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"The art of war is simple enough. Find out where the enemy is.
Get at him as soon as you can. Strike at him as hard as you can and
as often as you can, and keep moving on."

- General Ulysses S. Grant
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INTENDED AUDIENCE

Hello and welcome. We wish to congratulate you on your purchase of Naval Warfare
— Arctic Circle, a game simulating the likely naval conflicts and operations of a
possible near-future world, set in and around the waters of the North Atlantic Ocean.

The Battlespace

This is just a quick note about the purpose of this guide. It has been written
predominately for first-time players and those new to naval simulation and strategy
games. As such it's main aim is to explain the fundamentals of playing the game, to
help you understand the features at your command, what to do, when and why, and
in what order. If you have not done so already, we suggest that you take some time
to familiarize yourself with the Game Manual. It provides a basic overview on game
concepts, core features and using the interface.

If you are looking for strategy tips on how to beat the game, your best option is to
browse and seek the answers to any questions you may have at the game's forum
hosted at:

http://forum.paradoxplaza.com/forum/forumdisplay.php?589-
Naval-War-Arctic-Circle

We strongly recommend that you read through this guide before commencing one of
the main campaigns. Especially if you are about to undertake your first play-
through. It may well prove to be the wisest course you plot, in your role as a naval
commander. It may well prove to be the first step in achieving victory in the myriad
of forthcoming battles you will face.




A CoMMmANDER'S BRIEF

In Naval Warfare Arctic Circle you can choose to play

o | avariety of one-off or through a series of
m r linked engagements in one of two games.

L _ | Whichever option you choose, you will assume
command of the military forces of two old
adversaries who are pitted against one another. and the

once more lock horns in a deadly game of cat and mouse on, over and under the
seas on the North Atlantic.

You will be tasked to command and control a myriad of military units in order to
achieve a number of . You will be able to issue orders and assign missions
or actions to each unit, individually or in groups, in order to find your target or
protect your own forces from harm. You will be able to deploy special equipment
and select your preferred of method of destruction from the weapon complements
those units are carrying.

In the overall context of the game, naval engagements between opposing forces tend
to be games of . Where the military forces of both sides must be
careful not to over-extend their hand and tip the balance of strength in favor of their
opponent. After all in some missions the destruction of enemy forces is not required
to achieve victory. Sometimes all that will be required is the protection from harm of
your own forces or some other strategic location. However, it is true to say that at
some point you may need to flex your military capabilities and damage and destroy
at least some of the enemy forces, real damage. For the most part you will do well to
seek out and locate the enemy. Destroy the threat while protecting your own fleet.




GETTING STARTED

As the commander in charge of either faction, you are tasked with the goal of
undertaking and successfully completing a series of mission objectives. To succeed
you will need to be aware of the following:

—&— Be onyour guard

First and foremost Naval War Arctic Circle (NWAC) is a game where the situation is
forever changing. Important factors that affect the outcome of an encounter are
always in flux. These include: the detections of units or other assets, their locations,
the distance between assets, weapon payloads, and the environment.

—&— Read between the lines

In NWAC there are no defined front lines as in battles fought on land. Your forces
and those of your opponent exist in a state of metamorphosis, as units move from
one location to another. Intelligence gathering is of vital importance as is the
positioning of units to carry out the mission objectives, but also to stop the enemy
units from carrying out theirs. You must be able to assign orders on the basis of
where you believe your objectives to be, or from where the enemy is likely to strike.

—$— Use the rght asset for the right task

Perhaps the most necessary aspect of obtaining victory is your ability to choose the
best asset or unit, for the right task. Sending a reconnaissance plane to sink a
submarine will not get you very far, unless it has weapons capable of doing so. Each
unit has a certain amount of intelligence gathering, offensive or defensive
capabilities that it brings to a mission. These are taken directly from the equipment
a unit possesses. Each of these capabilities must be understood and mastered if you
are to counter the enemy forces and stop them from countering yours.

In order to accomplish your assigned mission you will need to manage a number of
important game aspects. These are highlighted below.




—&®~— Core Actions

The following are the most basic of operations available to a commander:

The Main Map shows units and installations. These
assets can be highlighted on the map. All aspects such
as sensors, their range, and weapons fired can be seen
here. Green colored icons represent friendlies. Red ones
are hostile.

gt Without Units to command, it would be a fairly boring
e s tour of duty. There are four basic types of military unit to

control. Each type has several classes. Each class has

!! W many individual variations. Each of these unit types have

their own role to play in the forthcoming encounter.

The Movement Planner allows the for control of individual groups or
units. Here travel speed, aircraft altitude and submarine depth can
be set. Aircraft can be ordered back to base for refueling and
refitting of weapons.

The Battle Planner is used to set up the level of automation in
engaging enemy units, and also to execute engagement orders with
more detailed control of weapon choice and modes of fires.

The Sensors Panel is of particular use for configuring any radar or
sonar equipment which are integrated into the currently selected
unit.

The Special Orders Panel provides a number of options to use any
non-armament equipment being carried by the unit. This is
dropping mines, dropping sonarbuoys (essential for finding
submarines) and using the various types of jamming available in
the game. Countermeasures are wholly automatic.

The Formations Panel enables Groups in your task-force to be
positioned in a certain way to maximize their ability to respond to
attacks and protect the most valuable assets of the fleet. You can
also split groups and join new units into a new or an existing group.




f@%i

In addition, there a number options available to the commander. These are:

Air superiority (R-37)

Air superiority (No Stealth) ‘

Naval Strike

Most aircraft in the game can be equipped with
different weapon loads, depending on mission.
You will see a list of available loads when you
select the aircraft in the Flight Deck. Refitting
the aircraft for a different load or mission will
take up to one hour of game time. Each

mission will depend on several factors if it is objectives are to be achieved

successfully.
The

can be used to set the overall tactical

response your units will enact, when they encounter any enemy
detections. These settings can be overridden by using the Battle
Planner.

The shows the forces under your command for a
given naval engagement. The units are shown under three categories:
military bases and installations, individual free-roaming units and any
naval groups, ships that can be controlled as a united force.

The is where more detailed information concerning
sonar or radar contacts can be found. This is perhaps the most
important source of information in the game, as it allows you to identify
any possible threats which your forces have uncovered and decide
upon the best course of action to neutralize them.

The provides information on key events that have recently
happened during the latest engagement. As every naval encounter
develops over time, it is possible to overlook these messages. You can
access them from here in order to revisit them.

allows control of weapons, sensors and

equipment carried by the selected unit. Their use can be initiated or

E turned off given, the situation currently faced.
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The CycLe oF War

It is fair to say that like in most games, there is a fundamental cycle of decision-
making and action-taking. The overall cycle for Naval Warfare Arctic Circle is defined
below:

®

C02S08: Snatch and Grab
DESCRIPTION:

A high-level British spy is fearing disclosure, and is insisting on leaving the country. We
have arranged from him to go to Shetland, where our helicopter will pick him up and bring
him to safety.

OBJECTIVES:

Secure helicopter with VIP

en
IJ

Your first step should be two-fold: 1) to understand the mission objectives that
define victory and 2) evaluate the military assets at your disposal. Once you
understand what these two factors are, you can begin to formulate a plan of action to
achieve your goal.

en
IJ L

You can decide which units you are going to use, for which elements of your battle-
plan. Move your units to points on the map of interest or strategic important. A lot
will depend on the forces you face, but until you know what they are you will just have
to be protective of your own forces and move them in such a way as to locate the
enemy quickly and with minimal trouble and especially casualties

en
oo

Whether you are on the offensive or defensive you will need to identify potential
targets, and the type of threat the enemy poses. Once your units are in position, you
will want to assign them to patrol routes or to search a particular area of the map.
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During the course of this phase you will be open to enemy attacks, so you will need to
be ready to response to any unexpected events.

-

As soon as your forces have been given their orders, you should take a look at which
radar and sonar devices to deploy and activate, at which location and at what point in
the mission. Consider deploying any special equipment these units may be carrying,
that increase your chances of success. Be cautious however because the enemy
may be able to use your own equipment against you, and locate your forces before
you are able to find theirs.

& )
m

During the course of the engagement you will need to keep an eye on the ever-
changing situation. Circumstances can change dramatically from minute to minute,
putting your plans for victory in doubt. As well as monitoring the actions of your
units, you will need to keep an eye on any enemy detections and units you are
tracking, as well as weapons fired at your forces. Make sure you are aware of the
orders you can assign to your forces, on the occasions you need to do so quickly.

Once a threat has been located depending on the objectives set for the mission, you
will need to select an appropriate unit to eliminate any enemy targets. You will need
to pay attention to the weapon systems these ships possess in order to use the
correct weapon for the task. Neutralizing the threat does not necessarily mean
destroying the enemy, but could mean frustrating their attempts to attack you.

.

Achieving victory will depend on whether the mission at hand requires the
destruction or protection of some target. During peace time, you may just need to
move a particular unit to its location. Protect an installation or your most valuable
naval vessels. However when at war, more destructive methods will need to be
enacted.

12



Basic OperaTioNAL CoNcePTS *

Though there will be differences between each of the challenges you will be asked to
face, the factors you will face as commander of your forces will remain essentially
the same.

* Note: A big thank you to DaveBash on the forum, for the great write-up used to provide some of the
information in this section.

_g?%_
Key to a successful mission in the organization of your assets. This includes
matching up the correct ships, aircraft and other assets for any tasks that may need
to be undertaken in order to accomplish the objective at hand.

f%f;_f
Once you know what your objectives are and have organized your units into the
desired groups, you should look to position them in such a way as to allow your units
to undertake their own missions. As well as searching and locating enemy forces,
they must be in a position to provide protective cover to key assets that must be
kept alive to complete the mission. To do this the likely Threat Axis must be
identified.

_$_
This represents the direction that the enemy will likely attack your forces from. It is
important in that you need to know where to position your forces to counter any
threat. By identifying the probable approach route of the enemy's forces you can
eliminate any threat posed, by positioning and maneuvering your own forces in such
away as to bring to bear, as much destructive force as you can afford to.

_@;__

These are a combination of different units using a variety of senor types in order to
locate any possible threat be it unit or mission from penetrating any defensive
screen you may have in place and destroying a valuable ship or key objective.
Sensor nets require you to position your assets across a wide area where you
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consider the likely Threat Axis are to be found. Once your assets are in place,
whether they be ships, submarines or aircraft activate or deploy a number the radar
and sonar equipment of your choice and wait for any detections to be made.

It is very important to remember that if you cannot see the enemy, it is likely they are
unable to see you. Taking any action that is likely to dramatically change this state of
affairs is dangerous and should be considered carefully. The most basic way and
least effective in which one of your units or those of your enemy can be detected is
by its silhouette. Using any sensor device such as Radar or Sonar dramatically
increases the chance of being found or finding a foe. The firing of any radar or infra-
red guided weapon compounds this even more.

f%f;_f
The outer layer of defense is your picket. This is usually composed of aircraft sent on
i.e. AEW (recon) and CAP (combat air patrol) missions. Low profile or stealthy ships
are also sent out ahead of the main force to fulfill the same role. Normally this picket
line is placed around 350NM out from your surface fleet, and it's job is to destroy
enemy recon elements, detect incoming missiles, and engage enemy air assets.

_,@I;__
Screens refer to the positioning of certain assets between your most valuable units
and those of the enemy. So they can provide protection from attack. There are two
types: The Outer Screen and the Inner Screen. They have their own role to play in
the protection of your main naval group.

The is usually located around 40NM away from your core units, or high
value assets. It job is to engage units that break through the picket. Therefore it is
vital to ensure you have the right mix of units for the job they will required to
undertake. One suggestion would be to have a task force of three ships comprising
of a destroyer and two frigates, together with an air-wing to destroy any encountered
threats. Along with a helicopter searching for the submerged threat. With another
on stand-by ready to neutralize any submarines that are located. It is a wise
commander who has at least one ASW helicopter always airborne and near their
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fleet, because by the time you see an enemy sub, it's usually too late!

The are usually most of the remaining ships or naval other groups. Most
of the time they will be protecting a carrier, or other powerful ship. In some cases
they it maybe a non-combatant vessel or aircraft, or maybe even an airfield. It
depends what your mission objective is. In addition it will also prove an excellent
decision to have several interceptor air-wings on standby to intercept any enemy
forces or missile that breaks through the cordon.

_@I;__
Essentially these are a number of aircraft assigned together and launched from an
aircraft carrier or airfield. Their mission is to fly at normal altitude and provide
defensive cover to either highly prized military asset or some other asset of your
forces, for instance a neutral target that requires protection. The area they patrol is
defined by you. Though the exact time they are airborne depends on several factors.
Just ensure that when they must come in to refuel another air-wing is ready to take
its place. The exact mix of aircraft used is left up to you. Though you should choose
the aircraft most able to complete the mission you assign to them.

_@I;__
ASW are actions taken towards finding, tracking and destroying enemy submarines,
before they reach a position where they can do untold harm against your forces.
These missions are carried out in patrols, performed by a mixture of capable units.
Among the most common are helicopters and smaller surface vessels which use
sonar and sonar-buoys to cast a sensor net over a section of the ocean, in the hope
of locating any submarines that maybe in the area. On some occasions other
submarines can be used for this purpose, even though they would be best used in an
offensive role.

Sometimes they can ships or aircraft. Be alone or number a few. They are tasked
with shadowing and protecting another unit. Normally a non-combatant or a
reconnaissance unit such as an AWACS plane. Escorts must be equipped with a
moderate level of senors and weaponry, in order to be able to perform the roles of

15



detecting and eliminating any enemy threat, against the asset they are protecting.

_$_ Strike-forces

They are the deliverers of destruction A myriad of ships, submarines and aircraft
whose sole purpose is to be ready to deliver a killer blow to the enemy assets in your
area of operations. Usually units of the same type are grouped together for their
own mutual protection. Until the time to launch an attack comes to pass. Though
sometimes it is better to split these forces up and launch the attack from different
locations. So that your own Threat Axes remain undiscovered and more importantly
not patrolled. Having multiple strike forces ready to go means you have more
options to choose from, when you finally see an opening in the enemy's defensive
picket.

16



Taskrorce ASSETS

A successful fleet commander must understand the capabilities of the individual
components that make up a a task-force. In Naval Warfare Arctic Circle these
include four types of military asset. To achieve success they must be used together,
when circumstances dictate, in order to locate, reach and then destroy any of the
targets defined by the mission.

_,@I;__
Able to travel across the large expanses of the open sea ,ships are the most versatile
units on the battlefield. More than just the eyes and ears of your task-force, they are
able to carry aircraft which can carry out all manner of missions otherwise
unavailable to them. This also extends the range of possible operations making the
reach of a task-force further than would otherwise be possible. There a several types
of classes of vessel on each side, consisting of large aircraft carriers and smaller
designs such as destroyers and frigates.

— R — — - - T ——

o o - I
- e — - ey, A :

f€%7

These are behemoths of destruction. Their stealthy maneuvering makes them hard
to find and difficult to destroy. They stalk the murky depths many leagues below the
sea waiting for an opportune moment to deliver a deadly strike against unsuspecting
targets. They are the joker in your deck. The 'go-to' unit. When all other options
seem implausible Equipped with the most powerful and diverse selection of
weaponry, they possess the ability to strike almost anytime and anywhere. However
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their short range and limited striking distance means they must close-in on their
quarry before delivering their lethal packages. Be careful however, for once they
have been located.

—@— Aircraft

There are many different types of aircraft. Coming in an array of different shapes
and sizes, these units are the tools of your war effort. Each one is able to perform a
specific role in the completion of your objective. In addition some of these craft are
able to undertake a additional roles. They can be sent out individually to extend the
range of operations or grouped together to increase the chances of success in their
missions.  Choosing which ones carry out which missions, is a commander's
prerogative One that may determine which side is the winner and which is the loser.

‘&g s e

—&— Installations

Installations come in two forms. Military assets such as airfields provide additional
resources to the war-effort. While non-combatants will form some aspect of a
mission's objectives, such as needing to be protected from an enemy force intent on
its destruction. Interms of military operations, these installations can be compared
to oversized aircraft carriers. Since most aircraft cannot be deployed from aircraft
carriers, land-based airfields have a much more diverse choice of aircraft, especially
those with large weapon loads and/or very long range. These air-wings can conduct
bigger operations that can cover larger areas of the battlespace in real-time. The
only detrimental difference is that their area of operations are restricted to the
maximum range of the operating craft.

18



THE ARMORY

In Naval Warfare Arctic Circle units are just the platforms for achieving your
objectives. It is the equipment they carry that makes the difference. Information on
what equipment a particular unit possesses can be seen by selecting a unit on the

map and examining the . There are three categories, each of which is
explained briefly here:

f$f
The most important sensors in the game come in two types: and . Radar

is used to detect enemy surface ships and aircraft. Sonar is used to detect
submarines, and is the only “vision” available to submerged submarines to detect
surface ships and enemy submarines. It is important to remember that these have
limited range. Yet when a number of sensors are used in conjunction to monitor the
same area of the battlefield, the chances of discovering an enemy target increases
greatly.

Fridtjof Nansen (Fridtjof Nansen)

W 100% | (S0 15KPH
@ Patrol ) 00:06:17:29 t o

@) MRS 2000
:f_‘. Captas Mk2V1
B Click on the to examine the sensors available for
the currently selected unit.

_@;__

Once a target has been found, if it poses a threat it can be dispatched by an
assortment of weapon systems. Specific weapons are used to destroy specific
targets, so try to ensure you choose the best weapon for the job in hand. There are
four categories of weapons, those that can target aircraft, others that can target
surface vessels, those able to target enemy submarines and those able to hit land
based installations. Some weapons can be used in a dual-role if and when
circumstances require. Inthe example shown below, the currently selected unit has
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five weapons at its disposal, two types of missile, one set of torpedoes and two close
range guns. Each weapon can be selected by clicking on it. Doing so brings up the
Battle Planner Panel, when the more detailed orders can be issued on the weapons
actual use.

| Fridtjof Nansen (Fridtjof Nansen)

| W 100% [ | (89 15KPH
'@ Patrol & 00:06:18:01 - |
——ESSM: 32/32 ® Phalanx: 200/200 5

‘—Kongsberg NSM: B/B W Ctobreda 76mm: B80/80

Laal

= Sting Ray: 16/16

E Click onthe to examine the weapons available for
the currently selected unit.

_$_

This category describes ever other type of miscellaneous equipment, such missile
countermeasures which can be used against incoming enemy missiles. Other items
in this category include deploy-able sensors which the vehicle carrying them can
drop into the ocean, extending the area which can be monitored for enemy contact.
A very useful option if the actual vehicle does not possess long range sensors itself.

NH90 NFH (ASW)

W 100% g% ¢ (§9) 130KPH
(@ &9 00:00:00:00 100M

J orcass: 14/14 W Flares: 5/5

i| ® chaff: 5/5

B Click on the to examine the special
equipment available for the currently selected unit.
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AcTioN STATIONS

In order to formulate a coherent and winning strategy a commander should be
familiar with the forces under their control. Knowing what orders are possible and
when will allow you and your forces are to emerge successfully from your current

mission.
7@7 Unit Selection

The forces under your command
will differ from mission to mission.
To see which units are under your
direct control you can access this
panel. Units are arranged into
three categories: Bases, Units and
Groups.  Note that individual
aircraft are not shown in this
panel. Any friendly units can also
be selected directly from the map.

- Click on the Unit Panel Button to examine the installations, units
and groups subordinated to your fleet.

—@— Movement

Movement for individual units or
task-forces can be plotted directly
on the Map Screen, by selecting
the associated icon and right-
clicking on the point you wish the
unit to travel to. Patrol areas can
be defined by setting numerous
way-points Hold down down the
CTRL key and right-click at the
points you wish the units route to
take. The speed of travel the unit

will take can also be defined here. There are six settings from All-stop. The fastest
setting which is Military, uses available fuel the quickest, so that units will need to
refuel. It should only be used in times of danger or when closing for the Kill.

Al




Click on the Movement Planner, to setup patrol routes,
orders for speed and where applicable altitude or depth.

—%— Contact Auto-Options

heapon Orders:
Fire In Self Defence Only ¥

This panel allows commanders to set
a host of automated options for | L
Weapon Orders when contact is made || | Automatic Evasion: v
with opposition forces.  Options | |Automatic Active Sensor Response: @
include offensive actions, preferred
time acceleration when enemies are | |®"angs Time Gompression On:

X ' MNew Detection 4 il A
detected, and also automatic settings || szatie report @ T B
for radar and evade response. jio cieues U

Click on the Weapon Orders button, to set the default auto-
response when the

—&— Sensors

From this panel you can -
activate and deploy radar and [ R TRy S SRR |
sonar being carried by the G &  Woe @ oeoeoienion ) 12em
selected unit. A list of (¥ 3
equipped sensors allows you to (7 \Captas WL
choose which ones you wish to [ [kl ﬁ
activate. For each sensor, the
target type is shown, as is its effectiveness, the time for the equipment to be readied
and its operational range are also highlighted. In this panel.

Click on the Sensors button, to initiate which sensors are
used by the currently selected unit.
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—%— Detections

Perhaps the most important aspect of
the game is finding the enemy before
they find your forces. When you have
managed to use your sensors
correctly, any detected enemy units
are listed in this panel. They icons
shown here can be clicked on, to
center the position of the unit on the

;Detections

“Bases

“Units

ESll Sl S S
e =

map. You can then set about ordering

your choice of forces to intercept or monitor those units that have been detected.

Click on the Detections button, to set the default response level
when enemy units are encountered by your forces.

*@* Air Missions

Certain military assets possess the ability to launch aircraft. Carriers and airfields
hold the most numbers and varied amount of aircraft. Other surface vessels such as

Cruise Very hi"glh

¥R 3 n BN

| u--

| F-35A (Naval Strike)

W 00% & ooonoooo

1‘ QUEUE &

@ 667K (1333KN)

s @0 A0 @
Naval Strike (SR) I | GAU.-12 (180)

-+ Kongsherg JSM (2) I

Strike

~ Strike (HARM)
—

~—— Sidewinder (2)

23




frigates may carry just a few. Aircraft can be launched from their base of operations
and given orders to conduct a number of different missions. The weapons load-out
will be configured to suit the mission chosen. Any mix of aircraft can be selected and
assigned to an air-wing before the mission commences. Cruising speed and the
altitude the flight will travel at can also be configured here.

Click onthe Flight Planner button, to launch aircraft and set
the air mission you wish for them to conduct.

=

—$— Special Equipment

Certain units may possess special equipment. The most common of these are flares
or chaff, used by aircraft to counter any missile attack. Additional equipment types
includes mines that can be laid at sea to damage enemy ships or sonar-buoys which
can be deployed to extend any sensor net you have deployed.

# K56 Naval Mine: 30/30 |

Special equipment will automatically deploy in most cases, but some items such as
sonar boys must deployed manually by activating the appropriate sensor device.

Click on the Special Orders button, to see and use any

[-- special equipment the currently selected unit is carrying.

—&®— Combat Options

This is the attack panel. The Battle Planner is where specific orders can be set for
the weapons being carried by a unit in your task-force.

General Weapon Orders (Stance) can be set by || - ;
these buttons. Firing can be set to Hold Fire under || -E i

all circumstances, if you want to directly control
the units weapons yourself. To engage any targets in Self-Defense, i.e. when the unit
is being attacked itself. The most aggressive optionis to fire on Cleared Targets,
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which are those marked as the enemy (Foe). Units under your control will only
automatically engage air units, including missiles. Other targets must be attacked
directly.

Each weapon in the units arsenal can be managed in a [— _
number of ways; the most basic of which is Engagement E__ =
Strength (Firing Mode). Set to Normal is the default ‘ ——-
setting. It should be left at this, for most engagements.
Set this to Minimal to conserve ammunition levels, or if merely looking to scare off
would-be attackers. It should only be set to Overkill if you are attacking a target that
will clinch you victory.

s ESSM: 32,32

+= Kongsherg NSM: 8/8
W Otobreda 76mm: B80/80

- Sting Ray: 16/16

Some weapons support a Bearing Only Attack. This means that the weapon will be
launched without a target, in the hope that the missile or torpedo sensor will itself
pick up a target to engage. The weapon will move up to the max range you give it
when right clicking the map (or its max range). If it picks up any viable target, with
may include neutrals, it will engage automatically. By default, aircraft engagement
orders will be Close & Engage, while for surface or sub units you will have to explicitly
order it to close with the target by pressing this button before ordering the attack.
Also weapons fire can be reserved for when the target has not only been detected
but Identified before Engaging. Lastly weapons can be directed to fire against not
only the target, but also other targets in the group, with the Engage Group option.

. [ Click on the Battle Planner button, to set the default
|- offensive response for unit weapons.
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—@— Formation Manager

This panel allows commanders to organize any naval groups under their command
into formations, which they will keep as they sail around the seas of the theater

Though in the bigger scheme of things it may not seem as important as being able to
set attack commands, this panel has the potential to safeguarding your most
valuable military vessels. Aircraft carriers or other mission critical assets can be
placed in the center of a protective screen of other vessels, such as destroyers and
frigates.

These ships can use their radar to identify with any dangerous threats attempting to
use their defensive measures to destroy any incoming missiles. They will also be in a
position to take 'a hit' for the carrier, if a missile does manage to somehow get
through your defenses These ships can also cast a protective sonar net around your
prized assets to ensure no submarine is able to slip into position to attack the fleet
from a submerged positions.

‘Land_ing Force South

Paosition: followleft
Unit: Iwo Jima

Offset (M)

Click on the Formations button, to organize yours groups
into preferred formations.
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IMPORTANT FACTORS

As commander of the fleet you will need to make a multitude of decisions during any
naval encounter you participate in. Whether deciding on a patrol's route, which
weapons to fire, the aircraft mission to set, the factors should be be considered when
deciding which course of action to take. The following important factors affect
gameplay in some way:

f_@}i

Set in the Movement Planner, aircraft and submarines can
be sent to different levels of altitude or depth. The level at
which the unit is moving as it important in several respects.
Most notably it dictates whether certain weapons or special
equipment can be used by or against them. It also affects
whether other units can intercept or engage these units if
they are the enemy, especially if your own units need to be
at the same level to attack them.

_g%_
This important factor can be seen in the Unit Info. Panel. This | § 13%
indicator provides a measure of how much longer an aircraft can
continue to undertake its current mission, given other factors such as altitude and
other environmental factors. When it reaches 100%, it will automatically return to
the base it was launched from, or, if a refueling tanker is available and it still has main
weapons left, it will refuel there and then return to previous orders.

_$_

This important factor can be seen in the Unit Info. Panel. Certain ’- a7
units or installations can hold a number of aircraft which can be
launched to conduct a variety of important missions. If a ship or airfield has any of
these vehicles in reserve, the number of craft are shown by this factor. Any units not
airborne when the carrying unit or installation is destroyed are destroyed along with
the base.

f$7

Though an obvious factor, the class of a target provides information on its
capabilities and its likely counter-measures, among other things. All of which will go
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to provide a commander with the part of the equation in formulating a plan of action
to take out any discovered threat. After all you would not send an interceptor
equipped with weapons to take down enemy planes to sink a submarine.

_4@_

This factor demonstrates how soon the currently selected
friendly unit will be in range of the designated enemy it is | @& 00:20:25:12
currently tracking. This is useful as it provides a reasonable
indication of whether the target will be reached in time for an attack to commence.
For instance this factor together with low fuel levels, can show whether the unit will
be able to reach a point to launch an attack before it is forced to return to base to
refuel.

fé%i

Unless a unit is stationary, it will be moving towards a certain direction. Knowing its
heading will allow you to examine which target it may be heading towards. At the
very least, it will give you an indication of which of your own units is in a position to
intercept it, before it reaches its own destination and is ready to mount its own
attack.

_4%_

Knowing the location of enemy units is not as straightforward as you may believe.
Only assets such as installations are visible one hundred percent of the time. Other
units must first be located, either by direct line-of-sight, or more efficiently by
sensors. Environmental factors will play a big part in finding the locations of enemy
units.

f@}i

Knowing the location of your units versus the location of
the enemy's forces, provides you with an indication of the
proximity between the two. This factor together with a
weapon's range, can be used to determine if it is possible to
fire said weapon in order for it to reach the target.
Otherwise, the unit carrying the weapon will need to further
close the distance between itself and its foe.
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As time flies past, the battlespace is in a constant changing.
Sometimes a plan of action initiated mere seconds ago, needs to @ Patrol

be refined, canceled or altered to face a newly discovered threat.
Knowing what mission a particular unit is currently undertaking will allow you make
such changes in real-time, if and when they are required.

Keeping units hidden for as long as possible is probably the most
important aspect of gameplay when not attempting to eliminate t
the enemy. When not engaging directly in combat, most of the
time will be spent avoiding enemy patrols and sensor nets. Therefore it is important
to note when and where

_$_

One of the most important factors in the game. It affects units,
weapons and sensors. In terms of units, range determines the | a)) 216Nm
furthest distance a unit can cover during the game. A weapon's
range demonstrates the maximum distance a target can be attacked from. The
range of sensors gives the distance at which the sensor can normally be expected to
detect an ordinary target (normal size for radar, a quiet target for sonar).

_%_

Speed is another of those factors that determines how fast an

weapon or unit is moving in a given direction. This factor can help @ 15KPH
you to determine is you have time to outrun an enemy, or capture

it. It can also help you ascertain if you can move units into the path of a missile to
protect your best units from missile attacks.

Shown in the Unit Info. Panel, this provides an indication of ' 100%
whether a unit has been damaged from attack. This is important
in terms of how the unit operates during the battle. When a unit's
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health is lower, the unit will not perform at optimal efficiency. Carrying out its orders
more slowly or not at all.

Temperature affects the type of weather conditions (Precipitation) that | @@=
are in play. There are three types: rain, snow and hail. Precipitation 290
affects the effectiveness of visual, radar and Infra-red (IR). Effectiveness

is reduced the greater the precipitation. IR is particularly negatively affected, and is
almost useless when it is snowing. It also affects guided weapon radars and IR.

_ﬁg_

Wind speed directly affects only sea state. Those two are functionally
identical. Wind direction may influence which way the weather moves in
the future, but for practical purposes this is not so significant for | 0mis

gameplay.

_$_

Represented as a percentage of Total Light, visibility plays an important
part during any battle. Especially in terms of line-of-sight detection and - |
targeting weapons . It is mostly measured by sunlight, but is affected by | 1gg9 |

, precipitation and at night, whether the moon is up. In low '
visibility there less chance of visual detection, except at night and units that are
damaged. For if a unitis on fire, it will be more visible at night.

fge}i

Affects light level and thus . Units on different sides of cloud a
cover (at 1000 meters for convenience) will be much less likely to detect
each other visually. The higher the level of cloud cover, the more chance
units are unlikely to detect each other.

1/8ths

High sea state masks sonar, sonar against or from surface vessels is less 5
effective the higher the sea state (on gale and above, pretty useless).
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Subs at depth are unaffected, but somewhat less effective at hearing surface
vessels. The effective sea state is based on the environment sea state at the position
of the unit minus unit stability bonus. Generally, larger ships have a higher bonus. If
sea state = 5, and you have a ship with bonus 1, the effective sea state is 4. For land
installations, the bonus is most often 2.

Aircraft takeoff cannot happen if effective sea state > 6. If effective sea state is 6,
aircraft has a 25% chance of crash on takeoff and landing. Weapons have a max sea
state for being fired. Generally sea skimmers have a max effective sea state of 6
(some variation). If higher, the weapon cannot fire. If equal, the hit probability is half
of normal.

Note: There are no scenarios in the campaign where the weather is so severe that sea
state affects gameplay significantly (it would not be that much fun). However, custom
scenarios may support this option.
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INTELLIGENCE GATHERING

Intelligence gathering is perhaps the most critical aspect of gameplay. A large part
of the game involves detecting enemy vessels and aircraft so they can be identified
and eliminated before wrecking havoc on your own forces.

—@— Contact Types

Sensors are the various equipments that allow your units to e Q Q

find and identify non-friendly units. Each one is able to
identify any of three target types. These are Surface, Submerged and Airborne as
shown by the diagram.

—®— Threat Identification

For every contact on the map, Sensors provide an
indication of the threat level they pose. Friendly units show
up as green on the map. Some of these targets may be
Neutral and are shown as yellow. These are as yet unverified contacts. They may
genuinely be neutral in alignment, or they could turn out to be hostile. Those targets
which are positively identified as Hostile are shown colored as red.

_$_ Sensor Ranges

Many of the units and some installations in the game possess at least one type of
sensor, be it for finding ships, submarines or aircraft. The ranges that these sensors
are effective at, depend on the actual range of the sensor equipment itself. In the
picture below, the reconnaissance plane shows off the range of two different sensors
it carries. Simply select the unit and then the radar compotent to see the range.
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In the picture oin the left, is an example of the long range of Radar equipment. On
the right is that of an Infra-Red sensor in action. In comparison, its range is pitiful.

Four types of sensor are modeled within the game. Their functionality and
capabilities are expanded upon below:

is used to detected submerged targets, such as submarines. This
equipment is fitted to many different unit types, especially surface ships
and submarines. Some aircraft also possess Special Equipment in the form of
deploy-able sonar-buoys, which can be dropped into the ocean at a given location.

is used to detect and identify both aerial and surface (sea) faring
targets. This type of sensor is the most common type available to many of
the units in game. Elevation is a very important modifier. The higher an aircraft flies,
the further it can see (or be seen).

is like vision, except it sees heat signatures and therefor
works as well night and day. The IR is often your best bet in detecting
stealthy units that are hard to detect by radar. IR is limited by the curvature of the
Earth, and is very vulnerable to precipitation (rain and especially snow).

contact as you may imagine, can only be made when two units are in
direct line-of-sight of each other and there cloud cover does not interfere in
spotting the target. When cloud cover is high, or where precipitation is present
visual detection will be harder or not even possible. All units can attempt to visually
identify a target, as long as they are not submerged.
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END USER LICENSE AGREEMENT

IMPORTANT, PLEASE READ CAREFULLY

BY EMHER REMOVING THE SHRINK WRAP AND/OR JEWEL CASE SEAL OR DOWNLOADING, INSTALLING, COPYING, OR
OTHERWISE USING THIS SOFTWARE PRODUCT, YOU AGREE TO BEBOUND BY THE FOLLOWING TERMS AND CONDITIONS:

1 ENDUSER LICENSE AGREEMENT.

This end-user license agreement (‘EULA™) isa legal agreement batween you (aither anindividua or a single entity), hereinafter
sometimes refemed to as “You,” “End User™ or “Licensee,” and Paradox Interactive AB {“Paradox”) for the Paradox software
product accompanying this EULA which includes video game related software and may include associated media, printed media,
and orHine or electronic documentation (oollectively, “Software Product” ). If you do not agree to the terms of this ELILA, you
should not instal, copy, download or use the Software Product and in which case you should contact your vendor regarding its
return policy. If you are purchasing this Software Product from a Paradox or third party distributor website (2 “Website™) and do
not agree, click “disagree’deding.” You agree that your use of the sof tware acknowledges that you have read this agreement,
understand it, and agree to be bound by its terms and conditions, and that you represent and warrant that you are an adult
and are either accepting this EULA on behalf of yourself or on behalf of your child or ward, as the case may be.

2. OWNERSHIP.

Itis hereby understood and agreed that, as between you and Paradox, Faradox, is the owner of all right title and interest to the
Software Product, regardless of the media or formof the origina downl oad, whether onling, by disk or otherwise. You, as Licensee,
thirowg b your downlo ading, installing, copying oruse of this product do not acquire any ownership nghts to the Software Product.

3. GENERAL.

The Software Product islicen sed, not sold, to youby Paradox for use onby under the terms and conditions of this EULA The Software
Product is protected by copyright laws and intem ational copyright treaties, as wellas other intellectud property laws andtreaties.
Therights granted hereinare imited to Paradox’s and its licensors’ intellect ual property right s in the Software Product and do not
include any other patents or intellectual property rights. The Software Product may contain license management software (also
known as digital rights management software) that restricts your use of the Software Product.

4. SOFTWAREPRODUCT.

The Software Product, a5 used in this EULA, means, collectively andfor as applicable:

A The Software Product package;

B. Any and 2ll contents, components, attachments, software, media, and code with which this EULA is provided and delivered
wia diskora Website;

C. Any and all game design, characters, images, graphics, photographs, art, art work, clip art, text, fonts, music, sounds, voices
or other sensory content (the “Game Content™);

D. Related explanatory written materials and instructions, and any other possible documentation related thereto
{ “Documentation”); and

E. Upgrades, modified versions, updates, additions, expansion packs and copies of the Software Product (the “Upgrades™), if
any, provided to you by Paradox under this ELILA.

The terms of this ELILA willzovem any Upgrades provided by Paradoxthatreplace and/or supplement the original Software Product,
unless such Upgrade is accompanied by aseparate icense in which case the terms of that license will govemn.

5. GRANT OF LICENSE AND RESTRICTIONS.

A.  Paradox grants you anon-exclusive, non-transferable End User icense to install the Software Product on the localhard diskis)
or other permanent storage media of one computer, or, on one other game play device (each 2 “Unit™) and use the Software
Product on a single Unit at a time. Licensee may physicdly transfer the Software Froduct between Units provided that it is
used on anly one Unit at any given time.

B. Paradoxauthonzes the EndUser to make one (1) copy of the Software Product asan archivalbackup copy, provided End-User's
backup copy is not installed or used on any Unit. Any other copies you make or authonize are in vicolation of this EULA.

C. Unlessprovided otherwise in the Documentation, you shall not display, modify, reproduce and distribute any Game Content,
or portion(s) thereof, induded with or relating to the Software Product, if any. Any such authorized display, modification,
reproduction anddistnbubion shallbein full accord wath this EULA Under no arcumst ances will your use, display, modification,
reproduction anddistrbution of the Game Content give you any intellectual property or proprietary nights in the Game Content
orin any logos andor trade or service marks of Farado All nghts, title, and interests balongsolely to Paradox and its licensors.

D. Exceptfor the initid loading of the Software Product on a hard disk or other permanent storage media for archival /backup
purposes as prowided for above, you shal not, without Paradox's express written consent :




L Copy or reproduce, auction, loan, lease, sublicense, gift or transfer the Software Product;
i. Electronically transferthe Software Product through a LAN (local area network) or file sharing network; or
ii. Modify, adapt, translate or createdenvative works based on the Software Product or any accomp amyng materials.

6. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS.

A, From time to time, at Paradox's sole disoretion, Parado x may provide you with support services related tothe Software Product
(“Support Services™). Paradox reserves the right toalter, suspend, andterminate the Support Services at any time and for any
reason. You can contact Parad ox for Support Services at support@paradoxp laza.com or www. paradoxp laza.com./support.

B. Any supplemental software, code, content, or media provided to youwin the course of Support Services shall be considered
part of the Software Product and subject to the terms and conditions of this EUILA.

C. ‘You shall not modify, sublicense, assign, or transfer the Software Product or any rights under this EULA, except a5 expressly
prowided inthis EULA. Any atterptto otherwise sublicense, assign, or transfer any of the nghts, duties, or obligatio nswill bevoid.

7. TERM.

A, This License is effective until terminated. Licensee may terminate it at any time by destroying the Software Product with all
copies, full or partial, and removing all of its component parts. The term of this EULA runs concurrent by with the period during
whichthe consumer uses andretains the Software Product . i the Software Product is transfarred ( to the extentallowed under
this EULA), the license is transferred wath it

B. Yourrightsunder this ELILA will terminate automaticalby wit howt notice from Paradoif you fail to comply wath any termi{s) or
condition{s) of this EULA. Insuch event, no notice shall be required by Paradox to effect such termination.

C. Upon termination of this EULA, you shall cease all useof the Software Froduct and destroy all copies, full or partid, together
with all backup copies, modifications, printed or written materials, and mergedportions inany form and remove zll component
parts of the Software Product which hawe been downl oaded onto your Uinit.

B INTELLECTUAL PROPERTY RIGHTS.
A, Asbetween you and Faradox, Paradox shadlretan dl nght, title, and interest in the Software Product and to any modifications
or improvemnents made thereto, and any upgrades, updates or Documentation provided to End User.

B. You acknowledge Paradox’s exdusive rights in the Software Product and that the Software Product is unique and original
to Paradox and that Paradoxis owner thereof. Unless otherwise permitted by law, End User shall not, at any time during or
after the effective Term of the Agreement, dispute or contest, directly orindirect by, Paradox’s exdlusive right and title to the
Software Product or the validity thereof.

C. ‘'ou shall not attempt to develop any Software Product that contains the “look and feel” of any of the Software Product.

D. ‘ou hereby expressly agree not to extract information, reverse engineer, disassemble, decompile, or translate the Software
Product, or otherwise attempt to derive the source code of the Software Product, except to the extent allowed under any
applicablelaw. In the event that such activities are permitted by applicable law, any informationyou, or your authonzed agent,
discover shal be promptly disclosed to Paradox and shall be deemed the confidential information of Parado

9. EXPORT LAW ASSURANCES.

Youmay not export or re-export the Software Froduct except as authorized by United States law and the laws of the jurisdiction
in which the Software Product was obtained. In particular, but without limitation, the Software Product may not be exported or
re-exported (a)into or to anation or aresident of any L. 5. embargoed countries or (b) to anyone on thell. 5. Treasury Department s
list of Specially Designated Mationals or the .S, Department of Commerce Denied Person’s List or Entrty List. By instaling or using
any component of the Software Product, you represent and wamant that you are not located in, under control of, or a national or
resident of any such country or on any such list.

10. DISCLAMER OF WARRANTIES.

¥OU EXPRESSLY ACKNOWLEDGE AND AGREE THAT USE OF THE SOFTWARE PRODUCT IS AT YOUR SOLE RISK AND THAT
THEENTIRE RISK AS TO SATISFACTORY QUALITY, PERFORMANCE, AND ACCURACY IS WITH Y OU. TO THE MAXIMUM EXTENT
PERMITTEDBY APPLICABLELAW, THESOFTWARE PRODUCT IS PROVIDED “AS15,"WITH ALL FAULT S AND WITHOUT WARRANTY
OF ANY KIND, AND PARADOX AND PARADOXS AFFILIATES (COLLECTIVELY REFERRED TO AS “PARADOX" FOR THE PURPOSES
OF SECTIONS10AND 1) HEREBY DISCLAIM ALL WARRANTIES ANDCONDITIONS WITH RESPECT TO THE SOFTWARE PRODUCT,
EITHEREXPRESS, IMPLIED OR STATUTORY ,INCLUDING, BUT NOTLIMITED TO, THE IMPLIEDWARRANTIES ANDSOR CONDITIONS
OF MERCHANTABILITY, OF SATISFACTORY QUALITY, OF FITNESS FOR A PARTICULAR PURPOSE, OF ACCURACY, OF QUIET
ENJOYMENT, AND NON-INFRINGEMENT OF THIRD PARTY RIGHTS. PARADOX DOES NOT WARRANT AGAINST INTERFERENCE
WITHYOUR ENJOYMENT OF THE SOFTWARE PRODUCT, THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE PRODUCT WILL
MEET ¥YOUR REQUIREMENTS, THAT THE OPERATION OF THE SOFTWARE PRODUCT WILLBE UNINT ERRUPTED OR ERROR-FREE,
OR THAT DEFECTS IN THE SOFTWARE PRODUCT WILL BE CORRECTED. NO ORAL OR WRITTEM INFORMATION OR ADVICE




GIVEN BY PARADOX OR A PARADOX AUTHORIZED REPRESENTATIVE SHALL CREATE A WARRANTY. SHOULD THE SOFTWARE
FRODUCTPROVE DEFECTIVE, ¥OU ASSUME THEENTIRE COST OF ALL NECESSARY SERVICING, REPAIROR CORRECTION. SOME
JURISDICTIONS DO NOTALLOW THE EXCLUSION OF IMPLIED WARRANTIES OR LIMITATION ON APPLICABLE STATUTORY RIGHT S
OF A CONSUMER, 50 THE ABOVE EXCLUSION AND LIMITATIONS MAY NOT APPLY TO YOLL

1. LMTATION OF LIABILITY.

TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL PARADOX, ITS AFFILIATES OR LICENSEES,
BE LIABLE FOR ANY SPECIAL, INCIDENT AL, INDIRECT, OR CONSEQUENTIAL DAMAGES WHATSOEVER (INCLUDING, WITHOUT
LIMITATION, DAMAGES FOR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, OR
ANY OTHER PECUNIARY LOSS) ARISING OUT OF THE USE OF OR INABILITY TO USE THE SOFTWARE PRODUCT OR DEFECTIN
0OR CAUSED BY THE SOFTWARE PRODUCT, INCLUDING BUT NOT LIMITED TO COMPROMISING THE SECURITY OF YOUR LINIT,
OPERATING SYSTEMOR FILES, OR THE PROVISION OF OR FAILURE TO PROVIDE SUPPORT SERVICES, EVEN IF PARADOX HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCHD AMAGES. INANY CASE, PARADOX'S ENTIRE LIABILITY UNDERANY PROVISION OF
THIS EULA SHALL BE LIMITED TO THE AMOUNT ACTUALLY PAID BY YOLU FOR THE SOFTWARE PRODUCT OR REPLACEMENT OF
THESOFTWAREPRODUCT WITHPRODUCT OF COMPARABLE RETAILVALUE, AS PARADOX MAY ELECT INITS SOLE DISCRETION,
PROVIDED HOWEVER, IF Y OL'HAVE ENTERED INTO ASUPPORT SERVICES AGREEMENT, PARADOX'S ENTIRELIABILITY REGARDING
SUPPORTSERVICES SHALL BE GOVERNED BY THE TERMS OF THAT AGREEMENT. BECAUISESOME STATES AND JURISDICTIONS DO
NOT ALLOW THEEXCLUSION OR LIMITATION OF LIABILITY, THE ABOVE LIMITATION MAY NOT APPLY TOYOU IN PART ORWHOLE.

12. DEFECTS AND SECURITY WARNING.

A WITHOUT LIMITING THE FOREGOING, PARADOX DOES NOT ENSURE CONTINUOUS, ERROR-FREE, SECURE OR VIRUS-FREE
OPERATION OF THE SOFTWARE PRODUCT.

B. WARNING: BY INSTALLATION AND/OR USE OF THE SOFTWARE PRODUCT, YOU MAY BE INSTALLING INTO YOUR UNIT
SOFTWARE THAT IS ALLEGED OR MAY BE ALLEGED TO COMPROMISE THE SECURITY OF YOUR LINIT, TS OPERATING
SYSTEM ANDFILES. IF AT ANY TIME YOU WISH TODE-INSTALL THE SOFTWARE PRODUCT BECAUSE YOU BEL EVE THE
SECURITY OF YOUR UNIT, OPERATING SYSTEM OR FILES MAY BE OR HAS BEEN COMPROMISED, YOU MAY NEED TO
EXECUTE ASEPARATE ROUTIME TO DE-INSTALL THE FEATURE THAT MAY BE COMPROMISING YOUR SECURITY. DAMAGES
YOUMAY RECOVER FOR ANY SUCH ALLEGED SECURITY BREACHES ARE SUBJECT TO THELIMITATION OF LIABILITY AS
SET FORTH BELOW.

13. INDEMNIFICATION.

You hereby agree to indemnify, defend and hold harmiless Paradox and its affiliates and their respective officers, employees,
directors, agents, licensees (excluding you), sublicensees (excluding you), successors and assigns from and zgainst any and all
liability, costs, losses, damages, andexpenses (induding rezsonable attorneys’ fees and expenses) arising out of any claim, suit, or
cause of action ré ating toand/or arising from { ) your breach of any term of this EULA; {b) your wviolation of any nghts of any third
party;or {c) your use or misuse of the Software Product. Your indemnification obligations set forth in the immediately preceding
sentence shall survive the termination of this EULA.

14. GOVERNING LAW.

This EULA will be governed by and construed in accordance with the laws of the State of New York and of the United States of
America. This EULA shall not be govemed by the United Mations Comvention on Contracts for the Intemational Sale of Goods, the
application of which is expressly excluded. By agreeing to these terms and conditions, in the event of any claim you may have
anising from or related to the Software Product or this EULA you agree to the exclusive personal and subject matter jurisdiction
of the courts located within the New York, New York, U.5_A. for making and resohing any such claims, and hereby waive any right
to participate in any type of law suit brought and/or maintained as a class action or similar in nature to a class action. Paradox
reserves the right to make any daim against you and seek and be granted any legal or equitable remedy against you in any court
anywhere in the world.

15. WAIVER & SEVERABILITY.

A failure on the part of Paradox to act with respect to a breach by you or others of this EULA does not wanve our nght to act with
respecttosubsequent or similar breaches. If for any reasona court of competent jurisdiction findsany provision, or portion thereof,
to be unenforceable, the remainder of this EULA shall continuein full force and effect.

16. ALL RIGHTS NOT EXPRESSLY GRANTED HEREN ARE RESERVEDEY PARADOX.
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