pauses the replay. For an overview
of this and other features of the replay screen, see replay the turn.

For now, just close the replay screen by clicking on the close button at the bottom-right of the

This takes you back to your Admiral's Office.

You can bring up the replay screen again at any time by clicking 'Briefings' on the blackboard To
Do main menu, and then clicking on the newsreels at the right-hand side of the screen.

Reviewing the Briefing Report

You have previously seen the Briefing Report in this overview, but at that stage, there was no
action to report.


file:///C|/T/ReplayTurn.htm

If you click on 'Briefings' on the blackboard To Do main menu, you will see the Briefing Report as
updated for the events of the turn just calculated.
Action reports

In particular, the 'Action Reports' appendix lists all battles of any kind and provides hyperlinks to
each battle report.

Go to this appendix now by clicking on ‘Action Reports' in the front page table of contents - it is the
first Appendix, or else by scrolling through the report:

The report should now display the Action Reports appendix. If you have played the Intro
campaign exactly as instructed, making no emergency tactical responses of your own, the
summary should list a variety of actions: one surface battle, an air strike by you and your enemy, a
submarine encounter, a surface bombardment and one instance of damage from enemy mines:

Summary report of a surface battle



If you click on the 'See report' hyperlink, adjacent to where it says "One surface battle", you will
jump to the 'Surface Battles' section of the Action Reports. Here, any battles are listed in more
detail:

Now click on the 'See the Report' hyperlink adjacent to where it says 'Battle of United States...".

You will see summary results of the battle:

Battle Results Battle of United States, Sunday, 21st. of June, 1542 1Duvm! Up | Fastay botie
Started 2 PM in Hex 8410 Lasted 2 hours, 1 minute AT
Mlﬂ;%ili-Shm:}ﬂv.m:ﬂuﬁh&MMhﬁdtﬂy
Opaning range: m
Curn Mt [CF1]
Eneary flaeds: [TFX]
Owin: op Eruo tedl finoding pmac rurred Amime repmir El'lll‘l‘fj‘ Tinoding spaad Tumrst
danage  damage o5t rits st oot st nits
Shmlf L] I 10%) |® 1084%) "3 EHe] i a| [ 10%) Shlpi: (R "6 k|
Bowers LTI T T T R T T T T T T 1 nnmn | Harusame
i Uk " et g
Brannan L L L LI 1L T B— i nign | Hatsuyuk
da SN ol Right darage
Cannen OO DN DO 0 1nn 1 | Hibiki - 1
o E211T M Light damage
Charles Lawrence ..o e mmmmm w0 1 | 1k3zuchi u L
5 N e Modaraa durags
Danlel T. MO i om0 1 oy | Mikuma
o S Uretnmaged
Dennel G G O e i i | Fyuhe
T b kil e — Uraiamagmd
Shiratsuyu
G Ureamaged
Taiye
—— Urezmivigad
kLeru
a e m sgd

Help is available on how to interpret the information on the summary. But for now, just be aware
that the summary graphically displays battle damage for all ships.

Replay a surface battle

Best of all is the unique feature that allows you to replay the entire battle, shell-by-shell. Simply

click on the 'Replay battle' button at the top-right of the screen:

Replay battle

. You will now see




this screen:

The screen has many controls for re-playing the battle forward or backwards at varying speed,
zooming in and out, and optionally stopping on main gun or torpedo hits. You can view the ships
changing target and movement orders and watch as damage of varying kinds accumulates on
each ship.

For this walk through it is suggested that you simply close the screen by clicking on the SAS
WW?2 icon at the top right side. Later you can explore this screen in more detail. Now click again
on the SAS WW?2 icon at the top-right side of the battle summary screen to close it. You should
now be back viewing the Briefing Report Action Reports appendix.

Summary reports of other actions

The Action Reports appendix should also have links to the other battles: two airstrikes and a
submarine engagement. If it is not immediately visible, scroll through the Briefing Report until it is:



Follow the links to see similarly presented summary reports on these battles. You may note that
while the two air strikes were rather inconclusive, the submarine engagement was not - four allied
merchant ships being sunk by Japanese submarines:
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Finally in terms of action reports, the appendix summarises details of an enemy bombardment of
Port Moreshy, and of damage to the Carrier Essex from enemy mines:




Remaining Briefing Report information

As well as battle summaries, the Briefing Report summarises your overall economic position, your
naval, air and troop losses, provides updated intelligence on the enemy, and much else as well.
You can learn how to read the Briefing Report at your leisure later. For now, just close the Briefing
Report by clicking on the SAS WW?2 icon at the top-right hand corner.

The End!

You have now reached the end of this 5 minute walk-through. You have made all decisions for a
whole turn (being four weeks of real action). And you have then played the turn out, seen the
events unfold and learnt a little about the replay screen and the Briefing Report.

From here, it is up to you how deeply you wish to delve in your games. You have seen how easy it
is to make all your crucial decisions simply by relying on your 2IC. But when you are ready and
interested, you can learn how to take more control in any area: perhaps selecting or designing
some ships, or even your whole navy; or taking a more active role in operational orders, using any
of the multiple command levels that are possible. During turn calculation, you may want to take
hands on control of specified fleets or airfields, determining fleet emergency orders and air strike
targets and profiles. You may want to reduce the length of the operational turn to one or two
weeks, so that you can direct the war effort in considerable detail. You can also learn to use the
Campaign Creator to set up your own campaigns, accepting historical default values or playing
with history as you see fit.

All these choices await you, and as explained below, in-built help pages guide you every step of
the way.

How to get Help

The game has a rich set of hyperlinked help files to instruct you on every aspect of the game.

See How to Get Help for more information.

We at NWS hope you enjoy playing SAS WW?2 for many hours. We hope you find it both
challenging and very playable.

Good luck Admiral!
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Your Admiral's Office

Welcome to your new office. To help you feel at home here, you can see
your name plague on top of the filing cabinet, a picture of the Battleship you
commanded before your elevation to be Supreme Naval Commander
(or "supreme desk jockey" more like!). And above that is a picture of your
leader, who personally has approved your appointment because of the faith
he has in your leadership.

You access all main functions from here:

. Making command decisions for a game turn.

. Getting information to base your command decisions on.
. Loading and saving files.

. Changing game options.

You can also bring up the complete help files for the game. These
files are fully cross-referenced and hyperlinked for ease of navigation.

You can exit the office at any time by clicking on the SAS icon at the top
right of the screen:

=

Just remember to save the game first, if you want to be able to come back to
where you stopped. (See Loading and saving files for

Instructions.)

Making command decisions



Playing a turn in SAS is easy to do. There are two main steps to perform:

. First, you build the resources you need - ships, aircraft and troops.
. Then, you deploy them to where they are needed, along with their
combat orders.

When you have done both steps, you are ready to run the turn.

You access all command functions through the menus on the blackboard at
the top left of the office.

The top level menu looks like this:

The build and deploy steps are done by clicking "Build" and "Deploy" on the
menu. Follow this main menu link for more information.

Getting information

Before you build and deploy, you should be well informed of your situation vis-
a-vis the enemy.

SAS gives you easy access to three kinds of information:


file:///C|/T/MainMenu.htm

. Abriefing report, showing key economic and other details.

o Open the report by clicking on "Briefings" on the main menu.
. Afull screen map view showing you the location of all your

resources (and the enemy's also, where known).
5 See the full map view by clicking on the small theatre map on
the wall. Shown below is the Pacific Map as it appears on your
wall:

. An hour by hour action replay from the previous turn, showing
you exactly what happened and when.
5 Get to the replay by clicking on "Briefings" on the main menu,
and then on the news reels you will see lying on your desk.

Loading and saving files

The filing cabinet to the right of the office has a drawer labelled "Games".
Open it to load and save games, or to jump to the screen to create new
campaigns.

Click on the drawer to open it:
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Loading a game

Move the mouse over the "Load"tab to highlight it:

Clicking on the "Load"tab will bring up the screen for selecting a
saved campaign.

After completing actions on that screen you will return to the office, ready to
play the game just loaded.

Saving a game

Move the mouse over the "Save"tab to highlight it:


file:///C|/T/SelectCampaign.htm
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Clicking on the "Save"tab will save the current game.

When the game is saved, you will see a message confirming the save:

Phistp & KH3A1TTI-KN  HMAS Casherra. Walcreokor by F Fllic

The game has has now been saved.

Click on the "OK" button to close the message box.

Saving a game for Play by Email
You can play SAS against the computer or against another player.

If playing against another player, you do this by exporting your turn file, when
you have finished all your moves. The other player does the same. Then you
each give the other your turn file.

To save your file for export, when you are sure you have finished all your
moves, simply click on the "Out" tray on your desk:



When the file is saved you will see a confirmation message:

Pl & KHARITI-EN - HMAS Canshergd,. Walcrooke by F Filioi

End of turn file has now been saved.

Click the "OK" button to close the message box and continue.

See Play By Email for more information on how to send your turn file
and receive the other player's file.

Creating a new game

Move the mouse over the "New" tab to highlight it:

Clicking on the "New" tab will bring up the screen allowing you to create your
OWn new campaigns. See creating campaigns - an overview
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for more information.

Changing game options

Move the mouse over the filing cabinet drawer labelled "Options" to highlight
It:

Clicking on the drawer will bring up the screen for changing game options.
See game options for more information.

Complete help files

To bring up the complete help files for the game at any time, click on the
bookshelf to the left of your Admiral's office:


file:///C|/T/GameOptions.htm

A screen will appear with a navigation menu on the left and the text of the
help files on the right.

Many of the text files are the ones you can also visit using the context

help function.

Back to Table of Contents
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How to Get Help

Apart from this manual, the game has a rich set of hyperlinked help files to
Instruct you on every aspect of the game.

Context Help

Almost every screen has a *?' button. When you press it, context help for that
screen will be shown. The context help is tailored to tell you all that you need
to know about the screen - how to read any information and how to use any
controls it presents.

Full Help

In addition, there is a complete help guide available by clicking on the
bookshelf in your Admiral's Office:



The full help guide has a left hand menu to help you navigate. Among other
things, it has a 'How to Play' section that tells you all you need to know to
harness the full power of SAS WW?2.

We at NWS hope you enjoy playing SAS WW?2 for many hours. We hope
you find it both challenging and very playable.
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