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1. Introduction

“South Atlantic Conflict” is a scenario based on the Falklands War; which took place in the southern area of the American continent between March and June 1982.

Originally, I had begun to create this scenario several years ago; even before the release of the first expansion disk: “Conflicts in Civilization”.

Obviously, that opened a whole new world of possibilities. As a result, my original design became obsolete. However, I could save the map; and with the Internet expansion, I was able to collect hundreds of units / cities / terrains graphics.

This helped me to redesign the scenario and adapt it to modern times.

Finally, the scenario was created in 2 different processes, one in January and the other in August 2002.

2. General Information
I used a 149X119 map made by me. It consists of: the Falkland Islands, South Georgia Islands (with Porth Leith) and the southern part of Argentina and Chile (from Puerto Deseado to Ushuaia).

There are only 3 playable civs: Argentina, England and Chile. 

The scenario begins in March 1982. In the first turn, you’ll see a group of Argentinean vessels surrounding the Falkland Islands; the objective is to recreate “Operación Azul” that began in March 31st and finished with the capture of Port Stanley in April 2nd. 

At the beginning of the game, Argentina has 25 cities; as a result, the production of new units will rely on the industrial capacity of these cities.

Chile has 12. Like Argentina, production of new units rely on the industrial power of the cities.

England only has 6 cities. Nevertheless, like real life, they belonged to the Falkland Islands, so Britain will eventually lose control in 1 or 2 turns. To avoid the British being eliminated from the game, I created a special city called “English Base” (south of the Falklands); it only works to ensure English participation in the war.

As long as you play the turns, through the use of “Events.txt” file, the game will provide England with new units. The objective is to represent the arrival of the Task Force to the Falkland Islands in April and May 1982.

In reference to the units; all of them were collected (and in some cases even modified) from Internet graphic galleries. If someone recognises a unit, please send me an e-mail in order to add your name.

You can find further information about the units in the UNITS.XLS archive enclosed with the game.

3. Game Versions

It’s important to say that this scenario was designed for 3 different theatres of war..

You can play it as a single player Argentina; single player England; or against a human opponent. (2 or even 3 players) 

It happens that there is a big problem in this type of scenarios, crowded with complex air-sea battles. Many British units (when the AI commands them) are guided to the battlefield through the use of the “Events.txt” file.

However, these orders don’t guarantee that the AI will play a decent role in the war. It may happen that the AI disembarks troops in isolate places or even lose aircraft due to out of fuel / range problem.

That’s why I recommend a multiplayer game. In this case, human players are in charge of the units.

In order to choose the version you’d like to play, please load “Falklands.bat” file.
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