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Introdugtion

TYPE 22 is possibly one of the largest (170K including data), indepth naval
simulations currently available on the Sinclair QL.

It is a similation of a Royal Navy Type 22 frigate. The object of the
program is to stay afloat for as long as possible, shoot down enemy aircraft
and sink enemy shipping. You are subject to attacks from epesty aircraft,
missiles, submarines and surface ships which mesans that you may have to deal
with over 20 separate targets at the same tigel

The program uses a comprehensive, well-thought-out scoring syStem to gauge
your performance accurately. The military data used is accurate and true to
life throughout,

TYPFE 22 is a program which requires a little effort to learn to use
effectively. Once you understand 1t, the program will present a continual
challemge; no two games are ever the same,

When learning to play, don't be too preoccupied with all the diffecent types
of ships, weapons and aircraft which are used by the program as these will
soon becom: familiar,

Good luck] Remember to use the glossary at the end if you don't underscand
the terms used in this manual.

Loading

You are advised to make backup coples of both microdrives before starting to
load and run the program., To do this, place a blank formatted cartridge in
drive two and the original i1n drive one and copy the files acrosa using the
SuperBASIC COFY command.

To load the program, place cartridge A in mdvl  and cartridge B in miv2 .

The press Fl or F2. The program will load, ask you to encer the time in the
format, hour/minssec, then begin.

If you have a Qflash RAM disk in EFRCM and 192K or over, the program will
detect this and call all 1ta files from FAM disk. This substantially
increases the speed of some parts of the program. AS programs in external
memory run faster, TYPE 22 will slow itself down in order te cun at real
time on expanded machines,

It is possible to use a RAM disk other than Cflash in EPHCM. Insert the
cackup of A wn mdvl  and type:

delete puv_boot: copy mdvl bootl to mdvl boot <ENTERD
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The program can then be run as normal but remember to icad your RAM disk
before you load TYPE 22.

DO NOT REMOVE THE MICRODRIVES AFTER THE GMME HAS LOADED

The Screen Displays

After loading, the =creen is separated into five distinct areas:

Naval: This display has a S56km range and plots all surface vessels up to
Sbim, submarines within Sonar range (see note under MOVEMENT) and the ship's
Lynx helicopter 1f it is in Elight. Shipping is shown in green and the Lynx
in white., Torpedoes do not appear On SO0ar.

Radar: The radar screen displays all known aiccraft and the larger enemy
misstles used. The air search radar has two modes, NORMAL {55km) for early
warning use and 200M-IN (11.6km) for close-in use with the Sea Wolf
surface-to—air missile system. The current radar mode ls shown on the
indicator panel beside the radar screen.

Incoming aircraft are plotted in white, outgoing aircraft in qreen and
missiles in red. In most cases one red dot represents two missiies because
they Ely so close together.

Aircraft flying at low level do not appear on radar until they come over the
horizon {(33km). BEven after the horizon line, however, some aircraft may jam
radar so that they do not sppear untll they are 10-Jkm from you. Watch cut
for surprise attacks!

Comnand Salector: The comnand selector shows the commwand opticons togecher
with a red cursor box. This should be movea over the desired optiocn using
either the cursor keys or a joystick in CTLl, Then SEACE or fire is pressed
to engage the optlon.

Information: The information window shows detatls about the cosmand optioon
currently 1n use.

Telex: The telex window provides informatlon on what 15 happening around
you with regard malnly to weapons systems, The haln message Lypes are as
follows:

Enemy weapon launches - shown as either an AIR ATTACK WARNING followed
Ly target bearing or a MISSILE/SSM (surface to surface missile)
FTORPEDD LAOWCH warning with both a range and a bearing.

The prefix 'MULTIFLE' may appear 1n warnings to indicate that more than
one launch has been detected. In this case the red dot produced on the
radar screen will represent two missiles. These messages are
acoompanied by a warning siren.

Enemy Hits - shown ag follows:-
HIT AT {bearing} (no. of hits)/(misses) DAMAGE IDX: {damage §)

The damage index 18 not shown if there are no hits o you are in
raining mode. Nor is any aodible alert signal gaven.

Helicopter Information - Messages are generated if the Lynx is shot
down or 1f 1t lands back on the ship.
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" Expcet/Torpedo Hies - A telex showing the target rarge, type and class
1s displayed. BNo telex ig shown for a weapon which misses its target.

The Keys

Tmzzmbeenmademeasyaspassmlemoontrol. To this end, many of
the comrand options use similar keys. To begin with, the function key Fl
may be pressed at any time to stop the program. It may be started again by
pressing R to [esume or ( to quit and start a new game.

In training mode Fl is used to end training and begin a normal gage. The
ESC key always aborts the cosmand being executed and SEACE always salects an
optilon or fires a weapon.

Training

To help you to learn to play TYPE 22, a training mode is provided. When the
program loads, you are offered a full game or a training session. Traininhg
15 just like the real game, except that you are not damaged when hit. You
can therefore play for as long as you want in order to get the hang of the
controls.

Training is aborted by pressing Fl for a full game.

The Command Cptions

The command optlons are used to concrol the ship and its weapons SySTems.
The cormand selector box on the screen shows the command optlons together

with a ted cucsor box. This red box should be moved over the desired option :

using elther the cursor keys of a joystick and then SPACE or Fire pressed to
engage :he option.

The command list is as follows:—

ALT 57D : Alters ship's speed (in knots} using LEFT/RIGHT, The maximm

speec 1s displayed and will be 29 knots until damage exceeds 50%;
maximmm speed is then reduced.

CHAFF : Chaff basically consists of lengths of aluminium fo1l that
can be fired to produce a decey radar target which may decoy radar
homing missiles away fram the ship. The duration of the chaff cloud
Jepends on the ship's speed and varies from 2 - 33 secs.

When chaff is being used, your own radar i3 partially blinded by it.
Therefore it is possible for some low-flying aircraft, such as the
Su-24 or MiG-27, to penetrate your air deferces to within 3km before
they appear on radar. This makes it urwise tg use chaff when you don't
naye to as it is very hard to endage targets so close to the ship.

EXOCET : Exocet is a surface—skimming surface to surface missile
waich can be Eired within 30 of the ship's heading. The version
installed on Type 22 frigates is the earlier MH38 which is not an
aver-the—-horizon weapon and thus has a maximam rahge of around 33kan and
a minimm range of 7km.

Only four of the ship's eight missiles can be loaded at any time and
aboutr 3 minutes are needed to reload. Exocet inflicts between 7G-30
points of damage but 1t cannot be used against sulmarines.
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E0C IoAD @ Re-load Exocet SSM gystem. The operatlon takes about 3
minutes and ail four launchers must have been fired pricr to
re—loading.

BEAD : Alters ship's heading using LEFT and RIGET t0o move
clockwise/anti—clockwise. SPAME sets the new heading.

OO ; Calls up the ship's on—toard naval datasbase on Soviet ships,
LEFT/RIGHT select the ship to be examined when SPACE is pressed. The
data given is self-explanatory except for the STRICTURE.

‘The structure is a rumber which tepresents how much damage the ship can
take before sinking. It is given as a percentage of the ship's
structure compared to a Type 22 frigate - i.e. a ship with 160%
structure is 1.6 times larger than you are and can therefore take 1.6
times as ouch damage.

The data stays on screen until any key is preessed. It is then replaced
with range and damage information for the ship's main weapon Systems.

More information on Soviet weapons 13 given at the end of this manual.

LYK MVE : Tbis commard either moves the Lynx helicopter in flight
of causes it to take off. The heading is input using LEFT and RIGHT to
select and SPACE to sec. Height 15 1nput as follows: =

LEFT - down 1m
RIGHT ~up 1l m
SPAME - set

SHIFT - 10x movementc
CTRL -~ 5dx movement

The helicopter's altitude ceiling 13 1750m.
LYNX OF : Selecting this conmand brings up a menu with 5 options:

1. Sit-rep - Situation report. This shows speed, bearing, number
of torpedoes left, height, range and map posS1tion.

2, A&bort missicn - Sers ruickest course to ship, lands and
re-arms Lytix. & teiex gives confirmation of the Lynx's landing.

3. Fire Tigerfish - A flashing red circle appeacrs around one of
the enemy vessels. It may be moved to the next target, using
LEFT/RICHT and SPACE to Eire one of the two torpedoes on the Lynx.
It does rot work if the Lynx is flying above l0m, the target range
13 greater than 20km or if there are no torpedoes left. Target
range is printed in red if the target is within range.

4, Guide Exocer - This provides over-the-horizon guidance data
for Exocet, effectively giving the Lynx resote control of the
ship*s missiles. The Lynx muat be flying above 90m and within
26km of the target to fire. The missile might not hit if the Lymx
15 shot down or it falls to below 90m while the missile(s]) is
st1ll in flight, Target range is printed in ved if the target is
within range.

SHP DAT : Maval version of TA LIXX with the same commands. This is
used to identify ships so that an attack strategy can be decided.
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SW FIRE : Pires Sea Wolf surface to air migaile system.

A 5.5km range circle is drawn on the radar screen and a target line
appears pointing to 0 . This line should be moved over the target
using LEFT/RIGHT ot UR/DOWN {180 movement) and SPACE pressed to
launch. :The line must be within 1 on the target's Dearing to fire and
also the range must be below 6km. Height must be taken into
consideration as well. This means that Tuw-958, which always fly above
0000PL, can never be hit and that some other high-flying aircraft can
cnly be hit within 2km as seen on radar. There is a base 80% chance of
hirting an aircraft with Sea Wolf which may be mxdified by factozrs
dependent on the target's size, electronic counter measures [BOM) and
speed. The base chance of hitting an incoming surface~skiming missile
is 20%.

SW_LOAD : There are 96 missiles but only 12 (6 per launcher) are loaded
at the start. When these are fired, the system must e reloaded using
this command. You do not have to fire all 12 missiles before you can
reload,

SYST STAT : System statistics, showing the ship's present heading,
speed, damage percentage and map position (the ship starts ac position
¢,0).

TA LOCK : Air Target lock-cn, ot available when air search radar is in
20CM-IN mode. It is designed to identify hostile aircraft and provide
7 speed, height and bearing for a target.

The cursor range and bearing are shown and a green cursor hox appears
on the radar Screen., The box should be yoved over the tazget atreraft
and SPACE pressed to reveal a graphic view of the aircraft, together
with its speed, altitude, heading and possible weapon 1oad.

The conkttols are:
LEFT - moves cursor box anti-clockwise 1
RIGHT - moves clockwise 1
Up - moves out lkm
o - poves in lkm
SEACE - attempt lock—on
ENTER - rotates cursor box 180
SUIFT - faster movement

TT FIRE : The sequence far Eiring Mk32 torpedoes 1s the same as that
for Sea wolf mussiles, but thesse have a maximm range wf 40%m,

Torpedoes take a fair amount of time - B secs, per km — to travel to
their target. They inflict 45-55 points of damage each and have a base
hit chance of 90%. The ETA (estimated time of arrival} of the torpedo
15 shown when 1t is fired.

The torpedoes in TYFE 22 travel much faster than real Mkd2 torpedoes,
ctherwise the game would be toO slow.

~EA STAT : Displays the current namber of Mk12 torpedoes, Exocetrs, Sea
Wolf russiles and the status of the helicopter.

700M : Selects or deselects radar zoom mxle i.e. 11.6 or 56km range.

The current Status is shown on the indicator panel beside the radar
sCreen.
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PLAYING THE GAME

TYPE 22 is far removed from the standard arcade game., It requires a
strateqy 1n giving priority to eertain more dangercus targets and in the use
of chaff and the ship’s speed to fool missiles., The player should also
always bear in mnd the restrictions of his own weapon system and that of
the enemy.

Chaff

ThafF should be active only when missiles are within 12ke of the ship i.e.
they appear on radar while in ZOOM-IN mode. Keeping chaff up the whole time
may seem like a good idea but it allows low-level fightera to evade
detection by radar until they are dangerously close to the ship.

Also, when the ship is moving at full speed, chaff may only stay active for
about 2 secs. The ship leaves the chaff clowd behind 1t {at 29kts, the
cloud will be 190 feet aft after 4 secs. )

Another way to aveid enemy missiles {and other weapons as well) iz to face
either directly towards or away fram them. This presents less of a target
to the missile’s radar and pay lessen the missile's chance of hitbing you oy
15%.

mrms

Fitst, Liring torpedoes at a ship does nct mean its instant destruction.
Torpedoes travel fairly slowly and at maximum range may take 4-5 minutes to
close on a target. However, when they do close range, they are very likely
to hit as they cannot be dstroyed by rapid-fire cannon, missile systems Of
chaff, unlike surface-skimming missiles.

This problem of destroying torpedoes means that your only defence is to face
directly 1nto the target ard present less of a target to haome Ln on.

Exocets ]

Exocets have the advantage in that you can Eize one or two and be almosT
certain ot jestroying the target in a matter of seconds. The main
disadvant.jes of the system are that it takes about 3 minutes to reload, it
mist be fired withan 30 of the ship's heading and it canrot be used against
submar ine targets.

Lynx ASW Helicoprer :
The Lynx has one main function - to destroy swmarines. Used properly it is
good at its jab but 1t 1s very wilnerable to mssile attacks.

The Lynx carries two Tigerfish torpedoes which have a range of 20km. They
can be used on both surface and sub-surface rargets.

The Lynx can also be used to provide over-the—hocizon guidance data to
remote control Exocet misglles, as described in the command LYNX OP. This
function is very useful against targets which would normally fire their
weapens before you can hit them, such as Nanuchas, Kieva and Kyndas.

New we come to the big problem. Below about 100m, the Eynx is llable to =3
shot at by any missile-carrying fighters. The only AAM used 18 the Aphid so
of you are within an 8km k11l zone of an enemy aircraft carrying it your
chances are precty slim, Also, below 200m, low-level air defence systems on
ships will be active to a Daxumm range of 9km.

So the answer is simple - fly above 100m. Wrong — this is a bad idea. You
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THE SCORING SYSTEM

TYPE 22 allocates points based on proficiency with the weapons systems, the
marner in which damage is taken, use of the ship's resources and time
afloat., The major categories are:—

Sea Wolf

Foints are awarded for shooting down enemy planes of missiles. Each
atreraft scores a value as shown in the aircraft reference section.
Only haif the points are awarded if the aircraft is shot down after it
has fired at the ship.

Shooting down an incoming enemy missile scores 250 points. Six points
are lost for any missile that misses its target.

Anci-shipoing activities

Foints are gained hegre by sinking ot damaging enemy shipping. The
score is roughly proportional to the size of the ship and is
independent of the weapons systems used to sink it.

Damage

Damage polnts are subtracted from the final score and represent the
total damage taken in conjunction with use of the chaff launcher.
Damage points taken from non-radar quided weapons are ten times the
amount of damage inflicted.

Points taken from radar—guided missiles are ten times the damage done

unless chaff was active at the time of impact, in which case the polnts -

equal the damge inflicted. It pays to Keep chaff acrive - even 1f you
are nit, your score won't drop as far.

self Cefence

Over-use of chaff is penalised. If old chaff is still active when new
chaff 18 deployed, then points equal to the cume 10 seconds before the
old chaff was due to expire will be ceducted.

Ay missile deflected from the ship using chaff scores 100 points.
Helicopter use

If the Lynx detects a SUbmArine using SOnar. 200 pownts are awarded.
25 pownts are lost if the Lynx is shot down.

1f the Lynx is airborne when the ship Sinks, 25 points are awarded,
Each torpedo whicn hits and every Exocet gulded gains 10G points.

Simulatlon duration

Foints accumulate at a rate ¢f one per ten seconds.

SOVIET WEAFONRY

This is a list of the weaponry used in the program. Damaqe is
calculated as a percentage of your ship's rotal stroctural value (i.e.
you can take 100% damage points before Sinking). Indicated damage will
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cannot use your sonar and torpedoes at that height and above 100m ships can
use their high~level air defences with kill ranges of cver 30kmi

The best ides is to fiy low and climb if enemy planes get too near. Only
Forger Ds and scme MiG-27s carry ARMs 5o use TA LOCK to find these and avoid
them. Other aircraft will ignore you.

The following table lists the air defence avoidance radii for Soviet surface
shipe; (they can aiso be found on the program's LOOK=-up command file}:=

Surface Type Low range {km} High Altitude Bange (Km)

Kiev
Rara
Eyrda
Kresta II
RKrivak I1
Kashin
Hanuchka
Kotlin
Grisha II
oea IT

) L) Ll WD L WD L L AD R

Obviously submarines are Dot 4 threat to the helicopter.

Movement

BEasically your top Speed is less than most of the surface ships so you
cannot out-distance them. What you can do is to close on certain targets in
order to get withln weapon range sogner or try to hoid your distance from a
target so chat the Lynx can call Exocet on to it before it can fire at you.

you spould also remember that at high speed chaff will remain active for a
very short time and that your on-boara sonar's ranga will drop 500m for
every knot of speed. Ib varies between 10km when statlonary to only 4.5k
at 29Kis.

Sea Wolf

Sea WOLE 1s the naval version of the Rapler missile system and 1t has a
§.Skm Lptecceprion cange. For the purposes of the game, it 15 assumed that
one hit will exther knock out Uie target aireraft or prevent it from

attacklog.

As you have only 96 miss1les, your target prioribies should Dei-

1 - Incoming missiles
2 - Attacking aircraft which have not yer fired
1 - Aircraft which have ficed
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Soviet Adrcraft

This list shows the different types of aircraft used in TYPE 22. You should
be aware that aircraft flying above 5500m are out of missile range.

Tupoley ‘Tu-95 / Bear H -~ Maritime Reccon / Missile Flatform
Attack height: 10000m - 18500m Score: flies too high to be shot at

Tupolav Tu-16 / Badger G - Maritime Reccon / Bamber / Missile Platform
Attack height: 2000m - 4000m Scores 380

Tupolev Tu=26 / Backfire C = Maritime Reccon / Missile Platform
Attack height: 2000m - 4000m Score: 450

Tupalev Tu-22 / Blinder C - Bomber / Missile Platform
Attack height: 230m - 2000m Score: 300

Sukhoi Su—24 / Fencer — Multi-role strike fighter
Attack height: 12m - 30m Score: 125 or 150

Mikoyan - Gurevich MiG-27 / Plegger D - Multi-role fightac
Attack Height: 12m - 30m Score: 120 or 200

Yakovlev Yak-36 / Forger B/D - V/STOL attack fighter
Attack height: 12m - 30m Score: 100 or 110 or 120

ARIRCRAFT IN TYPE 22

¥ P o

Hik-77
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vary by approximately 10%.

Most of these weapons are fired in either volleys or pairs,

The weapon list is only included so that you know what a ship or
aircratt ie carrying when you look it up with the LOUK or TA LXK
command. It is not essential to know it though it may help if you do.

Weapon Damage Range
AS=15 = "Hotel" cruise missile 40% 40 *
AS-f = "Ringfish® air to surface missile i 3 32 *
2S-7 = "Kerry® air to sucface missile 5% 6 * TR SRR R s BT e
HE~GP ~ high explosive bomb 1% 1 TR R SRR T
FAE - fuel air explosive bomb 2% 1
UV=16=57 = 16 rocket, 5T rocket pod «125% each 4
MBI-2500A - 18 rocket, rocket launcher .6% gach 7
ME-4500A - 12 rocket, rocket launcher .6% each 7
: $3%km TT - hamng torpedo 0% 22
I 76/100/130mn DP - naval deck gun .5% each 12-8
i $5-N-2 - surface to surface missile 20% k) | *
; S5-N-3 - surface to surface missile 0% 40 *
S5-N~9 = surface to surface missile 30% 40 * .
S5-N-12 -~ surface to surface missile 45% 50 '
55-N-14 - surface to sutface missile 18% 3l -
GSh-23 - 2)mm Gattling cannon 3
Ad—-8 - 'Aphi1d' air to air missile 10
SA~N-1/3 - surface to air missile 0
SA-N—4 - low-level surface to air missile 9

* Weapon may be drawn off target by using chaff.
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Soviet Shippind

The following is 2 list of the different Soviet naval vessels that you
will meet, The ship's cOmpuUter will display them when agked by the
comrand SHP DAT. LOOE will give all this information and more during
play, so this section is only included for reference.

The term ‘structurs’ shows how big the ship i3 compared to you - L.e.
504 means half your size, therefere it can be sunk fairly easily.

Charile 1 Attack sutmar ine

Maximm speed : 27 Kts
Structure : 55%
Armament : §/533mm TT

Hovember Attack submarine

Maximm speed : 30 Kts
Structuce 1 52%
Armament ¢+ §/53%m TT, 4/400mm asWw TT (aft)
Echo II Surface to Surface Missile Attack submarime
Maximm speed : 25 Kis
Structure 3 50%
hrmament : B/93%mm 1T, B/S5-M-3 & 4/400mm TT {aft)

Flev VIOL aircraft carrier
‘Maximan speed : 30 Eks
Structure t 160%
Armament : B/55-%-12, 4/5A-H-13, 4/SA-N-4, 4/76mm pp, 8/G0~23.
10/533m TT, 2/MBU~2500A, 10 Forgers & 15 Bormone A/B
ASW amd missile gquidance helicopters.

Kara Guided missile Cruiser
Maximum speed : 30 Kts
Skructure : 110%
Armament . 8/85-N-14, 4/SA-t-3, 2/5A-N~4, 4/76mm DP, 4,/G5h=23,
2,/ MEG-2500A, 10/923wm TT, 1 Hormone A

Kresta I1 Guided missile crulser
Maximm speed : 34 KES
Structurs 1 105%
Armament : B/SS-W-14, 4/SA-H~1, 4/5Tmm AA, 2,/Mp00—- 25004,
2/MBU-45004, 10/533mm TT, 4 =h-21, 1 Hoomome BB

%yﬂ cuided missile cruiser
Maximm speed @ 14 Kts

Structure s 06%
Armament : B/55-N-1, 2/8A-B-1, 4/76mm AR, 2/MBU-I500A, 6/533mm TT,

gashin Guided missile destroyer
Maxirum speed : 16 Kts
Fcructure : 100%
Armament : 47SA-N=1, 4/76mm op, 2/MBU-4S00A, 2,/MBU- 25004,
5/533mm TT

-
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Krivak II Guided missile destroyer
T REs

Maximum speed :
Skrycture : BS% -
Arparent . 4/55-N-14, 4/SAB-4, 2/85m DP, 2/MBC-2500A,
8/533mn TT
Kotlin Destroyer
! Maximm speed @ 34 Kes
J Structure ; 850%
Armament : 4/130mm DP, 16/45cm Ahy 10/53m TT, mines

Nanuchka Guided missile cocvette
Mayimm speed : 34 Krs

Structure : BO0W

Armament 1 6/55-N-9, 2/GA=N-4, 2/STm AN
Grisha II corvette

Maximm speed : 31 Kts

g
[ 3
g
n
[

404%
2/5a-t4, 2/57mn Ah, 2/MBU-25004, 4/533m 1T, aines

0SA TI Guided missile patrol boat

Maximm speed : 16 Kts
Structure : 3%
Armament, y 478512, 4/GSh-23

WOFTER&SUSEJJINTYPEZZ

] AR - anti-aircraft
AMM = alir £O ail mssile
ASM - air to surface missile
pp - naval deck gun
ETA - estimated time of arrival
PAE - fuel air explosive
GP =~ general purpose pomb R
HE - high esplosive . .
Kts - Kmot. A knot is 1.8 km or about 1.l mles

caM — surface to air missile

3SM - surface to surface missile

Tigerfish - air-dropped torpedo used by Lynx helicopters
VTOL - Vertical Take off and Landing arcraft

Fage 12



