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SEA BATTLE

ADVANCED ELECTRONIC
BATTLESHIPS GAME



1. Introduction

The Advanced Electronic Sea Battle Computer is the modern
electronic successor to the well-known Sea Battle game. Two
people can play against each other or one person can play
against the Computer. 1t plays exciting new variations as well
as the traditional game.

- 2. Rules of the Game

Each player has a fleet of ships and takes turns to try and sink
the other side’s ships by firing missiles at them. The player
that successfully sinks an entire fieet wins the game.

The main rules:

a.  The game ends when all ships are sunk on one side, OR,
alt 102 missiles have been used up.

b.  There are normally 5 ships in a fleet. A ship is sunk if all
the ship's squares are hit.

c.  Ships must lie across or down (Fig. 1), They may not be
placed diagonally, nor overlap the edge of the ocean, nor
may they be stacked. Ships may touch each other.

3. Starting Up

Fit 4 penlite (AA/AM3 size) batteries in the battery
compartment in the base of the unit {Fig. 2). Be sure to fit
themn the right way round (as engraved in the compartment).

Open the 2 fids to the game and set them vertically (Fig. 3).
Note that Side A, which has the electronic game score display,
is your side when you play against the Computer.

Slide the power switch on the control panel to “ON”. The
Computer plays a tune, then the sonar starts. Ships can now be
entered into the Computer.

4, Selecting Your Game

There are 4 types of game to choose from but with all 2 player
games you can use either the traditional fleet or choose your
own fleet size. This can be particularly entertaining when you
wish to change tactics or compensate for unegqual experience
or age.

This means that in total there are 7 different ways to play
Advanced Electronic Sea Battle!
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Games 1, 2, and 3 are recognised automatically by the
Computer and need no special keys. -

;Fhe Salvo games {4 & 5) can be selected by pressing SFECIAL
GAME, 1, ENTER kays and the dispiay will show

it
!
The Live Action games (6, 7) can be selected by pressing
SPECIAL GAME, 2, ENTER keys and the dispfay will show

i

Note: For Salvo and Live Action games, these should be
selected before you enter the ships.

5. The Traditional Game with 2 Players (Game 1)
5.1 Setting up Your Fleet

There are 100 squares in each ocean. Each square can be
identified by the letter of the row it is on (eg. A is the top
row) and the number of the column it is on-{eg. 0 is the
feftmost cofumn). Thus square AD is the top left square.

Each side enters a fleet of 5 ships which traditionally is: 1
Aijrcraft Carrier (5 Squares), 1 Cruiser (4 Squares), 2
Destroyers {3 Squares each}, 1 Frigate (2 Squares), There is no
restriction on the sequence of ships you enter — but if you try
to enter a 6th ship the Computer will beep and reject it,

It is not essential to enter the standard fleet. Four sets of the
traditional fleet are provided and the Computer wil] allow you
to agree on any combination of up to 5 ships.

First select the ships you wiil be using in your fleet. Place the
first ship onto your ocean. Tell the Computer whers that ship
is by pressing the keys corresponding to the squares of the
bow and the stern, then press ENTER. ' .
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For example you have an aircraft carrier on squares B2 to B6
{Fig. 1).

PRESS KEY  DISPLAY Shows Meaning
B1 ;-'-‘ Row B has been
-— identified
c2 l. ¥ Square B2 (bow) has
Lt been identified
‘Bl ;—-‘ Row B has been
— identified
G6 L- L. Square BB {stern) has
L heen identified
ENTER ’L = Ship on B2 1o B6 has
—’ L-’ been entered.

This is your ship No, 1. Now repeat this for the ship Na. 2
through No. b, noting each one in the sequence {this can be
useful later in checking where they are and if they have heen
hit}.

Both players may enter their ships at the same time; the
Computer will respond to each correctty entered ship. 1llegal
entries (ships on diagonals, ships larger than B squares ete.} will
not be accepted and the Computer will give a high-low tone
and you must enter the two squares of that ship again, [Side
A's key presses will be displayed until Side B begins pressing
his own keys.] :

Correcting Mistakes

If you make an error before you have pressed ENTER, simply
press the coordinates of the ship again, then press ENTER as
usual, Only the last 4 key presses before you press ENTER are
read into the Computer.

I you change your mind about where to put a ship just after
entering it {eg. you misread the squares), press CANCEL SHIP
and ENTER then re-enter the ship,

When all ships have heen set up, press WAR on Side A, then
ENTER. Now you are ready for action!

5.2 The Battle

You and your opponent take furns to fire at each other, Side
A starts. Choose a square to aim at and plug a white peg into
the Enemy Ccean on your vertical Battle Chart (Fig. 4). Note
the square, enter the coordinates then press ENTER. A missile
sound will be heard.

If a ship is hit there will be an explosion and a flash on the
View Screen. Remove the white peg from the square and insert
a red peg in its place. This will remind you not to fire twice at
the same spot {saving ammunition also earns a higher score),
A-second shot at the same spot is a miss — there is nothing
more there to hit.

If your ship gets hit you must place a red peg in the ship’s
corresponding peg-hole. Once all the peg-holes of a ship are
filied with red pegs it sinks. The Computer sounds a *‘Whoop-
whoop-whoop” siren to abandon ship,

The winner is the first io sink the whole fleet, When this
happens the Computer plays a victory tune,

To check the winner’s score press Side A's ENTER key once
(see Chapter 10). To play a new game press ENTER again.
{The victory tune will continue until the ENTER key is
pressed or the Computer is turned off).

£.3 Advanced Game with 2 Players {Game 2)

This variation brings a new dimension into the game. By
experimenting with different sized fleets made up of different
ships you may decide that a particular configuration gives you
the best chance of winning. But be careful! There are delicate
trade-offs to be weighed up. A small fleet is hard ta hit but
when it is you are sunk — literally! Also bear in mind that
your final score is made up of 3 different factors, (see Chapter
10).

Different fleet sizes can also be used as a handicap when
playing against a less experienced player. However you must
enter at least one ship to each side (same for other games).

6. The Traditional Game with 1 Player (G_ame 3)

it is you against the Computer! Ali the rules work in the same
way as in the 2-Player Traditional Game, and now the display
shows which keys you are pressing when you set up your
ships. You can also verify the position and direction of your
ships (Chapter @) at any time during the game,

You must pfay on Side A. The Computer will automatically
become your opponent if no ships are entered for Side B, The
Computer does not know where your ships are and cannot
cheat. It sets up a fleet matching your ship strength exactly,
then awaits your first missile before firing back.

7. The Salvo Game: For 2 Players (Games 4 & 5)

This is a realistic fleet-action variation of the Game. it needs
careful planning to play well.

Side A fires 5 milliles one after each other, then Side B fires 5
missiles back, and so forth. It can be played traditionally with
equal sized fleets (Game 4}, or as the advanced version with
unequal sized fleets {Game 6).

if you want to play another Salvo Game after the Game is
over, you need to reselect it {Chapter 4 — Selecting Your
Game).

8. Live-Action Game: For 2 Players (Games 6 & 7)

In this Game the side that is quickest on the draw wins the
right to fire. Thus you may fire several missiles in a raw if you

are guick.
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The first person 1o press any key after the “Go" signal may
fire the next missiie. The Computer signals “'Go’” when the iast
blip of the sonar has sounded. Pressing a key or holding a key
down before the “Go” signal does not count. Players must
then wait for the next sonar ““Go” signal.

Each side is limited to 102 shots (same for other games); so
marking the ocean with pegs as you fire {to avoid firing twice
at the same square) is a good idea. This game may be played
traditionally with equal sized fieets (Game 6) or with unequal
sized fleets (Game 7).

If you want to play another Live-Action Game once the war is
over you need to reselect it (Chapter 4 - Selecting Your
Game),

9. Checking your Ships (1 Player Game Only)

You can check where any ship is, how big it is and which way
it is pointing at any time during a 1 player game — before the
start of war or during it. You cannot check enemy ships.

To check where your ships are you must perform two steps to
see each ship in turn. The example shown in Steps T and 2
assumes you are (n the middle of a game, some of your ships
have been hit (See Fig. 5}, and you wish to check your first
ship.

Step 1. Find the location of the top left square of the ship.
This is done by pressing the CHECK key, the refevant Number
key, and then the ENTER key.

eg. To check where the first ship you entered is:

Press CHECK, 4, ENTER and the display shows square

[ =t
U

Step 2. Find the direction of the ship across or down as well as
the number of squares that are unhit.

This is done by pressing the CHECK key, the relevant Number
key, and then the ENTER key.

eg. To check the diraction and the undamaged squares of the
first ship:

Press CHECK, @, ENTER and the display will show:

- Tep _Segmeni.
e

JLenter. Segment. 0
gnter Q .L.,
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The ship’s direction is shown by the centre segment of the
display. If the ship is across {as it is in the exampie) the centre
segment of the display will be lit — otherwise the ship is down.

The number of remaining unhit squares of the ship can be
found as foilows: Starting at the top segment and going
ciockwise the other lit segments represent the ship's unhit
squares. in this example the bottom segment is unlit indicating
the fourth square of the Aircraft Carrier’s 5 squares has been
hit.

To check other ships in your fleet continue the sequence as
shown in the following table.

Ship Step 1 Step 2

No.

(See Display Display | Togoon

Fig. 5) 3 Keys to Press Shows 3 Keys to Press Shows Press
| - =

ONE CHECK 4 ENTER | LI L. ' CHECKOENTER | # { ENTER
1

TWO CHECK 3ENTER ' g~ §- 4 CHECK 8ENTER | ENTER

THREE | CHECK2ENTER | g ¢ 4 ¢ CHECK 7 ENTER ..? ENTER
I

FOUR CHECK 1 ENTER L CHECK 6 ENTER ,i ENTER
=

FIVE CHECKOENTER | ¢ § | CHECK B ENTER ENTER




10. Score

At the end of the game the winner's score (from 1 to 99) can
be seen when you press the SIDE A's ENTER key while the
victory tune is playing,

The score is based on:

a.  The number of ships left undamaged
b. Intact squares remaining in the fleet
¢.  Ammunition left, -

" Thus you may enter a strong 5 ship fieet so that you have
more undarmaged squares at the end of game. Or you may
choose to play a risky single ship game so that your oppenent
may not find your ship easily.

Careful use of ammunition by planned shots and keeping track
of shots fired (by using your pegs carefully) helps to score
higher,

Pressing ENTER again blanks the display and prepares the Sea

Battie Computer to start a new Traditional, Advanced or
Handicap game.

13. Trouble-Shooting Chart

11. Care and Maintenance

Advanced Electronic Sea Battle is a precision electronic
Computer, Do not subject it to rough handling or expose it to
extreme temperature or moisture. Do nat leave it in the sun.
Do not use chemical agents to clean it as these may damage its
finish.

Remove the batteries if the Computer is not to be used for an
extended period,

12. Specifications

Battery requirement: 1.5 volts (size AA, AM3 or

UM3) x 4 pes Alkaline type

i recommended
Battery life: 18 hours typical using alkaline
batteries
Operating voltage . 4.5 — 6,5 volts
Current consumption: At power up: 95 mA typical
(V. Batt. = 6.0V)
Power Consumption: 1.0W max. ‘

System Clock Freguency:
Dimensions (mm);
Weight {kg):

3.6 MHz & 10% {V. Batt = 6.0V
460 x 220 x 62
1.3 {excluding batteries)

SYMPTOMS POSSIBLE CAUSES

CORRECTIVE ACTIONS

1. Does not work

1.1 Batteries weak or bad.
1.2 Batteries not inserted properly,

1.1 Replace battaries,
1.2 Check batteries ara inserted the correct

way round,
2, ‘Freezes' in the middle of gams 2.1 Weak batterias, 2.1 Repiace batteries.
2.2 Static discharge, 2.2 Switch QFF and than ON again.
3. Does not accept your move correctly 3.1 Kay jammed 3.1 Check aif kays.
You can verify this by tha foliowing sequence:
— press and hold player 2's "ENTER'’ kay while
switching on the computer,
- segmants on the display will light up
sequentially, lamp flashes twice, and then a
short meledy sounds followed by the sonar.
— If keys are jammed. an error tone will be heard
and no sonar sound comes up,
4. No display but computer works 4.7 You ara In “two players” mode. 4,1 Read manuaf chapter 5, 1,
5. No explosion when a ship is hit 5,1 Ship is elsewhore, as far as the computer is 5.1 Play carafuily,
cancerned, You did not press the keys for whaere
you plugged in that ship when setting up your
flaot,
5.2 The square has baen hit before; it only explodes 5.2 Keep vour finger on the sauare you wanz
the first tima it is hit, as you key in its row and column,
6. Does not accept the ship you have 6,1 lilegal ship entries such as: 8.1 Read manual chapter 5.
entered — ships largar than 5 or less than 2 squares '
~ ghip enterad diagonaily e.g. AC.-C2
-~ ships ovariap
— more than 5 ships
7. All squaras on a ship appear to have 7.1 1tis net a single ship; the squares are from 7.1 Keesp playingl
baen hit, but it dees not sink adjacent ships, e.g,
X 6 x X ship 1
X & ship 2
& x x ship 3
B, Gama ends bven though both sidas 8.1 Either side has fired more than 102 shots. This 8.1 fead manual chaptar 2.

hava portions of ships still unhit

is possibfa when the same squares are fired on
mora than once.




