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INTRODUCTION

s whWear 2050 iz o unigque simulation. It combines elements of submarine
warlare, flight simulation and strategy zame: set in o realistic Tuture world
SEeLrio.

You take the part of one of the new breed of submariners, piloting the latest in
marine technology: the fighter sub. Working for huge corporations as an
independent mereenary, each mission vou earey out is rewarded in hard cash.

Chne moment, vou are battling nsing tactics which are deawn Trom aie warlfare, The

next., vou are diving deep to reduce your cavitation and coming to a halt to reduee

your passive sonar visibility.

Varied missions in Four theatres of war. simulated combat mode and a full
complement of training mizssions make SubWar 2050 the definitive underwater

combal =imulation.

The Manuals

This manual is organised 1o help vou start plaving SubWVoae 20500 quickly:-

The seetion on The Commuand Centre will inteodues you 1o the different levels of

play in SubWar 2050,

The section on The Mission explains how to operate voor suli’s control, navigation

and combat systems,

The separate UnderCurrents manual contains information which may be nselul az

vou el deeper into the game.,
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Gontrols

The Controller
You ean play SulWar 2050 using a combination of Kevhoard, Mouse or Jovstiek,
For piloting submarines, it i vecommended that you use a Jovstick and for menu

selection it is recommended that you use o Monse,

In this manuoal, which is applicalile 1o all compuler systems. these three deviees are
koown as the Controlfer,

The Selector

Duiring the game, vou may be asked to seleet From a list of options. You will be able
to use either the Reyboard Retuen/Enter keyv, the Left Mowse Button (alibeviatsd
to LMB) or the Joystick Fire Button.

In this munnal, these deviees are refereal tooas the Selector,
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GETTING STARTED
Sorting the Materials

Your SubWar 2050 package contains this Manual, a copy of UnderCurrents, o
Technical Supplement. o Kev Guide and a set of disks to run the simolation,

Installing/Loading SubWar 2050

Tl Technieal Supplement gives speeilic instruetions Tor installing andfor loading

SuhWar 2050 Tor yvour particular computer,

Copy Protection

Alter the opening cereens. you arve laken to the Copy Protection seveen. Eoter the

correel word Teom the manoal nsing the referenee sivien.,

When you have completed the Copy Protection. vou are translfeceed to The

Commuand Centee. on board the sols carvier.
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THE COMMAND CENTRE New Campaign

The Command Centre iz the central vroom of vour sub carvier, The Commanid

Centre sereen containg a number of options which are aceessed by moving the

Cursor over an ‘active” avea of the sereen and pressing the Sefector,

ame

Mew — —
o B (ptions

Campaign

Quif ————
Configure
Subs
Simulated
Camba
~ Enler
Mission

Filol Roster —
i

Select *New Campaizn” to begin g new compaizn, Yoo may choose from:-

Missinn Morth Paeilie - Training
Briefing Antaretien - The Hot Cold War
Narth Atlantice - The Treasure Trove
When you move the cursor over an active” area of the Command Centee. its H-"““I ChliBes “Taoublavy Rl
: Y North Pacific/Sea of Japan = Small Insults, Big Business

lunetion is displayed in the box at the top centre of the sereen,
The training campaizn is recommended for vookie sub pilots. Each of the other

four seenarios have their own unigque challenges amd may be played in any oeder

Click on the "'H icon 1o change the cureent campaign. You may ehange your
current campiign at any me: the position veached in vour previons campaign will

be saved.
Click on the E ieon o view the seenario briefing text.

Click on the feon tooeetoen o the Command Centee,

Quit

Seleet *Chit” to exit Subreer 2050 and retorn o your computer’s operating system.
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Game Options

Select “Game Options” to make game configuration changes. To change a parcticular
e option. click on the IE B,

Click on the icon al the bottom ol the Game Options sereen to return to the

Commanil Centre,

Calibrate Joystick

Seleet this option o calibrate an analogoe jovstick,

Control Mode - Mouse/Joystick/Keyboard

Seleet this option o change the submarine contral mode,

Terrain Shading - Textured/Plain/Wireframe
Seleet this option to change the 3-I) tereain shading mode - Tully textured terrain

can slow the Teame update vate significantly. especially on slower machines,

Object Shading - Textured/Plain/Wireframe
Select this option 1o change the 3-1 objeet shading maode.
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Collisions - On/Off

Seleeting *Collisions O prevents your submarine from sustaining damage if it hits

the seabwdd or another submarine.

Selecting “Collisions On is more difficalt to play. ot will resolt in a higher mission

S,

Sonar Realism - Realistie/Simplified
During real underwater engogements. the only way of secing stalionary enemies is
Lo use vour active sonar. However, this has the disadvantage ol bromdeasting vour

position to the enemy.

The *Simplified” sonar vealism setting allows vou o see all sulmarines within a
vange of approximately 1 kilometee, This is vorealistie. bt makes the game easier
to play. However: while vou con see the enemy ., vou cannot target them anti] they
are deteeted by your aetive or passive sonar,

The “Realistie” sonar realism setting will only display those submarines which your
aetive or passive sonar has detected, Plaving on this setting is more diffieult, but

will result in g higher mission seore,

Enemy Skill Level - High/Medium/Low
The enciy skill level affeets the intelligenee, ameressiveness and number of

ll]lll"l'll‘!ﬂ!-i your encopnter du]’iilj_{ H l]liSHEIIII,

Playing on g high skill leve] will result in o higher mission seore,

Sereen Zoom - On/OIT

Seleet “Sereen Zoom of 17 to turn of T the coom elTeet hetween sereens.
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Simulated Combat

Selecting “Simulated Combat® puts you into a fighter sub simulator, in the middle of

a multi-suly underwater doghight, *Simulated Combat” allows vou to perfeet your
underwater combat technigque without getting killed,

The seore which you get at the end of a *Simuolated Combat® session is dependent on

several Tactors, inchuling how many enemy subs yvou desteoy and the number of

wenpoms it took W destroy them,

For more details on piloting submarines, see the section of this manual on *The

Mission™,

Pilot Roster

The Pilot Roster sereen allows you to select or ereate a pilo.

If you wish to play a different pilot. click onone of the cight nombered feons along

the bottomn of the pilor status display. I the pilot is unavailable for action, they are
listedd as cither "KIAT (Killed In Action), *MIA" (Missing In Action) or “*Captured’,
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Il voun want to ereate o new pilot, click on one of the cighit numbered feons to select
the: pilot you wish to delete, then elick on the E ieon. Type in the new pilot’s
name nsing the keyboard and press (Beium], The default campaign for new sub
pilots is “Training’. Return to the Command Centee and enter the "New Campaign’

sereen il vou wish to select a different campaign,
11 vou wish to change the face of the selected pilot, elick on the 'EI] ieon,
Cliek on the EI ieon to view the selected pilot’s medals and awards,

Cliclk on the ieon Lo return te the Command Centre,

Mission Briefing

When vou have ereated or seleeted a pilot in the Pilot Roster and yon have seleeted

a eampiaign, you are able to enter the Mission Briefing.
The Mission Briefing consists of three sereens:-

® he Orders - elick on the iron.

@  the Mission Map - elick on the T

@  he 3-1) Briefing - elick on the TR

Cliek on the ieon to return o the Command Centre.
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The Orders The 3-D Briefing

e ——————

The lshale

HENE
NEEE

-

B

Tl Orders sereen consists of o hriel deseription of the mission’s objectives, rules The 3-1) Brieling augments the Mission Map by providing a 3-1) view of the mission
ol l'r'lf__’_-iif__’l!ll'll‘rﬂ anl ill-t[‘.“iEE‘TlE'l' dula on enemy -iil'ti"u'il}'.- T view the next Jranger ol the area. Additional data s ]lr‘“'l-"illl!'.ll un Lhis seveen :'ull['t'-]"t!ill,'!. thie {]l’iﬂ_h ol the mission
Mission Briefing, elick on the IE icon. waypoints,

The 3-1 view may he manipulated by using the ten ieons in the top right of the 3-T)

The Mission Map

bviefing serecn:-
Select the ieons 1o move the display West or East,

Select the or

K1
4]
Select the IE or
=
(4]

ieons to move the display North or South,
icoms to move the display up or down,
Seleet the

ar icons to rotate the display w the vight or left,

HEEME

Select the or icons to 0 the display foewared or backward.,

The Mission Map is a top-down view ol the mission area. You may also call up a
Mission Map when vou are in the cockpit of your submarine,
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Configure Subs

When you have completed your Mission Bricfing, you may enter the "Conligure
Subs” sereens. This consists of two displays:-
@  ihe Configuration Sereen

[=

@  the Arming Sereen

The Configuration Sereen

{ TORHADD
| 1)1 g

TOTAL LOAK HETGHT 3
" 'HAE LOAD HEIGHT i

A

This is the Tivst seveen in the "Conligure Subs” seetion. [0 eonsists of a 3-10 display
ol the subis) you are taking on yvour mission and their paylowl, oeders, tvpe and

formation position.

Cliek on the E or IE icons to seleet the next/previons sub. The selected suls
is highlighted with a paiv of vellow brackeis,

Click on the [ fcon to change the highlighted subs position in the Tormation.
Cliek on the |,; =i icon to change the highlishted sub’s oeders,

Cliek on the E icon to enter the Arming Serecn.
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The Arming Screen

This seveen allows vou to adjust the pavload of youe suli o soil vour particular
taeties or skill levell For examples when you have beeonwe o proficient suli pilot von

might preeler to take rockets oma mission instead ol forpedies,

Clielk on the ||_L".H s IE icons Lo seleel the next/previows weapon hay, The

selected weapon Lay is lighlighoed witle o vellow Lox,
Clielk on the @ ieon Lo doa] oee of the selected weapon onto vour sub.
Cliclk on the IE ieon b indoad e selected weanpon Trom vour suls.

Click on the @ wenn Lo retien Lo the Command Centree.

Enter Mission

When vou have configured vour submarvines, elicle on the bottom righi-liand

maonitor to begin vour mission.
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THE MISSION

Piloting Your Submarine

You begin most missions under the submarine carrier, moments after luunehing,

Primary Gontrols

Submarine controls are split into tieee different groups
Direetional Controls which allow you to turn, dive and climb.
Engine Controls which allow vou to control your speed.

3 Sgd L b T g '
Ballast Tank Controls which provide additional control over depth, These controls

muay also be wsed when vou are stationary, hiding from passive sonar,

Directional Controls

Joystick Keyboard Mouse

[ pilch down

rall
Yy

fight roll tight
roll [eft

I pitch down

pitch up

1
| pikch down

roll ledt

pitch up
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Press (L] o loek your submarine into single-plane manoeuvring, With this function
o, moving the conteoller to the left or right will make the sub toen in that direction
with no change in its roll angle. Single-plane manocuveing is useful when you are
lining up on targets and when you are vonning on the suelaes,

Engine Controls

[nerease thoeotthe

+

+]

[herease theotthe

(1

[=nitt][=] Set throttle le minimm power
Set throttle te 13 power
Set throttle e 20 power
[zhitt [+ Set throttle e maximom power

1=

E

Ballast Tank Controls
Flood Lallast tanks

El Flood/Tlow ballast tanks o vemain at coveent depth
(0] Blow hallast 1anks

Note: I you want o dive or climb really fast, combine the dive controls with the

eI contrals,

The 3-D Display

It is ton durk t novigate a submarine visually at depths below aboat 2000 feet, For
this reason a 3-0 cealloor displav. genevated from sealloor survey data, is
projected onte the inside of yonr suli’s cockpit. This “vietual world” display is also

used to show your opponent=" subimarines via active sonar imaging,




GAME MANUAL

GAME MANUAL

The Head-Up Display

The Head-Up Display is overlaid on the 3-D display and shows the following data:-

Artificial Horizon
When vour subi is not at a high nose-up or nose-down angle, you will be able o see
the artificial horizon bar. This is displaved on the HUD as a shoret ced Boe,

allowing you o see i your sub is in o level attitude.

= §o
Wavpoints

When vou reach a waypoint. it will he displayed on your HUD as o green triangle,
If you My through the centre of this triangle, your sub’s navigation system will

automatically switeh to track the next mission waypoint.

¥ .

I'hermal Layers

Thermal layers are houndaries hetween warm and cool water which are set up by
oeean eurrents, They are very important to sub pilots heeause they refleel sonar
just like a mireor reflects light, IF you position your sub with a thermal layer
Lietween it amd the enemy, vou will e invisible to their sonar.

Thermal Liver honndaries may be one of bwo types:-

From warm to cool water - displayed on your HHUD as a green grid.

From cool to warm water - displayed on youe HUD as aoved grid.

Thermal layers are also useful to orientate voursell. For example, il you ave

upside-down you will see ved thermal Tayers below vou.

Waypoint
~ marker
Thermal__
Layer
Artificial
Harizan

Targeted —
ohject

Targeting
When yvour sonar detects an object, it will mark it with a box on the HUD, The
currently targeted object is marked with a diamond-shaped box. all other contaets
ave warked with squarve boxes, The HUD targeting display also presents the
Tollowing targel information:-
@ 1he object’s distance from the nearest thermal houndary, This is represented
by u line extending vertically from the sonar contact to the thermal boundary.
If there is no thermal boundary nearby. this line will not Le displayed,
& avget type, which may be one of the following:-
SUB - a submarine

B - o warvine lifeform

SHEP - o ship

HELT - a1 helijest

TRP - a torpedo ar roclkel

MNE - o mine or depth charge

TRN - o transpomler

DY - a decoy

STR - o stroeturee sueh s an umnderwater base
DBR - underwater debiris

LUINK - nnknown

@  raveet vating, denoted Dy the colour ol the teacking boxe:-

Blue - friendly oliject
Rl - enemy oliject

Coreen - nentral or unknown object

The Head-Up Display mayv b toggled on or off by pressing [H],
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The Cockpit Displays

Weapon
Instruments Display
. Sonar
Targeting Cross
Display Section
{SCS)
Display
Mavigation
Display
— Damags
Slatus

The cockpit display eonsizts of four large sereens, augmenting the 3-D display aml

the HUD. There are also two small displays for instant assessment of your

deteetability and doamage statns,

Navigation Display

The Navigation Display has 1wo maoiles: Waypoint and Map. Press @ to T_}pgglu

between these two modes.

In Waypoint made, the Navigation Display lists the following information:-

WAYPT - waypoint enrrently being tracked by the navigation system.
BEARING - the hearing along which you must travel to reach the waypoint,
HANGE - the distanee to the waypoint.

DEPTH - the depth of the waypoint.

TIME - the elapsed mission time (vou will be told in the hriefing ift vou

harver g set time Lo complets the mission).
CLRNC - the elearanee between e seabed and vour sul If you get within
eet of the seabed, this readont will change from yellow to red.
LMD Ceect ol 1 Ll thiis pendont will change from yellow to red

In Map mode, the Navigation Display shows a map of the immediate tereain with
vour sub in the centre, As on the HUD, all abjects ave eolonre coded:-
Yellow - your sub Blue - friendly objeet

el - enemy olsject Grreen - neutral or pnknown oliject

Instruments

The Instruments consist of three rows of ligiees:-

The top line shows your eurrent heading in degrees. The direction you must tuen to
reach the curvently selected waypoint is also shown. as arrows o either side of the
lieading readont.

The second line shows the spesd of your sul in knots, Tollowed by your throttle

setting (between O and 1207,

The lust line shows your covvent depth in feet,
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Targeting Display
The tareeting display gives a veadout of data coneerning the curvently targeted

somar contaet, To echange the cuvvently targeted sonae contacl, press [Hatom

CONTACT - the number of the corrently targeted contact Tollowed by the
total number of sonar contaels.
TYP'E - the type of contact {(e.g, SUB - a submarine). This may ehange as

vour sub gets closer toa contaet amd identifies it more positively.

RATING - the target’s rating (Friendly, cnewy . unkaown),

BEARING e hearing which yon must follow to reach the contaet,

COURSE = the coneze which the contaet is Tollowing.

SPEED - the =peed at which the contact is travelling,

RANGE - the distanee from your suli to the contact. in nautical miles,
CONF - the confidence factor of vour submarine’s weapon svitems in

hitting the targeted object with an active homing terpedo.
Confidener fuetors are based on many separate considerations
including the time the object bas been tracked Toe amd the amount
of noise it is making. Confidence factors in exeess of 1O are

vequired Lo puarantee a hit

Note: il o torpedo is fived at vou, it will be tavgeted aontomatieally 1o give you the

manximum chanee of avoiding it, By making maximum use of the external views. you

noenvees and outsmart i,

shoulil be able 1o anticipate the torpedo’™s me

Weapon Display
The Weapon Display allows you o see what weapons yon have selected and how

Iy e I‘F’-'II'IiIiII.H'I:_’.-

The top Tine of the display shows which weapon hay is selected, To change the

selected weapon hay. press [Bo

The second liwe of the J“!—i[ll.‘]_\' shows the weapon caveted o the selected bay and

number ol these weapons remaining. To lee o weapon, press | Spaceoar |,

The thivd line of the display s the weapon status, This can bee one of the following:-

READY = the seleeted wenpon is veady to be lnaneled

ARMINGG = e seleeted weapon has just been loonehed aod is arming isell
EMPTY = e selevted weapon hay is emply

DAMAGED = thes weapon systems are damaged

The final line of the Weapan Display is the sonar status, Press [S] o change vour

suly’s sonar mode, You may choose hetween:-

OFF - sonar svstems of
PASSIVE - passive (listening) sonar on
ACTIVE - aetive {echo) senar on

[T an enemy wrpedo is launehed at vou.press [0 w celease a decoy. then corry out a
hard turn, This should allow you to escape unseathed,

Sonar Cross-Section (SCS) Display
The SCS Display is o bar scale ronning from left to vight which allows vou to see the

amount of neize vou are making. 11 the display is black. you are completely silent.

IF it i yellow. vou arve making some noize amd you risk enemy detection, 10t is ved,
vou are hroadeasting your position toe evervone in the immediate vicinity. To keep

vour noise level down, vou must ran slowly and use active sonar with extrene eoare,

- -
Damage Status

The cight bars below the SCS Display vepresent the status of your suly’s primary
systems. The bar seale is entively geeen if the system is undamaged, vellow il pactly

damaged, red i heavily damaged and black if desteoyeld. See Damage Status in the

next section For Tull details,
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Full Screen Displays

Map Sereen

Press [Il to enter the mission map. This is similar to the Mission Map in the
Command Centre, bt has some additional funetions:-

Click on the icon to inerease the map magnilication.

Cliek on the -::i icon Lo deercase the map magnilication,

Cliek on the [¥i I }Ci icons 1o togele the auto-centring fumetion an or off. Auto-
centring keeps your sub at the centree of the map display at all times,

Click on the @ ieon W retuen o yoor sulvs cockpit,

-
Damage Status Sereen
Your suli is equipped with a complex network of damage assessment and automatie
repair systems. Press [2] o enter the sereen which vontrols these systems: the

[hmape Slalus sereen,

The Danage Status seveen allows you o assess vour current damase stutus and modify

v sub’s automatie damgee repaie systems o repair tporlint systems lirst.

[ the bottom of the Damage Status sereen, there is a list of your sul’s primary

systems, These include such items as Hull Steaeture. Weapon Systems amd Sensor

Systems,
For each primary system, there is a display consisting of. from left to right:-
@ the name of the system,

@ o Lar chart which shows the damage status. This is green if the system is fully

aperational, yellow il partly damaged. red il heavily damaged and black if

destroyed.
@ o brief deseription of the repaie state. This mayv be:-

OPERATIONAL

- the system is fully operational

UNDER REPATR - the system is under vepair

MINOR DAMAGE - the system has sulfered minor damage
MAJOR DAMAGE - the system has sulfered major damage
DESTROYED - the system is beyond repair
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To select a particular damage system, elick on the E ity IE icons,
To make this system the [H'im'il}' syslem Lo repair, elick on the . o, H{'p:lil‘ﬁ

will now be maade to this system before all others.

Click on the ieon Lo return o your sul’s cockpit.

Wingman Orders Sereen
You will need o give orders to vour wingmen during missions. Press (3] to display
the Wingmon Orders Serveen,

The Wingman Orders sereen consists of a 3-10 display of the suliis) on your mission

al their tvpe, damage status, orders and formation position.

Click on the |=T_u or m icons o select the next/previons sul, The selected

suly is highlichved with o pair of yellow hrackets,

Cliek on the icon 1o change the highlighted sul’s position in the formation.
Cliel on the icon o change the highlichted sub®s orders,

Cliek on the icon o returen o your sub’s cockpit,

Object Yiewer Sereen

Press [4] to enter the Object Viewer: a reference library of 3-1) images. Yon may
wish to consult this library 1o review the shapes of encmy vessels helfore engaging
the: enemy, Click on the lEi or the E icon 1o view the next/previous object.
Clielk on the @ eon o return o your sub’s cockpit.

Other Controls

Press =00 [E] o activate vour submmarine’s ejection capsule.
Press [ 200 TA] o aceelerate the passage of time.

Press [P o pause the game.

Press | ]@ to either end or abort the eurrent mission and return o the Control

Clenlre.
Press [Csc| to display the *Game Options® sereen., allowing you to make gume

conligneation changes mid-mission
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VIEWS

Cockpit Views

When you are in the cockpil, you may move your viewpaint to the left, right, up

and down:-

(<] moves the view to the left

[ moves the view to the right

re-centres thie view

(2] moves the viewpoint up or down, allowing you to see move or less of the 3-10 world

ar (V] hides the cockpit completely. displaying full-sereen 3-D

External Views

Flypast Camera View - Press

@ ustationary viewpoint which tracks your suli as it goes past,

Chase Camera View - Press
@

dew which follows vour sub fram just hehiml, allowing you to see all areol

it. This view is very useful when manoeuveing in a vestricted space.

Weapon Camera View - Press

@ o view looking ont of the nose of the last weapon you fived.

Tactieal View - Press

@ tracks the currently targeted sonar contact in the hackgronnd with your subyin

Al view in pnderwater doglighis,

the foregronnd and is a very use

GAME MANUAL

Inverse Tactical View - Press

®  tracks your sub in the background with the currently targeted sonar contaet in

the foreground and is useful for secing what the enemy is doing in an
underwater doglight.

Current Contact View - Press

@ o view threough the nose of the e

atly tavgeted sonar contact, allowing you
Levsees 0000 i Tining up omeyou, This is 0 very useful view when von have largeted

a hostile torpedo,

Returning to the Sub Carrier

When vou want te land back alward the sub carrier, you must bring yone suby into
i position immediately below the carvier’s hangar, The carvier’s antomatic docking
system will then pilot your sul into its hangar bay, Press (500t (@) to end the
inissiom.,
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MISSION DEBRIEFING

hen yon have completed vour mission, yvou will be taken to the mission
} I ) » )

debriefing sereen, The debricling presents a summary of the mission aml you

are paid depending on your mi

sion perlormanee,

I you achieve an outstanding resull in your mission. you may qualily for an award
from cither the mereenary™s union or the company who you are coevently working for.
To get a mercenary awaril. it is only necessary to seore high points an the mission.
To get a more valualle Corporate Award, you must carey ont the mission

aljectives with maximum damage to the enemy and minimom damage 1o Teicadly
forees, using the minimum amount of weapons (and therefore money).

You mav review vour medals gl awards by selecting Pilot Roster in the Conunand
B J =1

Centre.
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NOTES
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