Driving A Carrier Vessel

Guide And Tips
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1. Prologue

1. Prologue

Driving a carrier vessel is one of the most complex and responsible tasks
in Navyfield. Your skill and tactical understanding will significantly affect

the result of a battle.

In this guide you will find , beside technical explanations , also some
recommenda tions. These recommendations are based on many years of
gaming experience with Navyfield. However, they are only advises no

rules.



2. Nations

2. Nation s

Ships overview

Planes overview

Sailor overview (s __hockwave required )

Advantages:
e Good fighter pilots
e Best fighters
¢ Dive bomber with largest damage output
Disadvantages:
e Torpedo bomber with smallest damage
e Little variety of carriers

e Little plane space

Ships overview

Planes overview

Sailor overview (shockwave required)

Advantages:

e Huge variety of carriers

e Carriers also for lower level

e Huge plane space

o Fastest dive bomber

e Good damage output for both torpedo bomber and dive bomber
Disadvantages:

e Bad fighter pilots

o weak fighters



http://www.navyfield.eu/ger/info/shipyard/shiptree4.asp
http://www.navyfield.eu/ger/info/shipyard/aircraft.asp?Code1=4
http://www.navyfield.eu/ger/info/sailor/sailortree.asp?str=444
http://www.navyfield.eu/ger/info/shipyard/shiptree3.asp
http://www.navyfield.eu/ger/info/shipyard/aircraft.asp?Code1=3
http://www.navyfield.eu/ger/info/sailor/sailortree.asp?str=333

2. Nations

Ships overview

Planes overview

Sailor overview (shockwave required)

Advantages:
e Torpedo bomber with largest damage outpu t
e Durable fighters
e Additional support slot
Disadvantages:
e Bad fighter pilots

e Bad offensive power for fighters

Ships overview

Planes overview

Sailor overv__iew (shockwave required)

Advantages:
e Best fighter pilots
e Good fighters
e Good torpedo bombers and dive bombers
Disadvantages:
e Average performance for all types of aircraft but no special

abilities



http://www.navyfield.eu/ger/info/shipyard/shiptree2.asp
http://www.navyfield.eu/ger/info/shipyard/aircraft.asp?Code1=2
http://www.navyfield.eu/ger/info/sailor/sailortree.asp?str=222
http://www.navyfield.eu/ger/info/shipyard/shiptree1.asp
http://www.navyfield.eu/ger/info/shipyard/aircraft.asp?Code1=1
http://www.navyfield.eu/file/sailor/SailorTree111.swf

3. Carries

3. Carriers

The most important figures for CVs are the amount of planes you can

launch simultaneously and the plane space.

CVs can ready between 4 and 12 planes at the same time. They are also

classified according to this figure.

Amount 4 6 T 8 9 10 12

Class CVE CV1i CVv2 CVv3 Cv4 CV5 CVo6

The plane space determines the amount of planes a CV can fit. In order to
calculate the true amount of planes you have to divide the plane space by

the space a plane requires.




4. Sailors

4. Sallors

In general, the choice of the proper amount of pilots and their base stats

(basic growth of a neutral sailor) is of extreme importance.

Base stats are important for CVs since you will barely be able to

compensate a lack of ability with good maneuvering of your planes ;
Important base stats for pilots are:

e Fighter -> Takes influence on the abilty to shoot down enemy
planes

e Bomber -> Takes influence on the durability of your bombers and
their resistance against AA(W) (anti air / (automated air
warfare)) and fighter atta cks

e Aircraft -> Takes influence on the agility of your planes

In addition to  pilots, there are also sailors who can contribute to the
performance of your CV. In the first place, every support for a BB is as
useful on a CV. For a CV a medic is also very he Ipful. He will reduce the

death rate on your pilots.

Note:

The death rate on pilots is higher than the death rate on supports of a
battleship. That results from the circumstance that planes are shot down
more often than battleships get a critical hit. You therefore should avoid

getting your planes shot down unnecessarily because you sent them

straight into enemy fighters for example.

There is no medic for UK and IJN. However, you may equip a med ic of an
allied nation. He will work with 100% ability. Allied Nations are KM< ->|IN
and US< ->UK

Fighter pilots

Core ability for fighter pilots is fighter .



4. Sailors

Note: Fighter cover is primary task of a carrier. Without fighter cover, the
enemy will be able to scout your team. In addition, your capital ships are

barely protected from bomber runs.

An unscouted ship will be hard to fight. Care about you team being
invisible and able to scout the enemy team. If you are also able to provid e

cover from bomber  runs, your team is covered perfectly.

If there is heavy air traffic, you might want to provide fighter cover
constantly. You will need at least four fighter pilots to constantly have 2

squads of fighters in the air while the other 2 squ ads are refueling

Bomber pilots

Core ability for bombers is bomber.

Dive -bombers have a good success rate being very reliable regarding

damage and accuracy.

Torpedo bombers have a lower success rate because you will have to

penetrate the bulge of some ships first. In addition, you will need some
practice to hit with all torpedoes. Nevertheless, torpedoes deal about a
third more damage than dive -bombers . Small and fast ships are easier to

hit with torpedo bombers.

For torpedo bomber pilots the bomber ability is of particular importance,
since your bombers will have to fly close to the water surface and are
therefore threatened by AAW. With sufficient bomber ability, your pilots

can even become immune against AAW.

If you carry at least four fighters, you will have no more than 2 -4 slots for
bomber pilots. Choose the final compilation of bomber pilots depending on

your nationos ada)anmdpeasgnalpreféranees.

7



4. Sailors

Note: Bombing is secondary task of a CV. That is based on the
damage/time relation of a carrier, which  is many times lower than those

of battleships are

Properly executed however, you are able to contribute to the succ ess of
your team.
Properly executed in this case means, to bomb the right target at the right

time and not only bomb the closest target in range to deal some damage.

The right target is mostly a ship your team is hardly able to sink, even
with fighter cover (e.g. huge battleships) or precious ships your gun ships

simply can not reach (e.g. AA ships or carriers).

Be aware that those precious ships are also covered by fighters mostly .
Care about your bombers, so that you do not lose them before they can

fulfill their duty.

The right time is always when you are able to bomb the right ship in a

way that it will either sink or be easy to sink afterwards.



5. Equipment

5. Equipment
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FCS

For carriers the finder - fire control system is recommended. You are able

to spot torpedoes and enemy aircrafts earlier. If you intend to use guns on

your carrier use  aiming FCS is recommended.

Note: If you are only using anti aircraft guns (AA) on your carrier, you can
also try using finder FCS . A slight worse spread can even be helpful for

AA.



5. Equipment

Armor

As a carrier, you are usually out of the range of gun ships. Potential
threats to you are  long -range torpedoes, submarines and enemy bombers.
Since carriers do not have the displacement to fit enough deck armor you

should merely put on some bulge. Anyhow, you should consider that
armor makes you slower and therefore you will loose some ability for

dodgin g maneuvers.

Armament

Some CVs are capable to carry some armament . Here you are able to
place some anti -air weaponry or guns to defend yourself from small ships.
Some guns are even able to carry both heavy explosive (HE) and anti
aircraft (AA) ammunition. Like armor however, you should consider that

the additional displacement will make your ship slower.

Planes

The amount of planes should be chosen in a way you can flexibly react on
any situation and fulfill your primary and secondary tasks. Also regard
your nations advantage. For a Great Battle it is recommended to use at

least 50% of the plane space for fighters

The first tiers of CVs for all nations (some nations even for advanced tiers)
lack a decent amount of plane space. In addition, the first tier of CVs got
only a little amount of support slots. You are therefore advised to refrain

from putting all kind of planes onto your CV but concentrate on 2 kinds.

10




5. Equipment

The amount of bombs for bombers should be chosen in a way that every
bomber squad would be abl e to do two bomb runs . For dive -bombers
there are HE bombs recommended since they will still deal a decent
amount of damage to armored ships. AP bombs on the other hand deal

only little damage to unarmored ships.

The additional plane  type you will see in the selection menu for dive

bombers IS usable in harbor assault only.

11




6. Control

6. Control

6.1. General

Before the battle starts, you should take a look at the enemy team. It will

hel p you estimate the enemyo0awars of passiblet h and
threats. In a Great Battle there are usually 3 CVs. Line up in a way that

the strongest CV on your team will also encounter the strongest CV of the

opposite team and that your capital ships are also supported. If you are

not sure where to  go, coordinate yourself  with the flagship or your fellow

CVs.

Note: Battles in Navyfield are fought in a team. You can divide primary
and secondary task amongst your teammates. Therefore you can simply
use the team -chat and. Common chat abbreviations for communication

amongst carriers and capital ships are listed in the epilogue ( see 7.).

As a CV, you got a wide action radius. Regard though that your planes
only have a certain amount of fuel, which will cause them to return to the
carrier. To reduce the time between launch and approach at their
destination and to be able to react flexibly you are advised to drive closely

to the battle line. A distance of about 3 -6 ship lengths is sufficient room
for your battleships to maneuver and close enough to significantly reduce

the flight ways.

You will o ften be concentrating on your planes and not watching your
carrier. It therefore is very helpful to frequently check the mini -map and
verify the position of your carrier to not accidently drive out of the map or

block your battleships while retreating

12




6. Control

Pla nes
The general control of pilots can be realised in different ways
1. Selecting a pilot

e Left-click on the respective pilots pedal

e Selection using the numbers of the keyboard

__.m 33000/ 33000
- TEAM ANGRIFF Trefferquote @ %  Schaden 0  (Gredits
Bonus Credits
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2. Adjust the amount of planes to load
e Left-click onthe arrows [1]

e Hover your mouse cursor over the planes panel and use the scroll -

wheel

e Pressing the shift -key while your mouse cursor is anywhere on the
screen lets you also adjust the amount of planes using the scroll -

wheel
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6. Control

3. Load and launch planes

e Left-click on ready [2] in order to load and later the green button
[3] to launch your planes  (there is a loading gauge while the planes

are loading )

e By Pressing (9§ (loads planes if they are not already loading and

launches if the planes are ready )

rgjn' 33000/ 33000
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6. Control

4. Selecting and controlling Squads

e Single squads can be selected by pressing the respective number on

the keyboard

e In order to select multiple squads you can drag a frame around

them

e Right -clicking anywhere on the map orders your planes to fly to this
destination. Having reached their destination the squad will fly

circles.
e Byusing (,) youcan decrease a planes altitude .
e Byusing (L) youcan increase a planes altitude .

e To locate your different squadrons, push the squadron's number

key twice or select it with your mouse and click on "FIND" [1]

M a— . .p] 33000/ 33000

TEAM ANGRIFF (1] Trefferquote @ % Schaden 0  (Gedits
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6. Control

5. Return
e Planes return automatically when they are low on fuel.

e By clickihg on RETURN [2] you can call your squadron back

manua lly.

e ( 6will recall a launched squad

TEAM ANGRIFF Trefferquote @ %  Schaden

Fadioman

Gefechtsreport
C-Guide wurde durch lhr Torpedofeuer be:

Advice : To be able to load planes you need to have at least one recruit on

your pilot

It's recommend to load multiple squadrons to reduce the loading -time
and to be able to send squadrons to different targets.

E.g.: CV3 ->2x4 Planes
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6. Control

6.2. Fighters

Fighters attack enemy planes inside their sight range automatically.

Positioning

To be able to pr ovide good fighter cover for your team against enemy
planes it is important to position your fighters correct ly.

Position your fighters far enough in  front of the battleships in order to be

able to catch scouts and bombers before they become a threat . Make sure
your fighters do not fly too deep into the enemy airspace because there is

a high risk of anti -air -fire .

The following graphic displays schematically the optimal positioning of
ships and planes in a regular battle.

Your teamis colored green (leftside ).

The yellow areas are protected by Anti -air.

The green areas are protected by fighters.

17



6. Control

Note : As your can see you cannot provide fighter cover across the entire
map. Pay attention to avert the enemy flying around

your fighters.

It occurs , that fighters are flying in a circle behind the
enemy planes , the socalled: Aci r cl e o You daeea t
to drag your fighters out of that trajectory to make

them attack again

18



6. Control

6.3. Bomber s

In this chapter, the usage of the different kinds of bombers is de scribed .

Note : Precondition fora successful attack is that yourb  omber s survive the

way to the target . Choose your flying route with caution . Optional ly you
can let a fighter squadron escort the bombers . Watch out for Anti  -aircraft
fire . Bomber s flying on maximum altitude are an easy target, even for
Aunskill edod shooters.

6.3.1. Dive -bomber

For dive -bombers there are se veral ways to attack the enemy and to

accomplish the bomb -drop . The following versions show the most common
ones. You can combine some maneuvers from different versions though .
In general, it is recommended to attack the enemy from the back with

dive -bombe rs. That way, you reduce the chance of missing the target.

Version 1. Automatic
Automatic means that you let the computer realize the lock on target . All

you have to do is to define the moment of the bomb -drop.

Step 1. Lockon

You can lock on atarget by right -clicking on it. You recognize that a target

is locked when thereis a red mark around the ship

Note : If you lowered your bombers to avoid AA you will have to climb

back to maximum altitude in order to lock on the target. Alternatively, you

can lock on the target already when you are increasing the altitude.

19



6. Control
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6. Control

Step 2: Dive and drop
As soon as your bombers
automatically. In order to

target again repeatedly
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6. Control
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6. Control

Version 2:Manu al

Manu al means , that you can define the point of the dive and the drop on

your own, manually . This can be helpful to bomb shipsina smoke or ships
who are trying to dodge . This kind of bombing requires more game
experience . Beginners should be confident with version one first ,

especially the moment of the bomb -release .

Step 1: Aiming

In opposite to the automatic bombing you mark a point on the map where
your dive -bombers are supposed to dive. Hold the (;) for diving and left -
click at the target . You will see a green circle with a circulating triangle as

a confirmation.

A
o)
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6. Control

Step 2: Diving and releasing bombs
Your dive -bombers will start  diving when the target is approached . You
have to press (.) in order to drop the bombs when the bombers started

diving.

— 32916/ 33000
i e

o~

| \TEAM ANGRIFF Trefferquote @ % Schaden 11738 (Credits
Bonus Credifs

4 <= CU-Glie
4§

N LTS LT

PEIEETITHTICHET E&é:" )

24



6. Control
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6. Control

6.3.2. Torpedo -bomber

By using torpedo -bombers, you have many possibilities of bombing too
You are recommended to attack from the broadside (90°) to have the

biggest hit area.
Version 1: Automatic

Like dive -bombers, the computer will automatically lock on the target . The

only the thingyou haveto dois definingthe moment of release bombs .

26




6. Control

Step 1: Lock on target

By right clicking on the target, it will be locked. You can see that a target

is locked when there is a red fade cross around it. Other than dive -
bombers torpedo -bomber s will automatically dive immediately.

Note: If you lowered your bombers to avoid AA you will have to climb
back to maximum altitude in order to lock on the target. Alternatively, you

can lock on the target already when you are increasing the altitude.

Since torpedo -bombers will immediately dive to minimum altitude you

should care for that there is no ship on t he way to your target that would

be able to harm your bombers with automated air warfare (AAW).
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6. Control

Step 2: Releasing torpedoes

In order to release the torpedoes you can either press the key for torpedo
bombing on your keyboard (.) or right -click on the target repeatedly. The
torpedo -bombers will automatically climb to maximum altitude and return

to your carrier after the release.

Note: Torpedoes have a defined range. Although, the computer will
compute the direction depending on a ships speed aut omatically you
should not release the torpedoes too early. Otherwise they could detonate
before approaching their target. Releasing the torpedo too late on the
other hand will lead to your torpedoes also not detonating because of the
safety range. Low -leve | bombers will take damage from AAW. At the point
your bombers are taking damage you should release the torpedoes at

latest to avoid losing your bombers.
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