


LIMITED WARRANTY

Strategic Simulations, Inc. (“SSI”) warrants that the diskette(s) on which the enclosed program is recorded
will be free from defects in materials and workmanship for a period of 30 days from the date of purchase. If
within 30 days of purchase the diskette(s) prove defective in any way, you may return the diskette(s) to
Strategic Simulations, Inc., 1046 N. Rengstorff Avenue, Mountain View, CA 94043 and SSI will replace the
diskette(s) free of charge. In addition, if the diskette(s) prove defective at any time after the first 30 days,
return the diskette(s) to SSI and SSI will replace the diskette(s) for a charge of $10.00 (each disk) plus
$3.00 for shipping and handling. California residents, add applicable sales tax.

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE PRO-
GRAM RECORDED ON THE DISKETTE OR THE GAME DESCRIBED IN THIS RULEBOOK, THEIR QUALITY,
PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM
AND GAME ARE SOLD “AS IS." THE ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH
THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUEN-
TIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR
LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES,
SO THE ABQVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.)

The enclosed software program and this Rule Book are copyrighted. All rights are reserved. This Rule Book
may not be copied, photographed, reproduced, or translated or reduced to any electrical medium or
machine readable form, in whole or in part, without prior written consent from SSI. The program accompa-
nying this Rule Book may be copied, by the original purchaser only, as necessary for use on the computer
for which it was purchased.

©1989 By Strategic Simulations, Inc. All rights reserved.

WHAT TO DO IF YOU HAVE A DEFECTIVE DISK

Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to
uncover and correct any errors in programming. However, due to the complex nature of our simulations,
some program errors may go undetected until after publication. In addition to errors in the program, there
are occasionally problems with the disk itself. We experience the industry standard of approximately a 3 to
5% failure rate of duplicated disks. Before assuming that a disk is defective, make sure to check your disk
drive. Up to 95% of the disks returned to us as defective will run fine on our computer systems. Often the
problem is with a disk drive that needs servicing for alignment, speed, or cleaning.

Should you have a defective disk, please return the disk only (keep all other parts of the game) to our
Customer Support Department, along with a note describing the problem you have encountered. A replace-
ment disk will be provided upon our receipt of the defective disk.

Should you uncover an error in the program, return both your game disk and any "save game" disks to our
Customer Support Department. Please enclose a description of what was taking place in the game when the
error occurred. Upon correction of the program error, we will return an updated disk to you.

Always make sure to include your name, address, and daytime telephone number with any correspondence.
We will do our best to see that any problems are corrected as soon as possible.
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APPLE Il AND IBM COMPATIBLE COMPUTER INFORMATION:

Many of our games will work on Apple Il and IBM compatible computers. Most of our games will work on an
Apple Il GS in the Apple |l emulation mode.

If you own an Apple |l GS, Apple compatible or IBM compatible computer we suggest that you consult with
our Technical Hotline at (415) 964-1200 any workday between the hours of 9 a.m. and 5 p.m., Pacific Time, to
see if an SSI game you're considering purchasing is compatible with your computer. If we have insufficient
data to determine compatibility, you may wish to purchase the game and test for compatibility yourself. If the
game proves to be incompatible, you may return it within 14 days with your dated receipt and we will refund
your money. Or, if you return the game within 30 days, you may exchange the game for anather.




INTRODUCTION

First Over Germany is a simulation of a
B-17 bomber group in World War II.
The simulation covers the actual events
surrounding the formation of the
306th Bomb Group, its training, transi-
tion to Thurleigh, England, and twenty
five missions that a pilot might have
flown at that time.

In September of 1942, 82 pilots and
copilots arrived at Thurleigh, England
to begin their part of the war effort. Of
these men, 26 completed their tour, 20
were missing in action or prisoners of
war, 25 were killed in action, 3 were
evadees, 3 were sent home wounded,
and 5 were transferred to other units.

Colonel John Regan (ret.) was one of
the men who completed a tour of duty.
He arrived at Wendover with 9 hours
experience in a B-17. Then a second
lieutenant just out of school, he was
made an instructor pilot. He complet-
ed his tour as a Lieutenant Colonel at
the age of 23.

FIrsT OVER GERMANY is designed to give
you a chance to play the role of a young
pilot and see how you make out. To sur-
vive and prosper takes luck, but if you
are a good pilot, make the right deci-
sions, and have steel nerves, you can

cut the luck to 2 minimum. Your
chances become better as you and your
crew gain experience. Good Luck!

Pravinc FirsT OvEr GERMANY

You should begin by reading through
the manual, skimming if you like, to
give yourself some familiarity with the
game. You'll find this helpful as you
proceed. When you want to start play-
ing, the manual takes you through the
game in the order of events.

Initially, you start off as a second lieu-
tenant with only a few hours of flight
experience. You must choose your
crew, and then you'll learn to fly in a
series of training missions. You'll learn
how to take off and land your B-17 air-
craft, and then how to form up in a
bomber formation. Finally, you’ll go on
a practice bombing run. Gunnery prac-
tice is available to you before you begin
your missions. During the training mis-
sions, the instructions in this manual
tell you exactly what you need to do to
fly the plane and get the best ratings. If
you follow the instructions closely,
you’ll get the highest efficiency ratings
and thus the best score.

The first several missions are training
missions in the U.S., beginning in Utah
and eventually flying to Massachusetts.
When you've completed training, you'll



fly to England to take part in the war
effort. Then your 25 mission tour of
duty will begin, where you’ll take part
in bombing raids over Germany. You'’ll
have to battle your way through enemy
fighters to reach your targets, drop
your bombs with precision, and then
make your way home (sometimes with
a damaged aircraft).

STARTING THE GAME

Copying your game: Make a copy of
your game disk before beginning to
play. Apple owners will have to use a bit
copy program since SSI uses a non-stan-
dard DOS. If you are playing on an IBM
or compatible, you may copy the game
to a hard disk and play from there.

Commodore 64/128: Turn on your sys-
tem (C128 owners should hold down
the Commodore key when booting so
as to go into C64 mode). Make sure
you have a joystick plugged in to Port 2.

Place side 1 of your copy of the game
disk into the disk drive. Enter LOAD
“*”.8 on your keyboard and press
Return. When the message “READY”
appears on your screen, enter RUN on
your keyboard and press Return.

Apple II family: Insert side 1 of your
copy of the game disk into the disk
drive. If you have a caps lock key, make
sure it is depressed. Turn on your system
and the game will start automatically.

IBM and compatible computers: If you
are playing from a floppy, insert your
copy of the game into drive A. If you
are playing from a hard disk, change to
the directory to which you copied the
game. Enter START and press return.
During the play of the game, the F7 key
toggles the sound on and off.

Joystick versus Keyboard: Commodore
users must have a standard joystick in

The 306th Bomb Group comes into formati
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Safe but not sound, the end of a tough mission.

order to play the game. Apple and IBM
users may play using either a joystick or
the keyboard. If you are using the Apple
keyboard, press the I key in place of
pushing the joystick forward. Likewise,
use the M, |, and K keys in place of mov-
ing the joystick towards you, to the left,
or to the right. On the IBM, use the up
arrow key in place of pushing the joy-
stick forward, the down arrow in place
of pulling it towards you, and the left
and right arrow keys in place of moving
the joystick in those directions. On the
Apple and IBM versions, the return key
functions in place of the fire button.

FirsT OVER GERMANY loads in and gives
you some options:

* To start a new game, press the space
bar.

¢ To continue a Side 2 game in
progress, remove the disk and boot
Side 2 of the disk using the same
loading instructions you just used.

* To continue a Side 1 game in
progress, press the “G” key.

e To start a new game with an old crew,
press the “G” key.

The options differ slightly on the IBM
version. Please follow the screen
prompts to choose the desired option.

Copilot

Name Aptitude Experience Stamina
Adams 6 12

Biggs =E 21 3
Dixon 8 b5 2
Fisher 4 28 8
Stein 4 36 i
Wood 7 68 3




If you select either option 3 or 4, you
are shown your current crew roster and
their status. Press the space bar to move
between screens. You are prompted to
save the game for later; press “Y” to save
the game, press “N” to continue with-
out saving. Option 4 will take a crew
which has finished side one and move
it to side two.

Start a new game by pressing the space
bar. First a title screen appears, fol-
lowed by a cockpit screen. After a
moment, you are welcomed to
Wendover Field and asked to type in
your name. After you type in your
name, press Return.

To save a game, press “Y” when request-
ed. The copy of the game disk should
not be write protected, because the
curent game will be saved directly onto a
game disk. If you turn the computer off
at any other time it will disrupt the play
of the game when you try to resume.

REPLAY OPTION

If you choose to play with the Replay
option active, you will be able to replay
a mission immediately after it is over.
You can use this option if you did
poorly on a mission, but not if you died.

CREW SELECTION

You are now asked to select your crew
from the crew roster (see crew lists on
the bottom of the pages). FIRST OVER
GERMANY prompts you for the name of
each crew member. Select the name
you want from the roster and type in
that name, then press Return.

Each crew member is described by
three characteristics: Aptitude,
Experience, and Stamina. Each charac-
teristic is described below.

APTITUDE

The higher the Aptitude, the better the
crewman will be at his job. Thisisa

constant, and does not change during
the course of the game.

EXPERIENCE

This is the number of hours each man
has in a related job since initial train-
ing. Experience increases as the hours
increase in the simulation. This num-
ber complements Aptitude in the abili-
ty to do the job.

STAMINA

This is the amount of abuse each man
can take before he has to be replaced.
(All pilots start with 9.) If a man gets
hurt in a crash, bails out, or is wound-
ed, this number is reduced and will not
be increased. When this number is 0,
the crewman is dead or too wounded to
continue, and a new man is assigned to
the crew. The new man will have apti-
tude and stamina (assigned randomly),
but his experience will start at 0.

It’s important to select a crew that
matches your strategy. If you are new to
the game, then Stamina is the most
important characteristic of the crew. If
you are skilled and feel lucky, then
Stamina is the least important.

Each crewman affects the mission in
different ways. The different positions
are described below.

CorILOT

The copilot’s ability is important if you
get wounded. If you are wounded, your
joystick response is reduced in inverse
relationship to the aptitude and experi-
ence of the copilot. This can affect the
survival of the aircraft when you try to
fly home and land.

BOMBARDIER

The bombardier’s ability affects your
score when bombing, thus affecting
your efficiency ratings (and your
chance to be promoted).




NAVIGATOR (GUN 1)

The navigator’s ability affects the relia-
bility of position reports when in bad
weather, as well as the nose gun move-
ment and its effectiveness.

ENGINEER (GUN 2)

The engineer’s ability affects the top
turret guns.

RADIO OPERATOR (GUN 5)

The radio operator’s ability affects his
gun.

BALL GUNNER (GUN 3)

The ball gunner’s ability affects the ball
turret guns.

LEFT & RIGHT WAIST GUNNER AND
TAIL GUNNER (GUNS 4, 6, & 7)

Their ability affects their gunnery.

GUNNERY PRACTICE

After you select a crew, you are given
the option to enter gunnery practice.
Press “Y” to enter gunnery practice, or
press “N” to skip gunnery practice and
proceed to the first mission.

Gunnery practice gives you some famil-
iarity with all of the different guns of
the aircraft. When you enter gunnery
practice, you see a cockpit view. At the
bottom of the screen the various gun
positions are listed, along with the cor-
responding number key that takes you

to that gun. Each incoming enemy air-
craft (a “bogey”) will be given a clock
position. Refer to the following table to
see which guns can fire on a bogey:

Bocey Guns Bogey Guws
12 1-2-3 3 6-2-3
12high  1-2 3high 6-2
12 low 1-3 3 low 6-3
9 4-2-3 6 7-3
9 high 4-2 6 high 7-5
g low 4-3 6 low 7-3
HIGH

12

LOW

Enter the number of the gunner you
want to use. The bogey will come in and
attempt to fire a shot, unless you can

Bombardier _

Name Aptitude Experience Stamina

Buttler 6 13 6

Gibson 4 42 g

Kelsey 6 0 7 :
Morris 7 23 4

Owens 7 5 5 4

Thorup 6 14 8

-

2



Bogey at 9 o’clock!

drive it away or kill it. If you succeed in
killing the bogey, it explodes in midair.

Some hints for gunnery practice: The
gunner'’s ability to hit the target will
affect your shooting, though position-
ing the joystick is very important.
Watch your ammo consumption; shoot-
ing at a bogey with empty gunsis a
good way to get a low score.

Gunnery practice consists of 25 bogies;
when they’re all done, your score is dis-
played. This final score could be either
positive or negative, depending on your
shooting, the number of bogies shot
down, and the number of times you've
taken hits.

Press the space bar to continue the
game after finishing gunnery practice.

WENDOVER-TRAINING

20 JUNE 1942: TAKE OFF AND LAND

The first briefing map shows the run-
way next to the salt flats at Wendover.
The instructions tell you to take off,
climb to the left to 5500 ft., slow to 155
mph, head 180 degrees, turn left to a
heading of 0 degrees while setting flaps
to 20 degrees and letdown to 5100 ft.
Then set flaps to 40 degrees and land.
When following these instructions
while flying, press the space bar once at

any time to pause the program, and
then you can read the instructions in
the manual and press the space bar to
continue.

Press the space bar and you're ready to
start your takeoff.

You are lightly loaded for this flight, so
your stalling speed is low, and your
climb rate and air speed are fast. This
screen displays your fuel , bomb load,
and the target altitude (0 in this case).
Press the space bar to continue.

When the runway screen appears, press
the space bar and the Bombing
Altitude is displayed and the game is
paused. For right now, leave the game
paused and let’s take a look at the
instrument panel in the manual.

THE INSTRUMENT PANEL

This displays most of the information
you’ll need to play the game. The infor-
mation is continuously updated as you
fly. Each part of the Instrument Panel is
described below. The arrangement of
the instrument panel differs slightly on
the IBM, but each item is readily
identifiable.



ALT: At the top left of the Instrument
Panel is the Altimeter. It gives the alti-
tude of the aircraft above sea level, in
feet. Right now, it tells us that the alti-
tude of the field is 5000 feet, as we have
not yet taken off.

VSI: Directly to the right of the
Altimeter is the Vertical Speed
Indicator (VSI), which tells us how fast
we are climbing or diving in feet per
minute. When the VSI is a negative
number, you are losing altitude. The

.50 caliber bullet ignites rocket under right wing of FW 190.

larger the negative number, the more
rapid the loss. A positive number shows
that you are gaining altitude; the larger
the number, the more rapid the climb.
Warning: when you come in for a land-
ing make sure your VSI never goes
below -500 or you will crash.

HDG: To the right of the VSI is the
Compass Heading (HDG), which shows
the direction of the aircraft. Think of
the screen as the face of a clock marked
from 0 to 359 instead of minutes and
hours. Your B-17 is a clock hand, and
whichever degree it’s pointing at is the
number that appears above HDG. A
HDG of 0 means you are pointed
straight up; HDG 90 is to the right;
HDG 180 is straight down; and HDG

Navigator

Name Aptitude Experience Stamina

Bird 8 23 3

Forrest 8 6 6

Horn 8 14 e :
Lamb 1 32 7

Parks 7 76 4

Walker 7 3 8




270 is pointing left. Currently, the HDG
reads 0 degrees (in this simulation, all
runways head 0 degrees for simplicity).

IAS: To the right of HDG is the
Indicated Air Speed (IAS), which tells
us the relative air speed (not how fast
the ground is moving by). To know how
fast we are traveling over the ground,
we would have to know the air density,
and how fast the wind is blowing and
from what direction.

Artificial Horizon: To the right of the
IAS is the Artificial Horizon indicator,
which is currently displaying a white
bar atop a green bar, flanked by B and
P. This instrument tells us when we are
turning right or left, or climbing, div-
ing, or in level flight.

B: This tells you the amount of “bank”,
or turn. The maximum is 2 in either
direction. When you are banking, the
Horizon Indicator will show this.

P: This indicates the amount of pitch,
or the attitude of the aircraft. When P is
0, the aircraft is level. When P is posi-
tive, the aircraft is climbing, and when
P is negative, the aircraft is diving.

1-4 (Engine Indicators): Next are four
engine indicators that indicate the cur-
rent power level of the engine, from 1
(idle) to 9 (full power). The green indi-
cators just below tell us that the engines
are running normally. If this is a “+”
sign, then the engine is windmilling.
(The engine is not running, just turning
freely, thus giving no power but causing
drag.) If this occurs in flight, you would
try to “feather’ the bad engine, stream-
lining the propeller blades and reducing
drag. This would give a “” indication
beneath the engine. Feather the engine
by pressing the “Control” key plus the
key for the engine number. Thus to
feather engine 2 press “Control” and
“2”. On the IBM version, you need to
press the “Alt” key plus the engine num-
ber to feather an engine.

XY: Next we have X and Y. These are
used for landing approaches and
bombing runs. When the bomb bay
doors are open, the X and Ynumbers
appear. The X indicates how far you are
from the target drop point. The Yis
used for bombing runs, and ideally
should be at 0.0. If it’s not, you must
correct for drift until you stay on the
center of the bombing track.

F: The lower left of the Instrument
Display shows the Flap Indicator, now
showing flaps up. When your flaps are
lowered, your lift is increased and your
air speed decreased. Flaps are lowered
for takeoff and raised for flight. Note
that flaps increase drag. Press the “F”
key to lower flaps (each key press low-
ers the flaps 10 degrees to a maximum
of 40 degrees). Flaps may only be low-
ered when your air speed is below 165
mph. Raise flaps by pressing the “R” key
(each key press raises the flaps 10
degrees to a maximum of 40 degrees).

G: Next to itis the Landing Gear
Indicator, now showing in the green
(gear up is shown by white and red).

Messages: The bottom portion of the
Instrument Display is devoted to mes-
sages. Normally, your game speed is
shown here. Game Speed ranges from
“Real Time x1” (the slowest speed,
where the game is played in real time)
to “Real Time x60” (the fastest speed).
The fastest speed possible while bank-
ing is Real Time x4. Game speed is
increased by pressing the “A” key
repeatedly (or press the “Z” key to go to
top speed immediately). Return to the
slowest speed by pressing the fire but-
ton on the joystick. On the IBM ver-
sion, press the “F1” key to return to the
slowest speed.




TAKE OFF

Now let’s take off. Before beginning,
you should review the instructions for
the flight by reading the rest of this sec-
tion, so you'll know what to expect.
Remember, users of the Apple and IBM
versions may also use the keyboard in
place of the joystick.

Press the space bar to restart the action,
then press the “+” key 8 times; the
power should go to 9 on all engines and
the bomber will begin to roll. When the
air speed is above 60 mph, press the flap
key (“F”) twice to give you 20 degrees of
flaps. When the air speed gets above
115 mph, pull back on the joystick just
enough to geta 1 on the pitch indica-
tor. The VSI should now show a positive
number; if it does, you are now flying
(press the “U” key to raise the landing
gear). In a few moments you will zoom
out to the 10 x 10 mile screen from the
1 mile screen. The flashing black and
white dot just off the end of the runway
is your airplane.

When your air speed is over 145 mph,
press the “R” key twice to raise your
flaps to 0 degrees. Now push the joy-
stick to the left until a 2 comes up
under B (you are now turning to the
left as outlined in your orders). When
your altitude gets just above 5500 ft,
push the joystick forward just enough
to get a 0 under P, indicating that
you've leveled off.

You need to see which way the clouds
are moving across the screen. Let’s
assume that the clouds are moving
from left to right. When your heading
gets to 190 degrees, pull the joystick to
the right to get a 0 under B to stop your
turn. Why 190 degrees and not 180
degrees? Well, look at the clouds. Since
they are moving left to right,this indi-
cates that the wind is from the north-
west giving us a drift to the east (to the
right of the screen). To fly 180 degrees,
you have to adjust for the drift by head-
ing slightly west. If the wind is coming
from the other direction you need to
veer that way. Now slow the aircraft
down by pressing the “” key 4 times to
bring the power down to 5 on all
engines. Watch your air speed. You may
have to increase one or two engines to
6 by pressing Shift 1, 2, 3, or 4 to
increase power on one or more of
those engines, or if you press the 1, 2,
3, or 4 key without the Shift key, it will
decrease power to that engine. This will
let you get exactly 155 mph as planned.

If your screen jumps to a view from the
cockpit, don’t be alarmed. You just flew
into a cloud. Pay attention to the instru-
ments. Soon you will break out of the
cloud, since the weather is not bad this
time of year in Utah.

As soon as you head south, the screen
changes to the next 10 x 10 mile screen
south of where the field is. Press the “V”
key to zoom out to 200 x 300 miles.
Your aircraft is the blinking dot in the

. N

Engineer

Name Aptitude Experience Stamina
Cooper 6 28

Engel 2 65 7
Hadley 4 41 5
Odom 5 31 6
Roche 3 17 9
Turner 0 14 8




Target dead ahead!

square just below the square that has
the plus sign in it. (The plus indicates
the Wendover Field 10 mile square.)
Look 150 miles to the right and you will
see Salt Lake City just on the edge of
the Rocky Mountains. Press the “P” key.
You will now zoom back to the 10x 10
mile screen.

Now press the “E” key. Your current
fuel reading appears. Press the “T” key
and your current flying time is dis-
played. Press the “N” key and the navi-
gator gives you your current position in
X-Y coordinates.

Continue flying south. When you are
about one-third of the way down the
screen, adjust all engines to 6 power,
and press the “D” key to lower the land-
ing gear. You now see some numbers
next to the X-Y on the right of the
screen. The Ynumber indicates how
many miles south you are from the
field, and the X number indicates how
many miles you are east or west of the
approach (+ = west, - = east).

Now drop 20 degrees of flaps (if your
air speed is over 165 mph, your flaps
will not go down until you slow down).
Now start your turn to the left. (Right

on the screen. Don’t forget that when
the aircraft is headed south, things are
reversed as you are looking down at
your aircraft and not out the wind-
shield.) Asyou start your turn, push the
joystick forward to get a -1 under pitch
to start your let down. Do not fly into
the ground. Level off at 5100 feet.

Stop the turn at 0 degrees and adjust
for drift as you approach the field. (For
ease of play, you can approach with X <
.5 to X> -.5. This is a one mile window,
but be sure to compensate for wind
drift.)

After you level off at 5100 feet and get
your approach on the right track, drop
your flaps to 40 degrees. This slows you
down and also lowers your stall speed.

Try not to go below 50 feet above
ground altitude unless you are on a one
mile square screen, as there is a ran-
dom chance that you will hit something
on the ground.

Asyou approach the field, start to
change your heading to 0 degrees so
that when you enter the one mile
approach screen you are heading down

10





























































