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SUMMARY

This document is the operation manual for Sand Table Software game Admiral of the Fleet: Carrier Battles in WW?2,



1 MAIN INTERFACE

Tutorial Scene 1 {Attack) . my first battle
Tutorial Scene 2 (Landing)

Fate of Force Z (Historical)

Fate of Force Z
Indian Ocean Raid (Historical)
Indian Ocean Raid

Coral Sea (Historical)

Coral Sea
Midway (Historical}

Midway (Max)

Eastern Solomans (Historical)
Eastern Solomans

Santa Cruz Islands (Historical)
Santa Cruz Islands

Left Panel - lRight Panel

Battle Name: Indian Dcean Raid [Historical] —_
Location: T9.4°E 124 °N . map size 1600 km » 1600 km
Description:

The bulk of Japaness Combined Fleet, expecling to

brilliant suceess At Pearl Hathour, entered Indian Dce:

et steamed into action with two cartiers taking pos

Left Panel shows available battles. Left-click an item to see information of the battle. Double-click the item to launch the battle.
Right-click the item to see other options.
Middle Panel shows information about selected item in the Left Panel. Click the "Detail” button(1) to see more information.

Right Panel shows my saved battles. Double-click an item to launch the battle. Right-click the item to see other options



2 BATTLE SETTINGS

In some of the scenes, you are allowed to adjust one or more following settings, before the battle interface in launched:

CV-5 Yorktown Aircraft Carrier
Total Aircraft: 65 52 '} 78
F4F-4 Wildcat Fighter 17 |
5BD Diauntiess Bomber 35 A

TBD Devastator Bomber 13

Skip all Carriers Skip

Change the composition of the air wing on each carrier, to see how the proportion of fighters and bombers impact the outcome of the
battle.



Deploy Your Fleet

To deploy your fleet, drag and drop all the units into the polygons (Submarines can be anywhere).

wfia. T3sk Group 17.2 (Cruiser x 5; Destroyer x 5)
Task Group 17.3 (Cruiser x 3; Destroyer x 2)
Task Group 17.5 (Carrier x 2)

Task Group 17.6 (Destroyer x 1; Qiler x 1)

‘Submarine Division 53 (Submarine x 6)

rr b kb

Submarine Division 201 (Submarine x 5)

Deploy your fleet by dragging the ship groups into the designated areas.




Performance Settings

1S Radar Range (km): 30 i I} 150

Japan Radar Range (km): 50 0 I 150

15 Flak Effectiveness: 1.00 w1 1} w10
Japan Flak Effectiveness:  1.00 x0.1 _} %10
LS Bomb Hit Rate: 1.00 x0.1 I} x10
Japan Bomb Hit Rate: 1.00 x0.1 _} w10
US Torpedo Hit Rate: 100 %0.1 1, =
Japan Torpedo Hit Rate: 1.00 %01 _} x10
US Fighter Performance: 4 gg ¥0.1 I} %10
Japan Fighter Performance: 1.00 x0.1 i, x10

Adjust the performance of the aircraft, equipment and armament.
Note that in history Japan didn't have their ships equipped with radars in early stage of the war. Let's assume they have in this battle.



3 BATTLE INTERFACE

ZZe ]

@aaanan

B o foce
Patrol Wings 1
VNE.221 Fighter Squadron
Part 1, VISE-241 Bomber Sqdn
Bomder Detachment
D Part 2, VNIS8-241 Bemer Sqdn
Navy
8 F Tasi Force 17
= [ Task Grewp 175
v/ CV.5 Yerkiown Arcraft Carrier (Yorkiown Arcra® Carrier X 1)
- Tosk Growp 172
Task Groop 17 4
Task Ferce 16
Tosk Group 7.1 - Part 1
Task Group 72
Tast Group 7.3
Task Greup 7.1 -Pant 2
Task Group 7.1 Pat 3
Land Force
8th Marine Defense Bamalon
Sth Uarne Defense Bamalon




1. Current Battle Date and Time
2. Current battle is in daylight or night

3. Control Panel

Left buttons from top to bottom:

1. Zoom-in
2. Zoom-out
3. Draw a rectangular in the main window to zoom-in

4. Switch back to previous window



5. Show map at 1:1 ratio (1 pixel = 1 km)

6. Show map at 2:1 ratio (2 pixels = 1 km)

7. Show map at 4:1 ratio (4 pixels = 1 km)

8. Show/Hide My Carriers window.

9. Choose the line direction in displaying ship names

Right buttons from top to bottom:
1. Exit the battle
2. Show help information
3. Make the clock go faster
4. Make the clock go slower
5. Show display settings
6. Save current battle status

7. Show statistics report of this battle

4. Switch the unit tree between my units and enemy units

5. Click the unit to find it in the main window



6. My Carriers Window

(& My Carriers
CW-5 Yorktown Aircraft Carrier

l————————————
¥ 100

CW-5 Enterprize Aircraft Carrier

100
CW-7 Hornet Aircraft Carrier

1. Aircraft on deck
2. The indicator for aircraft in the hangar (light green means fighters; dark green means bombers)

3. Carrier overall health indicator (from 0 to 100)
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L e e
H-f Task Group
- Task Group

Task Force 16
-2 Task Group 7.1

Task Group 7.2

LK My Carriers
CW-5 Enterprise Aircraft Carrier
E g

[

|

Find it 72
. 71

Show deck window

7.1
Call back all bombers in reconn

lefe
Call back all air patrol \afe
Call back half air patrol
Clear deck M

Click an aircraft carrier to display the pop-up menu

e Find it: Locate the ship in the main window

e Show deck window: See Chapter 4 "Deck Management"
e Call back all the bombers in reconnaissance mission

e Call back all the fighters in Combat Air Patrol

e Call back half of the fighters in Combat Air Patrol

e Try to clear the deck ASAP in order to receive the aircraft for landing
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7. System message screen

8. Show wind direction (Carriers automatically move windward at maximum speed in order to launch aircraft)
9. Longitude and latitude

10. Adjust how terrain and land units are displayed

11. Distance marker (nautical miles)

12. Main screen status

13



4  SHIP MOVEMENT

In the main window, draw a rectangular to select the ships you want to manoeuvre
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Move, keep formation
Maove, line ahead
Move, line abreast
Move, round formation

Release landing troops

Release landing crafts

Reconn Plan...

Fire now

In the pop-up menu, select the formation of the ships in manoeuvring
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Cruise

Maxium

Low-noise

5 knets
10 knots
15 knots
20 knots
25 knots
30 knots
35 knots
40+ knots

Click the window to define routes and set speed for each stretch.
Once finished, right-click to set more options and send the command.
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5 DECK MANAGEMENT

1 CV-5 Yorktown Aircraft Carrier “

Deck

2

F4F4 FiF4 F4F4 SBD SBD SBD SBD SED SBD SBD SBD TEO TEO TED

e mr:-;l. mﬁ‘ql. mﬁ'-;l' SED 3 SED 3 SED 3 SED 3 SED 3 SED 'j: A TED. A TBED .-mn
/ 'F4F4 F4F4 F4F4
4 %W'%‘w*ﬂ*ﬂ‘?ﬁ”iﬂ? == 6

Hangar

Click a carrier in "My Carriers™ window and choose "Show Deck Window" to display above window
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1. Aft Deck: The area for launching aircraft.

2. Mid Deck: Only fighters can be launched for this area. (Some carrier decks are too short to have this area)
The carrier can receive some aircraft when this area is occupied.

3. Forward Deck: For receiving aircraft only.
The carrier can NOT receive aircraft if the aft deck is occupied.
The carrier can NOT launch aircraft if this area is occupied.

4, Hangar

5. Aircraft in the hangar

6. Loaded weapon in each aircraft
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i J| Define Flight Plan r Fighter CAP mission
Combined Anti Ship
Combined Land Attack

Arm with Bomb

Arm with Torpedo
i l Reconnaissance Mission

= Unload Bomb/Torpedo
Move to Hangar
= =1 Move to Forward Deck

Maove to Mid Deck
Maove to Aft Deck
Ditch in the sea

Draw a rectangular in the hangar or deck to select the planes and see the operations available for the selected planes.

Define Flight Plan is only available for planes on the deck and ready for launching.



6 ComBAT AIR PATROL (CAP)

CV-5Yo

CV-5 Yorktown Airar

Define Flight Plan Fighter CAP mission
Combined Anti Ship

Combined Land Attack

Arm with Bomb

Arm with Torpedo

Undoad Bomby/Torpedn Reconnaissance Mission

I
Draw a rectangular on the deck to select the fighters and then choose "Fighter CAP mission™ in the pop-up menu.
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- Move to another group

Set the flight plan in the next dialog:

¥ Keep groups together.

" Cruise at seperate speed

¥ Each group separately
" Group together
" Wait for next deckload
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1. The fighters fly in 3-plane sections or as individual planes.

2. The sections fly to the target separately or together in groups or circling in the air to wait for next deck load.
(Enabled only for anti-ship or ground attack missions)

3. CAP types

4. Targets (Enabled only for anti-ship or ground attack missions)

5. Flight Height (Click the diagram to adjust the heights)

6. Flight Group (You may draw a rectangular to select the planes and move them into another group)

Once finished, press OK and now you can define the flight routes, and launch the planes immediately.

Launch Immediately!

Cancel Plan
Define Target Zone
Define Target Zone (Diamond)
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7 RECONNAISSANCE PLANNING

Move, keep formaticon
Mowve, line ahead
Mowve, line abreast
Mowve, round formation

Release landing troops

Release landing crafts

Reconn Plan...

Fire now

In the pop-up menu for selected the ships, choose "Reconn Plan...", and see the next dialog.
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Reconnaissance Plan

Available Planes:

Mo. 4, Minneapolis Air Unit{SOC Seagull Seaplane) @CA-38 Minneapolis Heavy Cruiser—Ready
No. 3, Minneapolis Air Unit{SOC Seagull Seaplane) @CA-36 Minneapolis Heavy Cruiser—Ready
Mo. 2, Minneapolis Air Unit{SOC Seagull Seaplane) @CA-38 Minneapolis Heavy Cruiser—Ready
No. 1, Minneapolis Air Unit{SOC Seagull Seaplane) @CA-36 Minneapolis Heavy Cruiser—Ready
MNo. 4, New Orleans Air Unit(SOC Seagull Seaplane) @CA-32 New Orleans Heavy Cruiser—Ready
Mo. 3, New Orleans Air Unit(S0C Seagull Seaplane) @CA-32 New Orleans Heavy Cruiser—Ready
MNo. 2, New Orleans Air Unit(SOC Seagull Seaplane) @CA-32 New Orleans Heavy Cruiser—Ready
MNo. 1, New Orleans Air Unit(SOC Seagull S=aplane) @CA-32 New Orleans Heavy Cruiser—Ready
Mo. 4, Northampton Air Unit{S0OC Seagu  zaplane) @CA-26 Nerthampten Heavy Cruiser—Ready
No. 3, Nerthampton Air Unit{S0C Segd eaplane) @CA-26 Nerthampten Heavy Cruiser—Ready
No. 2, Northampten Air Unit{SOC ~ zagull Seaplane) @CA-26 Northampten Heavy Cruiser—Ready
.1, Nerthampton Air Unit(S@# Seagull Seaplane) @CA-26 Northampton Heavy Cruiser—Ready
. & Penzacola A1nit "~ Seagull Seaplane) @CA-24 Penzacola Heavy Cruiser-—Ready

. 3, Penzacola Air §nit(SOC Seagull Seaplane) @CA-24 Pensacela Heavy Cruiser—Ready
. 2, Pensacola Air Onit(SOC Seagull Seaplane) @CA-24 Pensacola Heavy Cruiser—Ready
.1, Pensacola Air Unit{SOC Seagull Seaplane) @CA-24 Penzacola Heavy Cruiser-—Ready
. 4, Wincennes Air Unit{S0C Seagull Seaplane) @CA-44 Vincennes Heavy Cruiser—Ready

R [T PRy FPrvinar  Manda

Cancel

1. Available planes for reconnaissance mission. Select one or more from them.

2. Adjust the search fan for selected planes.
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Now you can define the search range, and submit the plan.

Submit Plan

Cancel Plan
Back
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8 AIR STRIKES

CV-5 Yorktown Aircraft Carrier

Define Flight Plan

Fighter CAP missicn
Combined Anti Ship
Combined Land Attack

Arm with Bomb

Arm with Torpedo

Unload Bomb/Torpedo

Reconnaiszance Mission

Draw a rectangular on the deck to select the bombers and escorting fighters then choose "Combined Anti Ship" in the pop-up menu.



- Move to another group

Set the flight plan in the next dialog:

For regrouping, drag a rectangle to
select the planes.

*' Keep groups together.

" Cruise at seperate speed

* Each group separately

¢~ Group together
 Wait for next deckdoad
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1. The fighters fly in 3-plane sections or as individual planes.

2. The sections fly to the target separately or together in groups or circling in the air to wait for next deck load.
3. CAP types (Enabled only for CAP missions)

4. Prime target types

5. Flight Height (Click the diagram to adjust the heights)

6. Flight Group (You may draw a rectangular to select the planes and move them into another group)

Once finished, press OK and now you can define the flight routes, and launch the planes immediately.

Launch Immediately!
Cancel Plan

Define Target Zone

Define Target Zone (Diamond)
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9 AMPHIBIOUS ASSAULT

Cruise

Maxium

Low-noise

3 knots
10 knots

15 knots
20 knots
25 knots
30 knots
35 knots
40+ knots

Manoeuvre your landing ship to a place next to the beach.
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Sub-units ...
Status ...
Tactics ...

Interception plan ...

Define firing zone

Define reconn zone

Define reconn and firing zone

Cancel zone

Click the landing ship and choose "Sub-units..." in the pop-up menu.
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A e 5
Units in Kinryu Maru Transport Ship

[ER M Kinrvu Maru Transport Ship Name Kinryu Maru Transport Ship
’ C1, 5th Yokosuka SMLF (marine X 25)

f C3, 5th Yokosuka SMLF (marine X 25}

C2, 5th Yokosuka SMLF (marine X 25} Status  100%

[I"&. Gun Co, 5th Yokosuka SNLF (Type87 X 6)
et il

99%

Weapons listed in the armament

Stock arms in selected unit:

Selected Units Leave Now | 2|

Select the landing troops in the unit tree, and press "Selected Units Leave Now"
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Done, gather in formation

Done, go defense

Done, go into facility or unit
Doneg, set landmine zone
Done, define supply objects
Cancel task

Across river

Define supply drop-off zone
Repeat this task

Step back

Relocate

Define the routes for the landing troops, and choose "Done™ types to send the command.
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APPENDIX

This section will contain additional information.
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