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FOREWORD

Welcome to Aces: The Complete Collector’s Edirion CD,_
including all of the award-winning historical flight simula-
tors from Dynamix. These simulations (“sims”} redefined
“State of the Art” for the industry, and still are unsurpassed
for their balance of historical authenticity, comprehensive-
ness, and playability. They not only depict pivotal eras in
aviation history, but contribured tremendously to the
success of Dynamix and our parent company, Sierra On-
Line.

In 1989, Damon Slye, along with asmall team of artists and
programmers, set out to create the company’s first flight
simulator. By the spring of 1990, their effort paid off with
the shipping of A-10 Tunk Killer. 1t tearured campaigns
based on a fictional European WWIII, external camera
views, and introduced our now-famous 3Space simulation
environment to PC flight sims. After the Gulf War, the
simulation was updated to include Desert Storm scenarios
and improved graphics, and was re-released as A-710 1.5
(included here). A-10is one of the few products Dynamix

The Nieupart 28. Fragile and
not very mancuverable, the 28
was soon replaced by the
SPAD 13.
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produced as an independent company. A few months
later, Sierra On-Line purchased Dynamix. providing
us with the means to build bigger and better products.

1990 proved to be a busy year. Damon and the team began
what turned out to be the best World War I flight simula-
tion ever: Red Baron. Shipped on Christmas Eve, Red Baron
allowed players to fly careers for either side, challenge
historical aces, and replay the besr moments with a VCR-
style mission recorder. But most importantly, it provided
the tension and exhilaration of dogfighting within an
authentic and immensely playable simulation, Red Baron
was an instant success, and in just months blew all other
WWlsims off the shelves. Even today, Red Baronis asteady
seller, and most flight sim aficionados still consider it the
best W1 sim ever shipped. The successful Red Baron
Mission Builder (included here), an expansion pack that
shipped a year and a half later, allowed the player to
“program” their own missions, and added several new aces,
planes, and features.

In the spring of 1991, after recovering from the final push
for Red Baron, we set to work on our follow-up sim: Aces of

atesy Masional Air & 5

the Pacific. For the next year, we updated our technology,
im pmv‘cd our graphics, and spent immense effort research-
ing the Pacific air war. It paid off-—to date, no other flight
sim lets you experience the full scope of the conflict and fly
foreitherside from Pearl Harborand Clark Field all the way
through to V-] day. Released in May, 1992, Pacific did not
havean easy birth—the programmers basically lived in their
offices for the last three months, with some work-weels
topping 100 hours. But secing Aces of the Pacific on the
shelves and the rave reviews that summer made the long
hours more than worth it, We had another winner.

Even as Pacificwas finishing up, we began work on the add-
on disk. WWII: 1946 proposed an entirely plausible “what
i rewrite of the Pacific war’s end. Whart if the A-bombs
weren'tdropped, and the Soviet Union remained neutral—
the U.S. would have been forced to invade Japan’s main
islands to end the war. Based on actual U.S. invasion plans,
WWIT: 1946 lets you fly for or against the invasion cam-
paigns in the awesome new aircraft that appeared just after

the war's end.

onand o T

A late model Zeppelin. The

panic that Zeppelin raids caused

in British political arenas led o

the birth of the first independent

air force, the RAT,
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A Nieuport Scout with rocket
rails on its struts, The rockets
were [ired electronically from
the cockpit against targets such
as observation balloons.

Tnstitution

For our next full simulation, we turned to the European
Theater during WL Rather than focusing on just the
strategic bombing campaign, we decided that Aces Over
Europe would also explore the tactical air campaign. The
unrelenting ground artack and fighter sweep missions
before and after D-Day initiated the most desperate battles
of the air war, as the Allies tried to establish air superiority
and cut off German supply lines and troop movement
against grim German resistance. Started in November,
1992, programming continued feverishly (despite a move
to a new building) until the release one year later. Ta the
now-classic Dynamix format, AOFadded enhanced graph-
ics, and even more detailed (and challenging) flight models.
Again, the product released to industry acclaim.

Released for the first time on this CD is Aviation Pioneers,
a new multi-media look at the people and planes that
contributed to the advance of aviation between 1903 and
1939, You will also find each of the simulation manuals on
the CD, presented on-line.

In a market where games are obsolete in a matter of
months, Damon Slye’s designs have endured for years,
enlightening players as well as entertaining them. We

Foreword

Couresy Ray Rimell, Albatras Productions Ltd.

hope our players get a truer sense of the part combar
fighter pilots played in World War 1 and II, and in the
process, gain an appreciation for what was accom-
plished in the skies above Europe and the Pacific.

Looking forward, Dynamix is at work on a new
gencration of flight simulators. Not only has the
Great War Planes series spawned the inevitable com-
petitors, but technology has opened vast new possi-
bilities in computer graphics, modeling, and
interactivity that require us to redesign from the
ground up. With Red Baron Il and beyond, we intend
to leap ahead of the industry standards all over again.
Until then, we hope you enjoy these truly classic
simulators for endless hours as you relive the thrilling
achievements of the Aces.

— John Bruning, Jr.
Dynamix Historian

Halberstadt D.IT. a sturdy
durable German fighter thar
could handle the best Allied
planes of early 1916.
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Planes being readied for takeoff
from a Japanese carrier,

GETTING STARTED

About This Manual

This manual contains the essential Installation procedures
and commands for the Aces Collector’s Edition (Aces) CD. 1t
also shows how to use the Windows on-line manuals, aswell
as Aviation Pioneers.

For a summary of flight commands, refer to the quick
reference card for each simulation,

To see detailed historical overviews, and intraductions to
weapons, tactics, and flight, refer ro the Windows on-line
documentation for each simulation.

For Technical Help and Troubleshooting, see the back of
this manual.

To see any changes made to the Aces CD after the manual
is printed, click on the READ ME icon in each simulation’s
Windows program group.

System Requirements
To run the Aces CDs, you must have a 4865X or betrer with the
following minimum requirements:
— Four megabytes (MB) of RAM
— MS-DOS® version 5.0 or higher
— Microsoft Windows™ 3.1 or higher (for on-line
manuals and Aviation Pioneers)
— Microsoft Windows 95™ for A-10 2: Silenc Thunder
— Expanded memory manager: EMM386, QEMM386™
or equivalent
— Available hard disk space {for FULL installation):
8MB  Aces Over Lurope
6MB  Aces of the Pacific & WWIL1946
SMB  Red Baron & Red Baron Mission Builder
AMB  A-10 Tank Killer 1.5
10 MB  Aces of the Degp
35 MB  A-10 Tank Killer 2: Silent Thunder
SMB  Awiation Pioneers
— VGA graphics
— MPC-1 or better CD-ROM drive

Please note that Aces of the
Pacific and WWII: 1946

are installed as one
integrated simulation, as

are Red Baron and Red N

Baron Mission Builder.

Installation

Before You Start. ..

As a collection spanning several years, the Aces CDs contain
both DOS and Windows programs. The flight simulations
(with the exception of A-10 2) areall designed to be played from
DOS, but mayalso run from Windows, Aviation Pioneers and
the on-line manuals accompanying each simulation must be
inscalled and run from Windows. For best results, install the
programs from Windows, butrun theflightsimulations from
DOS (with the exception of A-10 2).

Minimum/Full Installation

For some simulations, you may choose 2 Minimum or Full
installation. The Minimum option puts just a few files on your
hard disk (abour 120 KB}, and leaves the rest on the CD. The
Full option puts all the simulation files on your hard disk (as
noted in System Requirements). Fully installed simulations
will run faster, and can be run without using the CD. However,
you must #hways insert the CD to open Aviation Pioneers ot the
on-line manuals,

1
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Hellcats, Dauntlesses, Avengers
and night-fighter Corsairs of the
U.S5.5. Enterprise, early 1944,

Note: For best results, in-
stall each program from
Windows, but run the
flight simulations from
DOS.

Installing from Windows 95:

L

)

Start up (boor) your PC. Insert one of the Aces
CDs in your CD-ROM drive.

Double-click on the My Computericon. Double-
click on the CD-ROM icon. Double-click on the
file setup.

Note: To malke sure the
games arc installed
correctly, do not try to
install the Aces simulations
to your hard drive with
“copy” commands.

Installing from Windows 3.X:

1. Startup (boot) your PC. Insert one of the Aces CDs in
your CD-ROM drive.

2. Start Windows. From the Program Manager, select
RUN from the FILE menu. Use the BROWSE
button to change to your CD drive (usually D). Click
on the file SETUP.EXE, and then click the OK
button in the RUN window.

3. Click INSTALL, and then select the program you
want to install,

4. Tollow the on-screen instructions to set up the game
for your PC’s specific requirements.

5. Toinstall additional programs, click INSTALL again
and repeat for each program you wish to install at this
time.

Each simulation will be installed in its own Windows
program group, along with its on-line manual and other
files.

3. TFollow the on-screen instructions to set up the
game for your PC's specific requirements.

Starting Aces CD Programs

Starting Flight Simulations

For best performance, start the approptiate simulations
(AOE, AOP, RB, A-10) from DOS. If you used the

Minimum installation option, you must first insert the appropriate Aees CD.,
To play go to this subdirectory” and Type

Aces Over Europe SIERRAVAOE aoecd [Enter|
Aces of the Pacific SIERRANAOTP aotped [Enter]
Red Baron SIERRAVREDBARON baroncd [Enter|
Al0 SIERRAVATO alOcd [Enter]

* For example, type ¢ [Enter] to change to your hard drive, if you haven't already.
Then for A10, you would type cd \sierra\al0 [Enter]. This puts you in the correct
directory to start the game. If you installed to a different drive or directory, substitute

as needed.

If you get “Insufficient Memory” message starting a simu-
larion in DOS, try creatinga “Boot Disk” forit. See page 90.

Depending on your PC’s configuration, you may also be
able to run one or more of the simulations from Windows.

13
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Note: You must inscall
each simulation from
Windows to use its on-line
manual,

i4

Simply open the Sierra program group and double-click
thesimulation’sicon. If you experience problems, however,
start the appropriate simulation from DOS. Please note
that the Windows “rask switching” feature is disabled—
you'll still need to exit the simulation to open another
Windows program (such as the on-line manuals).

Starting Aviation Pioneers and On-line
Manuals

"T'o open an on-line manual for any simulation, or Aviation
Pioneers, first be sure the appropriate Aces CD is loaded in
your CD drive. Start Windows.

To open an on-line manual, first go to the program group
for the appropriate simulation. Then double-click on the
simulation’s Manual icon, or select it and press [Enter].

To open Aviation Pioneers after you have installed it, go to
the Aviation Pioneers program group. Thendouble-clickon
the Aviation Pioneers icon, or select it and press [Enter].

Changing Preferences

You may change your game configuration (sound card,
video, etc.) from DOS or from Windows. [n DOS, ch ange
to the appropriate game’s directory on vour hard disk and
type install [Enter]. In Windows, open the simulation’s
program group and click on the Serup icon.

Conntesy Mational Air & Space Museum, Smithsonian Institution

Pilots and deckerew pose in
frant of the Navy's standard
fighter for the last two years of
the war, the FOF Hellca,
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Using THE WINDOWS ™ fin |
| ON-LINE MANUALS ' Clashes of the Carriers

The Coral Sea and Midway

Edit_Bookmark _Help

The Aces Collector’s Edition CD includes complete on-
| line game manuals for each simulation that you can

explore atyour leisure. Follow the directions to install Some military leaders suggested ihat Japan stike the war-torn British Empire in Indis and the Middle East,
I the Simulation(s) from Windows. For each simula- then link up with G_erman forces in southern Rus_sla ancl North Africa. Take Australia, counseled the
| . . v ] - Japanese Nawy; this was the obvious starting poirt for an Allied counterattack

tion you install, you will see an accompanying icon for g

its manual.

In the spring of 1942, Japan's leaders faced a dilemma, Their conguest had progressed faster than
expacted; the problem was what to do nesd

The Army opposed both ideas. Japan's
ground troops were already stretched thin.
Either campaign would weaken them even
more. In early March, a less grandiose plan
was accapted. Japan would extend its empire
southeast, cutting the sea lanes betwaen
Australia and America by seizing the islands
of New Guinea, New Caledonia, Fiji and
Sarnog. The first step was the capture of Port
Morasby, a key Alied base on the south coast
of Mew Guinea, 400 miles from Australia

T'o open one of these manuals, first make sure the Aces
CDis inyour CD-ROM drive. Then, simply go to the
program group for the appropriate simulation and
double-click on the manual icon: for example, to see
the manual for Red Baron, double-click on the ReD
BArRON MANUAL icon.

text. In the SEarcH field, type the word you want to find,
and then click OK or press [ENTER]. You ger a list of any
topics containing that word. Click on the HiNTs and
Ortions buttons to see other Search functions.

Each manual opens with a Conrents screen outlining

Note: While the manuals must be run in Windows, you To “scroll” through long articles, click on the scroll Note: Windows must be
may find that the simulations themselves run better when bar or the Up/Down arrows at right, or use your [PG  set up for 256-color mode
. started in DOS. Ur] and [Pc DN] keys. * to display the high-
i ) resolution color pictures
| Navi gating thro ugb the Manuals Click on SEARCH to look for a specific word or phrase inthe  correctly.

the major sections and articles. You can return to the
Contents screen from anvwhere in the manual by
clicking the ConTENTS butron ar the upper left.

"T'o move back and forth through articles in sequence, click

Any topicorword yousee highlighted in greenisahypertext
on the Browse arrow buttons, [<<] and [>>].

i a “jump” to a relared article: simply click on the highlighred
( text to go to the related topic. T'o return along the pach of

| your jumps, click the Go Back button You can place your own notes in the manual with the

ANNOTATE feature, or save your place anywhere in the

To see a list of all the topics you have been to, click on manual by defining a Bookmark there.

History. From this list, you can go directly to any previous
topic by double-clicking ir, or by highlighting it and
clicking Go To.

To close the manual at any time, open the FiLE menu and
select Exir.

16 17
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AcCEs oF THE DEEP
GAaMmE Pray TuToRrIAL

The following “Tutorial” section introduces Aces of the Deep
through a step-by-step orientation tour as you set up and
initiate a convoy attack. This isa good way to learn U-boat
command procedures. (Actually, you can learn by playing
any mission rype, buruse the easier Encounter Optionsand
Realism settings until you know your way around.)

Fora menu-by-menu description of cach mission selection
function, see the “Ashore” section beginning on page 132.
U-boat controls are described in “At Sea,” starting on page
151.
A. Firs, install Aces of the Deep (AOD) as described
on page 8.
B. After AOD is installed, go to the directory in which
you installed AOD, typeaod and press |[ENTER] to start
the game. (To skip the title sequence, press [Srack].)
After the dtle sequence, you will see the Main Menu.
C. To start the tutorial, select SINGLE MissioN, and
then Historic Mission.

Mission Setup

In the Historic Mission screen, click on the first mission,
TutoriaL, to highlight it and read its descriptive text. As
with the Historical and Career missions, the TutorIAL
mission conditions {(number of ships, aircraft, weather, etc.)
are pre-defined. It is dusk, March 1, 1941, and you are
commanding a Type VIIC U-boat. The Allies have yet to
deploy effective radar or anti-submarine tactics, so you may
conductanightsurface attack. Your boatis operating alone,
and the sea is calm. (In the Convoy and Warship Encoun-
ters, you may define these and other mission conditions
variables yourself.)

HISTORIC MISS

To adjust the realism settings, click on the Reatism button.
The more options you select (X), the more realistic and
difficult the mission becomes. For now, use the default
settings—press DONE to return to the Historic Mission

SCreen.

REALISM SETTINGS

With the Turorial mission highlighted, click the SeLect
button. You will then see the Mission Briefing screen,
which recaps your mission selection. To continue, click
Accrrt. Aftera few seconds, vou will see the Control Room
of your U-boat.

19
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Vaice Tube  Stopwatch Clock

Control Room

For a quick tour, move your mouse cursor through the
Control Room from the left. (You can control the entire
mission with the mouse, and many controls also have key
commands.) You'll sce labels appear as you point to the
TDC (Torpedo Data Computer), the Bridge ladder, and
the hatch leading to the Torpedo Room, Radio, Damage
Report and Captain’s Log, In the middle is the Scope, and
to the right of thatare the Engine Telegraph/Speed controls
(top) and Compass/Rudder controls (bottom). The large
Dive Controls arc on the right bulkhead. Just below {on
Type V11 boats) is the Charr table. The command burttons
along the bottom provide other controls: the Voice Tube
(to give crew commands), Stopwatch (for timing torpedo
runs) and the Clock (for time compression). Different
buttons appear in other screens.

Bridge

By now, you should have received a contact report from
your Warch officer. Click on the ladder to go to the Bridge
and investigate. From the Bridge, click the mouse to scan
the horizon for ships: click near the middle of the screen
(small cursor) to scan slowly, and click near the edge (big
cursor) to scan quickly. If you see ships, click on the
Binoculars button, and scan with the binoculars to locate
the ships again—you’ll see their relative compass bearing
below the eyepiece. Click on the Engine button at the
bottom—the engine room telegraph-—and click AxEAD
FutL. Then click on the Compass button and drag the
compass indicator to the target bearing. Your boat will
begin to head directly for the target. Right-click to close the
Compass and Telegraph display. Click the far-left “ladder”

button to return to the Bridge view. -

Clock

From the Bridge, click on the Clock button. The clock
shows the time (in 24-hour notation) and lets you speed
time up while getting into position, and slow it down again
when ready to artack. Click the right-hand scroll bar arrows
or press the [+] key until the display shows 32X or so. (Each
click greatly increases the speed: be careful with time
compression, or you may zip right past the convoy.) Press
[EnTER] to return to 1X time.

Binoculars

Compass

Clock
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TARGET
SFEED

COURSE

Tactical Chart

To see a “map” view of the convoy as you approach, press
[F5] to open the tactical chart. This display helps you see the
convoy's zigzags and true course, range, and can also show
where the largest targets and escort ships are if you zoom in
close. Click the magnifying glass buttons to zoom in and
out. By clicking the Compass button here, you can adjust
your intercept course more accurately. Now click the Globe
button on the far right. This gives you the strategic chart
you'll use to navigare ro and from base in Career missions.
For now, dlick the Globe button again to return to the
tactical chart.

Setting Up the Attack

While stalking the convoy, you can switch directly between the
Chart [F5] and the Binoculars [F3] to monitor target course and
range. You want o pull even with or ahead of the convoy ata safe
distance (5,000 meters or s0), and then angle in from the side to
firing range (under 1,000 mcters). Remember, the Binoculars
bearing display is relative—a reading of 90 degrees means you are
looking 90 degrees starboard of the bow, regardless of your boat’s
compass heading. When you start getting close, click on the
Clock button to slow down time again to 1X (normal). Keep an
eyeon theescort—ifyou seean escortsuddenly head for you, your
surpriseattack is blown. Atany time, you can press [CTRL]+[P] o
Pause the game if you need a moment to decide your next move.

Aiming with the TDC

When your U-boat is to the side of the convoy, go to the bridge
Binoculars view [F3]. Locate a ship in the vertical crosshair and
press [SpaceBar]. This selects the target, distinguishing it with a
red crosshair and entering its dara into the TDC. Click the
Torpedo button to see this TDC data, which includes target
bearing (relative to your boat’s heading}, speed, range, and actual
compass heading (if within range). The crosshairs grow brighter
the longer the target is selected, showing the increasing accuracy
of the firing data. To see your Warch Officer’s estimate of the
selecred target vessel’s type and gross tonnage, press [I].

Before firing, you want the U-boat pointed within 20 degrees of
the target for best accuracy. (To turn roward a sclected target
you're currently viewing, press [H]—this turns your heading to
the current view. To change the view to the currentheading, press
[V].) You want to be between 300-1,000 meters from the targer,
and perpendicular to it—check your firing angle using the chart.

Clock

Torpedo

23
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WVaice Tube

Eng

ine (Propeller)

Fire

When the firing conditions are acceptable, click the red fire
buttons T and II on the TDC. You can switch to the chart
to see the torpedoes’ course, and switch back to the binocu-
lars in time to watch them hit (if your aim was true) or watch
them hit using “Victim View” [F10]. Two torpedo hits will
sink all but the largest ships.

Evade

Once your first “eel” hits, the escorts will be alerted and will
try to attack you quickly. In many night attacks early in the
war, you can evade slower escorts on the surface by using
your speed and the chart to ourmaneuver them. You may be
able to line up and sink other targets while the escorts pound
the wrong area to a froth. If the escorts are cornering or
overtaking you, you should dive before their deck guns hit
your boat and prevent you from diving (track them in the

TDC to check range).

Diving

If forced to dive, return to the control room [F1]. Click the
Voice Tube burton, select CHier ENGINEER, and order
CrasH DIVE. You may also dlick the Dive Controlsand drag
the depth indicartor to the desired depth. Below 150 meters,
depth charges will have litcle chance of hitting vou (chis
changes later in the war). Once you reach your depth, go to
your Engine (“propeller” button) and reduce speed to
Ahead 1/3—this will reduce your engine noise so the escort
hydrophones cannot detect you as readily, but gives you
enough headway to turn. You can also use the noise from the
merchant ships to cover your sounds.

Go rto the chart. You should see the escort charging to the
point where it saw you last. If you make it safely below, the
escort will start “pinging” with ASDIC (sonar) pulses as it
tries to box you in with its search patterns. Keep curningyour
boatend-on to these pulses to reduce yourecho. You can also
use the noise of the merchant ships to cover your sounds.
Using depth and the chart, and constantly angling away
from the escort, you should be able to slip away fairly soon.

You may then surface and malke another approach on the
corivoy, or retire from the engagement.

Ending the Mission

Any Single Mission where you sink a ship and get away is
a good one. The mission will continue as long as you
maintain contactwith the enemy—if you lose contact with
the enemy ships or sink them all, the mission ends.
(Narurally, the enemy can end your mission by sinking or
capturing you.)

In Career mode, you end missions {(war patrols) by navigat-
ing back to a friendly base and radioing for an escort into
the harbor.

You can also end missions in progress by select-
ing Asort Mission from the Simulation Options
menu ([Ctri]+ [O]), or by pressing [Crri]+[D]. If
you abort the mission while engaged in combat,
however, your mission score will be zero.
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ASHORE

Main Menu Overview

This section introduces the AOD mission setup options,
starting with the main menu. Each subscreen isdescribed in
detail on the following pages. For a guided tour of the U-
boat, try the preceding “Tutorial” section. For a U-boat
control reference, see “At Sea” starting on page 151.

Single Mission

Launch one U-boat combat mission at a time, selecting all
aspects of the mission conditionsand setup. Single missions
get you into specific convoy, warship, or historic actions
quickly, and are scored independently. (See page 134 for
more. )

Career Menu

Undertake a entire career asa German U-boat commander,
starting, with assignment to your first command. Your
career will be composed of patrols, each a series of actions
that correspond to the actual circumsrances, technology,
and events in the Battle of the Atlantic. Career scores are
cumulative, accounting for performance on all missions.
(See page 143 for more.)

Wolfgang Liith,
sccond highest scoring
U-boat ace, and his
new bride.

Hull Of Fame

Review your highest-scoring single missions and carcers.
You may also view profiles of the most famous historic U-

boat aces. (See page 149 for more.)

Vebicle Preview

View the ships and planes you will encounteron patrol, and
learn to recognize them from any direction or distance. The
more familiar you are with appearance and capabilities of
the enemy units, the better your chances of surviving your
encounters with them. (Sec page 150 for more.}

Exit To DOS
Leave Aces of the Deep and return to DOS.

27
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Note: If you
abort a mission
([Crri}+[D)]
while engaged in
combat, your
mission score will
be zero.
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SINGLE MISSION

The options on this menu let you undertake one combar
mission at a time, and give you control of cach mission’s
setup. If you sclect Convoy ENCOUNTER or WarsHIP EN-
COUNTER, you may select the number of ships, time of day,
weather, as well as the difficulty and realism levels you will
encounter, In a HisTOrRIC MIssION (including the Tuto-
RIAL), the mission options are predetermined, but you may
still adjust the realism settings.

To begin the selected mission using the current Encounter
Oprions (page 136) and Realism (page 139) settings, click
Seect. This takes you to the mission briefing, which will
describe your objectives for this mission. You may CANCEL
from the Mission Briefing and return to your mission
menu. If you AcCirT the mission, you will go to seain your
U-boat.

Single missions begin with your boat near the enemy, and
end when you lose contact with the enemy or arc killed or
captured. When your mission ends, you will see the Patrol
Summary screen, which shows the number of ships you
sank, their cumulative gross tonnage, and your mission
score based on your achievements, mission difficulty, and
realism factor. Unlike Career missions, you cannot save a
Single Mission in progress.

Mission TYPES

This section describe the types of missions you will encoun-
ter in AOD Single Missions or Careers.

Historic Mission

The screen lets you experience an actual historical U-boat
action from the Bartle of the Adantic. The mission condi-
tions and forces will be those of the actual battle, but now
you will be commanding the U-boat. Also included is the
Tutorial mission, which guides you step by step through an
example convoy action. (The “Tutorial” section starts on

page 124.)

The menu at the upper left lists the available missions. Click
on the mission name to highlight it and see its correspond-
ing description below. To see other missions on the list,
click on the scroll bar arrows.
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Convoy Encounter

On this mission type, you will intercept a convoy and
attempt an attack.

Warship Encounter

On this mission type, you will intercept and atcempt to
attack a group of Allied warships. Warships are much faster
than convoys—often faster than your U-boat—and are
always heavily guarded and risky to artack.

Encounter Options

When you select a Single Mission Convoy or Warship
Encounter, you may change the encounter options that,
togetherwith the Realism Settings you select, will affect the
difficulty and scoring potential of your mission. The same
options are available in both Encounter types, except
WarsHir TvpE replaces Convoy Size in the Warship En-
counter screen.

Tochangeadefaulcencounter option, firstclick thatoption
button to open its menu. Double-click the option you
want, or highlight the option and then click the Seizcr
button. Long option menus have scroll bars: click the
arrows to see other options. The CanceL button takes you
back to the previous menu without changing the setting,

U-boat Type. Choose which type of U-boat you will
command for this encounter. Selecting a Type Il U-boat
will increase the difficulty of this encounter, since these
smaller U-boats were not as fast as the larger Type VII and
Type IX boats, and carried fewer torpedoes. See the “U-
boats” section (page 78) for details on each rype and variant.

Crew Quality. Choose the quality of the crew of your U-
boat. Crews may be Grezn, ViTsran, or Evre. Skilled
crews are able to crash dive more quickly, reload torpedoes
more rapidly, etc. The more highly skilled your crew, the
less difficult your mission will be.

Wolfpack Size. Select the size of the U-boat pack attacking
the enemy ships: None, Smatr (2-3), Mepius (4-6), or

LARGE (6 or more). The more U-boats there are to gatherat
the convoy, the less likely itis that the escorts will be able to
concentrate on you.

Convoy Size. (Convoy Encounter only). Choose the ize of
the convoy you wish to attack: SMaLL (5-15), MEDIUM (20-
35), or LARGE (40-60). Larger convoys decrease the mission
difficulty since they provide more targets and their escort
perimeter is easier to penetrate.

Warship Type. (Warship Encounter only). Select what
kind of warship group to attack: a CRUISER, BATTLESHIP, or
Carrier group. This option defines the main target in the
warship group, the one you should try to sink. All warship
attacks are difficult. There is no greater glory for a U-boat
skipper than to sink one of the encmy’s priceless capital
ships. However, warship tonnage is not added to your
tonnage list, since your primary mission is to sink merchant

shipping.

Note: You must
radio in convoy
contacts to gather

a wolfpack.
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Escort Size. Select the number of warships escorting the
target: NONE, LiGHT (2-3), MEDIUM (4-6), or HEavY (7+)
escorts. The more escorts there are, the easier it will be for
them to detect and attack you successfully. Increasing the
escorts greatly increases the mission difficulty: it is very
difficult for even the most skilled skipper to evade a
coordinated attack by several escorts.

Air Cover. Choose whether or not your target will have air
cover: YES or NO. Anti-submarine aircraft will make opera-
tions much more difficult for your U-boat, subjecting you
to the constant threar of sudden attack.

Mission Difficulty. This displays the relative difficulty of
the mission encounter options you have currently selected,
indicated as a percentage. The tonnage you sink on a given
mission is weighed against the Mission Difficulty, Realism
Factor, and other variables to determine your mission score.

Time of Day. Select what time of day the mission simula-
tion begins: Dawn, Day, Dusk, or NiGeT. Early in the war,
U-boats conducting nightattacks on the surface are almost
invisible. Later, radar makes night approaches much more

difficult.

Weather. Select the weather conditions for the mission
scenario. You may choose from CLEAR, OvERCAST, CLOUDY,
or STorMY. Inclement weather reduces visibility, which
usually favors the U-boat (but also conceals approaching
aircraft).

Period of the War. Choose the time period in which the
encounter will take place. Different periods will present
different advantages and challenges to the player (see the
“Historic Overview” for details). In general, the later in the
war, the more difficult the mission will be. Note: You may
select Encounter Options that do not correspond histori-
cally to the selected period (i.c., selecting a Type VII C in
1939, before they were available).

REALISM SETTINGS

This screen lets you determine how realistic and difficult
your mission conditions will be, and is available for both
Single Mission and Career play.

Sombot Lawel

You may set the default realism level at Novice, INTERME-
DIATE, or ExPERT to match your level of experience. You may
also turn the specific realism settings on or off, and set
general difficulty settings for Comparand SAILING indepen-
dently. Once you have defined your Realism settings, press
ACCEPT to continue with your mission setup using those
settings, or press CANCEL to return with no change in the
default settings.

You may switch the following eight specific realism settings
on (“X”) or off (blank) by clicking on them. Each box
selected increases the Realism Factor of your mission, and
thus also increases your potential score in proportion to its
relative difficulty. Once you begin a mission or war patrol,
you cannot change the realism settings until your return.
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Limited Ammo—If selected, this setting limits your sub-
marine to theactual number of torpedoes your U-boattype
could carry historically: 14 for a Type VIIC, for example.
Running out of torpedoes effectively ends your offensive
mission, and indicates a good time to return to base.
Turning this setting off gives you an unlimited number of

torpedoes.

Dud Torpedoes—Ifselected, this setting subjects you toan
historically accurate percentage of “dud” torpedoes: some of
your torpedoes will go too deep, explode carly, or fail to
explode even if they hit a targer. The percenrage of duds on
a given mission depends on the period of the war in which
the mission takes place. Turning this selection off means
your torpedoes always work if you aim and fire them
correctly.

Slow Reload—If selected, this setting imposes realistic
torpedo reload times on your crew. If you switch it off, you
can reload torpedoes much more rapidly than was actually
possible. On either setting, better crews reload the tubes

faster.

Realistic Repairs—If selected, this setting makes damage
repairs at sea much more realistic. Some repairs may put you
our of action for days—others may force you to surface, or
return to base in Career missions. If you switch this option
off, you will be able to repair any damage to your U-boat
relatively quickly,

Limited Battery—If selected, this setting models the U-
boat’s consumption of battery power realistically. (If you
run out of battery power when submerged, you may sink?)
Ifyou switch this option off, you will not run out of battery
power.

Limited Fuel—If selected, this setting models the U-

boat’s consumption of diesel fuel realistically. You will have
to monitor fuel carefully, or you might run out in mid-
ocean. Ifyou switch this option off, yoursubwill not run out

of diesel fuel.

Vulnerable Boat—If selected, this setting makes your U-
boat vulnerable ro damage from enemy weapons. If this
option is not selected, your boat cannot be damaged by
enemy depth charges, torpedoes, hedgehogs, or guns.

Limited Visibility—If selected, thissetting limits your [F5]
tactical chart to show only those ships currentdly visible from
the bridge as indicated by the red ring. At more difficule
combat settings, the chart will not show ships beyond the
visible horizon, and won’t show any ships if you submerge
helow periscope depth. If you switch this option off, all
vessels in your area will be visible on the ractical display.

Combat Level— This setting derermines your general ad-
vantage, if any, in offensive and defensive action. For
example, it affects visibility, the accuracy of your torpedo
targeting computerand of your deck gunand AA fire, as well
as the damage caused by your weapons’ his.

n’_‘furm- ational Alcl:_iv;:s
Depth charge
exploding behind
an American escort
vessel.
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It also determines how easy you are to spot on radar, how
much damage your boat suffers from an enemy hit, and how
much information is displayed on your tactical chart (in-
cluding ASDIC pings and torpedo tracks). On the Easy
setting, your boat is relatively hard to hit, while you can hit
and sink enemies rather easily. On Menium or Harp, your
advantage is reduced. On ExvERrT, you have no advantage.

Sailing Model—This setting determines the realism of
your U-boat’s maneuverability, a critical factor in avoiding
enemy attacks. Specitically, it affects how long it takes your
boat to crash dive, change depth by a given number of
meters, or complete a turn at a given speed. The Novice
setting makes your boat much more maneuverable than
historical boats, while Expirr models maneuvering rates
realistically.

Set Defaule—This sctting lets you define all your Realism
Defaults with a single selection. The options are Novice,
INTERMEDIATE, and ADVANCED. You may still modify the
individual defaulr settings as you wish.

Realism Factor—This setting displays the realism level
(and scoring potential} of the realism settings you have
currently selected. This level is expressed as a percentage,
with 100% as a maximum. Your mission score is deter-
mined as follows: tonnage (or warship sinkings) are com-
bined with your selected realism factors and mission diffi-
culty (Encounter Options}. At 100%, yourachievementsat
sea can bescored at their highest potential value. Youwill see
your score in the Patrol Summary screen that appears at the
end of each mission.

CAREER OPTIONS

Seleer CAREER to begin or resume a career as a U-boat
commander in the German Navy, the Kriegsmarine.

ASSIGNMENT

D ol il fake
amidnd of U115, o Tund

Careers begin with your assignment to your first command.
Your career will then be composed of war patrols. Each
patrol is a mission that correspo nds to the actual circum-
stances, technology, and events of that period in the Battle
of the Adantic. You will sail from historical bases and
navigate the hazardous course to your patrol area. Follow-
ing radio orders from BdU (U-boat Headquarters) or
engaging targets of opportunity, you may encounter enemy
convoys or warship groups and then return to base.

Between patrols, you may relax on well-deserved shore
leave. You may also be assigned to a new base or U-boat, be
decorated for yourvictories, or be promoted. If you succeed
and survive, your weapons will become better, and your
crew more proficient—as will those of the enemy. You may
become a legendary skipper, competing for medals and
gloryand the top rankingin the Hall of Fame. You may end
up in an a prison camp. Or you and your crew may end up
in a dark iron tomb on the cold floor of the Atlantic. Your
luck and skill as a commander will decide.
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Select a Career

This screen lets you create a new carcer {caprain}, load an
existing career to continue, or see details of existing careers.
Initially, the career roster will be empty. You may save
multiple careers for each captain you create, but vou can
have no more than 20 saved careers at a time.

et

Yon

Load. To load an existing career to continue, click on the
career to highlight it, and then click Loan. A Career labeled
“At Sea” will resume the war patrol at sea from the point it
was saved. A Career labeled “In Port” is between patrols,
and will resume from the Career menu (page 145).

New. To create a new career, click the New button on the
Selecta Career screen to open the New Career screen. Type
your caprain’s name in the Your Name box exactly as you
want it to appear. Then click on the StarTvG PERIOD
button to select when your career will begin., You may then
select the personal emblem that will decorate your U-boat

Aces of the Deep

conning tower: click the arrows next to the emblem
window until the emblem vou wanr is displayed.

When vour selections are complete, click SELECT to go to
the Assignment screen. Here you will be given the number
and type of your new U-boat and assigned a base of
operations for your first patrol. You may CANCEL to return
to the Select a Career screen, or CONTINUE to go to the
Career Menu (see below).

Detail. Click this button to see details on the progress of the
current career. Click DONE to exit.

Cancel. Click this button to return to the Main Menu

Career Menu

Once you start a career, Or resume one saved “in port,” you
will play from this menu.
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War Patrol Tonnage Leaders
This option sends you first to a mission briefing. Here you
may review the mission ?b]ectlves For‘rhlls patrol.and adlu,st .' boat skippers up to the current month. This lets
your Realism settings. When ready to ship our, click Accip H saalnstihatof
to leave port and go to sea on your next War Patrol. . Yo colparciy LT pERormante g

War Patrols differ from Single Missions in that you must ! the historic aces.

. This screen will give you a list of the top U-

malke the journey t your patrol area (using the Strategic

is weun St command. | R ! e |

e DAt i :
BMEZS  Our rigtion if once
in o Haht £OB e ey

affaet

meSEian,

; v g . )
With enough sinkings, your current caprain’s name may
some day top this list.

Chart to navigate) before engaging in assigned missions. To
end a patrol (after you run out of torpedoes or targets, or run
low on fuel), you must return to the escort perimeter of your
base (green circle on strategic chart} and request an escort to .
es Bresh 5 A— Nightclub
finish the mission. You can also end missions in progress by e .

: o : . R I'his is your chance to relax between patrols with your
selecting AporT Mission from the Simulation Options ﬁ _ S - i

froan : : : : fellow U-boat captains in the company of the lovely Elise,
menu ([Crri]+ [O]), or by pressing [Crre]+[D]. If you
f ' . . . sweetheart of the U-boats.

abort the mission, however, your mission score will be zero.
Here you may pick up interesting gossip, rumors, and
current war news from your comrades. Click NuxT to hear
the next bit of “news,” and click Dong when you've heard
enough. Be careful, though...you cannot believe every-
thing you hear in a bar.
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| Captain Erich

| Topp is back safe
| from another war
patrol. He wears
his brand new
Knight's Cross

| around his neck.
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nised States Maval Institute

Save Game

Selectthis option to save the current careerwhen you are “in
port” between patrols. If you already have 20 careers saved,
you will need to replace a previous career to make room.
Youmay also save your career at sea during a mission (if you
are not in combat with the enemy) using the Save Game
o.ption on the [CrrL]+[O] pop-up menu. Using this op-
tion, you just click on a blank slot or existing career to
replace it with the current career. Enteradescription for the
saved game and press [ENTER].

Return to Main

Exits the Career Menu and returns you to the Main Menu.

e

Aces of the Deep

Hall of Fame

Use this screen’s options, available from the Main Menu
only, to compare your current performance with your
earlier missions or with the greatest submiarine commanders
of the Battle of the Adantic.

The primary mission of the U-boat forces is to sever the
ocean supply routes to England. Accordingly, your perfor-
mance is scored by factoring the cargo tonnage or warships
you sink with the overall mission and realism difficulty.

Top Missions—This screen shows you a list of your
highest-scoring single missions, ranking them by tonnage,
ships sunk, and score. Click the Deran button to scea more
detailed list of ships sunk; click DoNE to exit.

Top Careers —This screen lists your highest final career
scores by name, tonnage, ships sunk, and score. For more
information abourt the career, click the DeraiL button; click
DoNE to exit. Careers are eligible for the top carcer list when
you finish the war, are killed, captured, or you retire.

Historic Aces—This screen profiles the most successtul
historic U-boat aces. You may click on an ace’s name to see
his picture and a brief description of his war record.

Return to Main—Exit the Hall of Fame and return to the
Main Menu.
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F
Vehicle Preview | A t Seﬂ
This screen displays views, descriptions, and statistics for the : .
i ; e : i : - ‘ Once vou have chosen to undertake either a Single Mission or a
ships, aircraft, and submarines featured in the simulation. o ; . e e ;
career War Patrol you will receive a Mission Briefing summariz-
I - .- . - .
[ ing your initial orders. After you click AccerT to end the Briefing,
: your boat puts ro sea.
i

Click on the arrow buttons on the right or left to rotate the
vehicle horizontally; click on the up and down arrow
buttons to rotate the vehicle view vertically. Click on the “+”
or “-” buttons to zoom the view in or out

Click the StaTistics/ DEscripTioN button to learn about the
vehicle’s history and capabilicies.

Click NexT or PREVIOUS to see other vehidles, or click Done
to return to the Main Menu.

Exit to DOS

This Main Menu option lets you leave Aces of the Deep and
return to DOS,

At sea, you can move to the different areas of the boar (see
Command Screens) and give commands with the mouse. Many
commands have keyboard equivalents as well. Command screens
also have a row of command butrons across the bottom that
provide related functions. See “Buttons” (page 169) for com-
mand button functions.
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Voice Tube  Stopwarch  Clock

COMMAND SCREENS

Control Room

The Control Room is the command center of your U-boar,
and the place where you begin each mission at sea. You can
access it throughout the boat by pressing [F1] or by clicking
the Control Room command butron found in most other
screens. The Control Room provides point-and-click access
to most of the command screens and controls you use to
maneuver your boat and conducr artacks. As you point to
cach area of the Control Room, you will see the name of the
corresponding screen or control appear: Torpedo Data
Computer (detailed on page 175}, the ladder leading to the
Bridge (page 155), and the hatch leading to the Torpedo
Room {page 165}, Radio Room (page 163), Damage Re-
port (page 168) and Caprain’s Log (page 162) screens.
Dividing the Control Room is the Periscope. Just to the
right of the periscope are the Engine Telegraph/Speed (page

172) and Compass/Rudder controls (page 170). On the
right bulkhead are the Dive Controls (page 171), used to
submerge or surface the boat. On Type II and Type VII
boats, the Chart table (page 157) is below the Dive
Controls; on Type IXs, the Chart table s on theleft, behind
the ladder.

The Control Room has the following command buttons:
Voice Tube, Stopwarch, and Clock. Different buttons
appear in other screens: all are described in the “Burtons”

section (page 169).

Periscope

You can access the Periscope from the Control Room by
clicking the periscope column, or by pressing [F2] when the
boat is at periscope depth or surfaced. It allows you to scout
the horizon or conduct attacks while submerged. Keep in
mind, however, that the periscope can be spotted by
lookouts or radar, especially if the water is smooth or the
moon is behind you, and that your visibility and speed are
greatly reduced at periscope depth. Also, you are vulnerable
to ramming or air attack at periscope depth. Take quick
peeks to update your target contacts, and lower the scope
a3 you move into position.

To scan the horizon with the periscope, click the arrow
cursor right or left near the middle of the screen (small
cursor) to scan slowly, and click near the edge (big cursor)
to scan quickly (or use the [<,] [>.] keys). The periscope has
two magnification sectings: click on the knob at the far left
of the eyepiece to change the setting between 1.5X and 6X,
or press [Z] for Zoom.

You can select a ship you see in the periscope to inpur its
targeting data (bearing, speed, range, and heading) into the
Torpedo Data Computer, or TDC. To select a target,
center the periscope on the target and

Note: To go to
periscope depth,
press [P].
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Note: From the
tactical chart, you
may order your
watch officer to
raise/lower the
periscope with

[ArT]+[P].
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TDC

Voice Stopwarch  Engine Compass Dive
Tube Controls

press [SeaceBar]. This selects the current target (indicated
by a red cross) and sends its data to the Torpedo Data
Computer. (When surfaced, you may also select targets
using the Binoculars or by clicking on them in the Tactical
Chart.) To “padlock” the selected target (keep it centered in
the periscope), press [AL1]+[F2]. To break the lock, select
another view,

Thebearing indicatorat the bottom of the eyepiece displays
the bearing of the current view relative to the bow of your
boat (n0f your compass heading). .

The Periscope screen also uses the following command
buttons: Control Room, TDC, Voice Tube, Stopwatch,
FEngine, Compass, and Dive Controls. See “Butrons” (page
169) for derails. Related quick keys: Periscope Depth [P];
Crash Dive [C]; Ser Heading wo View [H]; Set View to
Heading [V]; Identify Targert [I]; Surface [S); Zoom View
[Z].

Aces of the Deep

Control Binoculars Voice Stopwatch Engine Compass Clock
Room Tube
Bridge

When your boat is surfaced, you can access the Bridge from
the Binoculars or the Bridge ladder, or by pressing the [[4]
key. It provides a panoramic view of the surrounding ocean
from the conning tower, and allows the best vantage point
for spotting aircraft. Facing forward, you will see the
smoothly pointed bow; facing astern, you will see the
railing around your antiaircraft gun platform.

As with the periscope, click the arrow cursor to scan the
horizon right or left: click near the middle of the screen
(small cursor) to scan slowly, and click near the edge (big
cursor) toscan quickly (or use the [<,] [>.] keys). The Bridge
uses the following command buttons: Control Room,
Binoculars, Voice Tube, Stopwatch, Engine, Compass,
and Clock. See “Buttons” (page 169) for details. Related
quick keys: Crash Dive [C]; Set Heading to View [H]; Set
Viewto Heading [V]; Identify Targer [T]; Man/Unman AA
Guns [A]; Man/Unman Deck Gun [D].
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Bridge TDC Voice Stopwatch Engine Compass Dive
Tube Controls
Binoculars

Accessed via the Bridge or the [F3] key when vour boar is
surfaced, the Binoculars provide a magnified (7X) view of
the horizon, and, like the Periscope, function as a targer
bearing transmitter for rorpedo attacks. As you do with the
Bridge and Periscope view, click near the middle of the
eyepiece (small cursor) to scan the horizon slowly, and click
near the edge (big cursor) o scan quickly (or use the [<,] [>.]
keys). You cannot change the Binoculars magnification
level.

Below the eyepiece is a gauge showing the relative bearing
of the current view. For example, a reading of 90 degrees
means you are looking 90 degrees (due starboard) of the
bow, regardless of your boat’s compass heading.

To select a target ship in the Binoculars, move the center
vertical crosshair over the targer and press [SpacEBAR]. This
selects the current rarger (indicated by a red cross) and sends

50

its data to the Torpedo Data Computer (TDC). To
“padlock” the selected target (keep it centered in the
binoculars), press [ALt]+[F2]. To break the lock, select
another view. The longer a target is selected, the more

accurate the TDC data will be (crosshairs brighten).

The Binoculars screen uses the following command but-
tons: Bridge, TDC, Voice Tube, Stopwatch, Engine,
Compass, and Dive Controls. See “Burrons” (page 169) for
details.

Related quick keys: Crash Dive [C], Set Heading to View
[H]; Ser View to Heading [V]; Identify Target [1]; Man/
Unman AA Guns [A]; Man/Unman Deck Gun [D].

Charts

Accessed from the Contral Room or [F3), your Tactical
Chartdisplaysa “map view” of the nearby ractical situation,
while the larger scale Strategic Chart helps you navigate
long distances. To switch between the Tactical Chart and
Strategic Chart, click on the Globe burtron (far right) or
press [F5]. The other Chart command buttons are Control
Room, Voice Tube, Engine, Compass, Clock, and Dive
Controls. See “Buttons” {page 169) for dertails. Related
quick keys: Up/down periscope [ALT]+[P]; Identify Target
[I]. (Must be at periscope depth; watch officer performs
bath.)

Tactical Chart

The tactical chart displays the vessels, ocean, and land in
your immediate arca. Itis always centered on your U-boat
and oriented ro compass North. Your boat is marked with
a black cross, and surrounded by a red circle showing your
approximare range of visibility. (I the Limited Visibility
realism setting is disabled, you can see all ships in the chart
range, regardless of the weather, time of day, orwhether you
are submerged or not.) If you dive, your dive point is
marked with a red square.  The charts are animated to
provide tactical updates in real time. The tactical chart
automatically plots and displays all visible ships, and dis-
plays their wakes to highlight course changes. It also
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Engine Compass Clock  Dive Controls  Globe
The charts are animated to provide tactical updates in real
time. The tactical chart automatcally plots and displays all
visible ships, and displays their wakes to highlight course
changes. It also displays hydrophone contacts from your
sound room aslines along the contact bearing: bright red for
high-speed screws (escorts), and gray for low-speed screws
{merchant ships), and white for convoys. Similarly, when
anenemy is using ASDIC or SONAR to find your boat, you
will see the directional “pings” of its underwater search
pattern as it tries to locate you (except in Expert Combar
mode). You can pick up hydrophone contacts far beyond
visual range.

Zaom. Click on the Magnifying Glass buttons to zoom the
chart scale in “+” and out “-.” The tactical chart has several
display scales from 50 meters to 20,000. For larger-scale
views, use the Straregic chart (Globe button).

U-boat. These indicators display your U-boat’s current
SpeeD (in knots), COURSE (compass heading), and DeptH
(in meters).

Target. These indicators display the current estimated
SpEED, COURSE, and RANGE (in meters) of the selected target
vessel. Estimate accuracy varies with crew experience, your
selected Combat level, and how long the target is selected.
To select a target ship from the tactical chart, click on it.
(You can also select the ship from the Periscope or Binocu-
lars.) The selected ship will be marked with a red cross, and
its estimated target data will be input to all ready torpedoes.

Periscope. If yvou have selected Limited Visibility, your
target data will “fade” when you submerge unless you
regularly check the periscope or surface to keep the contact
current, To have your watch officer raise or lower the
periscope from the chart and update the contacts, press
[ALT]+[P]—you will see a periscope icon on the upper right
of the chart as long as the scope is up. Press [AUT]+ [P] again
to lower it.

Strategic Chart

The Strategic chart shows you events on an oceanwide scale,
and allows you to plot a course to join up or avoid them.

Coordinates. The chart will display the latitude, longitude,
and Kriegsmarine patrol quadrant coordinates of your cur-
rent mouse cursor position whenever youclick on the chart.
Use this feature to fix your position and plot courses.

Zoom. As in the tactical chart, click on the Magnifying
(Glass buttons to zoom the chart scale in “+” and

won

out

Scroll buttons. To center the chart on your sub, click on the
U-boat button. To scroll the chart North, South, East, or
West, click on the corresponding arrow buttons surround-
ing the U-boat. The inner arrows scroll slowly, and the
outer arrows scroll quickly.

Note: Don’t

\

leave the periscope

up, or it will be
spotted.
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Control

Room

Voice
Tube

Engine Compass Clock Dive Glabe
Conrrols

Set Course. These buttons allow you to plot courses all

around the North Adantic. You draw a course as a series of

legs, or line segments, with the PLOT function.

PLOT. Tosetacourse, first change the Zoom level to where
you can see your destination, Click the ProT button. Now
when you move the mouse cursor, you will see a line
stretching between the cursor and your boat’s current loca-
tion. At lower left, the chart will now display the cursor’s
locarion in longitude, latitude, and Kriegomarine patrol
quadrant, and the PLoT burton will now read ENTER.

[deally, you can plot a straight line course to your destina-
tion. (Prevailing winds and currents are not factors.) How-
ever, you will usually have to plot the course in segments
(legs) 1o avoid enemy coastlines, aircover, or formations. As
youmove the cursor to the next navigation waypoint, a valid
course isshown with alight gray line. (If the line crosses land,
it turns red.) Click at the waypoint, and the line turns dark
gray toset the course for thatleg. Continue serting waypoints

until you have plotted the course to your destination. To lock
in the course, right-click the final waypoint or click on the
ENTER button.

Your boatwill now undertake that course until you interrupt
with new orders or reach your destination. You can use the
Clock to compress time on your journey: it returns you to
normal time if your lookouts spot a target or threar. Note:
Your navigator will inform you of arrival at your destination,
but your boat continues on its last heading and speed unil
vou give new orders,

RESUME. If your U-boat’s course is interrupted (you spot a
targetorare jumped by aircraft, for example), you may return
toyour course afterward by clicking on the “Resume” button.

CLEAR. To erase a set course, click on the Cirar button.

Strategic Chart Symbols

* Your U-boat is a red square. Click the U-boar button to
center the map on your sub.

¢ Other U-boats appear as light yellow squares.

* Enemy convoys and warships appear as black or gray
squares. Black squares indicarte current, reliable contacts. At
easy Combart levels, contact courses are displayed as white
lines. At more difficule Combat levels, the course plots
disappear, and the black contacts soon fade to gray (become
less reliable) if not updated by new intercepts or shadowing
reports.

* Enemy air bases appear as blue squares. Each basc is
surrounded by a blue circle indicating the reported scope of
itsair patrols. (As escort carriers become more common later
in the war, you can expect air attack anywhere.)

¢ Friendly bases appear as green squares within a green circle.
[f your U-boat is within one of the green circles, you may
radio for a friendly vessel to escort you into the base. This is
how you end a War Patrol in the Career mode.
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The Captain’s Log (accessed from the Control Room hatch
or by pressing [F9]) displays the name of your captain (in
Career mode), the current date, the number and type of the
current U-boat, and itshome port. Iralso shows the number
ofdeck gun roundsand BOLD canisters remaini ng, and the
current patrol quadrant (location), along with the times for
the next sunrise or sunset. Below that, the log records a
complete list of ships sunk, with the type and tonnage of
each vessel sunk for this single mission or for your career (in
Career mode).

In Career mode, your log may be many pageslong. Click on
the left-hand page to page back through the Log, or the
right-hand page to page forward. The Captain’s Log uses the
following command bucrons: Control Room, Voice Tube,
Stapwarch, Clock, and Radio. See “Buttons” (page 169) for
details.

il BPR 40 DEDE
cenyey

in @iaht,

Frid REETEL
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Last 128 &n

Control Voice Clock Dive
Room Tube Controls

Rabio Room

Accessed from the Control Room hatch ar by pressing
[F8], the Radio Room lets you send, receive, and log
various messages from U-boat Headquarters (BdU) and
other U-boarts by clicking on the Radio button. (You
cannot use your radio below periscope depth.) It may take
awhileforaresponse—yourradio mate will alert you when
a message is received. Note: Later in the war, any radio use
may be detected by Allied HF/DF. Other Radio Room
command buttons are the Control Room, Voice Tube,
Clock, and Dive Controls. See “Buttons” (page 169) for
details.

Orders and information are tracked in the Radio Log for
the duration of your patrol. Onlong patrols, your radio log
may be many pages long. Click on the left-hand page to
page back through the Log, or the right-hand page to page
forward,

Radio

Note: All repores
include current
date, time,
U-boat number,
and patrol
quadrant (grid).
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Liuur(cs ational Archives
Message Options:
Status Report—Inform BdU of fuel status, torpedoes

remaining, and location. (Sec To rpedo room for complete
torpedo inventory.)

Request Orders—Request new or additional orders from
BdU on a arrival at a designarted area.

Contact Report—Report or update an enemy ship sight-
ing. This willhelp BdU and other U-boats coordinate awolf
pack artack on the contact.

Battle Results— Reports type, number, and estimated ton-
nage of any sinkings ro date on this parrol. Sinkings you
report are added to your record, even if you do not survive
the patrol. See “Caprain’s Log” (page 162) for Career
sinkings. '

SOS—Broadcasts “Attacked! Sinking!” Sending an SOS is
your only chance of being assisted or rescued by friendly
forces. ‘

Request scort—Asks foran escort shipor minesweepcr ro
guide you intoa friendly base. You must be within the range
of a friendly base’s escorts (green circle on stra tegic map),
This is how you end a War Patrol in Career mode.

Conrtrol Voice Engine Compass
Room Tube
TORPEDOES

Accessed from the Control Room hatch or by pressing [F6),
the Torpedoes screen helps you manage torpedo moving
and reloading. (You will use the TDC—Torpedo Dara
Computer—to fire torpedoes.) The Torpedoes screen uses
the following command buttons: Control Room, Voice
Tube, Engine, Compass, Clock, and Dive Controls. See
“Buttons” (page 169) for derails.

The U-boat diagram displays your current torpedo location
and status. Depending on your boat type, you may have
torpedoes located in bow and stern torpedo firing tubes,
interior storage slots (inboard of the torpedo tubes) and
external storage slots (shown above deck). Torpedoes that
are ready to move or fire are shown with a green back-
ground. Ifa torpeda is being moved to or from a tube, both
the tube and storage slot will have a yellow background
until the transfer is complete. To see how much longer the
transfer will take, point to the firing tube (“Status” cursor)
and click, and the mate will tell you the time remaining.
(You may not cancel a transfer in the mate will rell you the

Clock

Dive

Controls
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time remaining, (You may not cancel a transfer in progress.)
A damaged tube is shown in red, and is unusable until
repaired.

You may make torpedo loading automatic by enabling the
Autoreload function (see “Simularion Oprions,” page 180).
Ifyou prefer to manage torpedoes yourself, turn Autoreload
OfF and use the following procedures.

To load a torpedo from storage to an available firing tube
(empty, green) click on a stored torpedo (green back-
ground) to select it, then click on the empty tube. Both
“slots” will turn yellow to indicate the transfer is underway,
and the rorpedo mate will tell you how much time loadin g
will talee,

You may move externally stored torpedoes inboard ac cither
end. Be aware that your deck hatches must remain open
throughout the rransfer, and you will not be able to dive for
up to two hours. Also, you may not transfer internally stored
torpedoes to the other end of the boar.

Control  Voice Engln omp;,ub

Room Tube
The available torpedo types increase during the course of
the war. You may have up to four types: each will be
described below the sub diagram. See “U-boat Weapons”

for details.

Program FAT—If you are carrying FAT torpedoes, you
can click this button to view or change the default running
pattern of all your FATs. (FATs became available later in
the war.) Ifa FAT misses on its initial run, itwill run a large
zigzag to the left or right until it hits something or depletes
its barreries.

Initial Run (Meters)— This is the distance the FAT will
run straight before starting a zigzag patrern. This entry
should be the distance to your inital target or greater.

Leg Length (Meters)—This defines the width of the zigzag
pattern: either 800 or 1,600 meters.

First Turn—After its initial ran, the FAT turns to the left
or right to start the zigzag. Make this turn into the main
body of the convoy to maximize odds of a hit.

. ive

Conrrols

Note: Once you
fire a FA'L, dive or
steer clear of

its patrern—it
doesn’t care

what it hits.
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Control
Room

Voice Stopwatch Clock Dive
Tube Caontrols
DAaMAGE REPORT

Accessed from the Control Room hatch or by pressing [F7]
the Damage Report screen shows you a blueprint of your
boat, with any damaged areas circled in red. To sce a list of
the damaged equipment in a circled area, click on the area.

You can then click on the listed item(s) to see a report of the
damage severity, estimared repair time, status, and notes
relevant to operations. You may continue to monitor re pairs

as they are being completed. Not all items could be repaired

at sea—at higher levels of realism, you may have to return

to base before some items can be fixed. The Damage Report
screen provides the following command buttons: Control

Room, Voice Tube, Stopwatch, Clock, and Dive Controls.

See “Buttons” (page 169) for details.

2

Burrons

This section describes (in alphabetical order) the gray com-
mand buttons that appear throughout the simulation o
provide access to controls, menus, or other screens or areas of
theboat: Binoculars, Bridge, Clock, Compass, Control Room.
Dive Conuwols, Engine, Globe, Headphones, Stopwatch,
TDC, and Voice Tube. Most of these buttons appear in
several screens. Click the button to access the associated
control or areas. When done with the control, you may right-
click or press [Esc] to close the display, or leave it open—the
next screen ot control vou open will replace it.

Binoculars [F3]

On the Bridge, click this button to bring up the Binoculars
and the surface targeting sight. See the “Binoculars” com-
mand screen section for details on using the Binoculars and
tracking surface targes. Related quick keys: Crash Dive [C],
Set Heading to View [H]; Set View to Heading [V]; Identify
Target [I]; Man/Unman AA Guns [A]l; Man/Unman Deck
Gun [D].

Bridge [F4]

In the Binoculars screen, click this button to go to the Bridge
view. See the "Bridge” Command Screen section for details
on Bridge operations. Related quick keys: Crash Dive [C]. Set
Heading to View [H]; Set View to Heading [V]; Identdfy
Targer [11; Man/Unman AA Guns [A]; Man/Unman Deck
Gun [D].

Clock

Click this button to see the local time in military notation {0-
12 for am, 13-24 for pm) and to check or set the currentlevel
of time compression. Related quick keys: [+] o increase or [-
| to decrease time compression, [ENTER] to set to 1:1.
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Toset/change time compression, click on the clock’s scroll bar
arrows——compression may be set from 1 to 4096 by powers of
two. Time compression is automatically halted if your crew
spots a new enemy rtarget or threat. Higher levels of time
compression may not always be available due to the combat
situation or your PC’s computing capacity.

Compass

Click this button to access the interlinked Compass and
Rudder controls. You may also access these controls dircctly
from the Control Room (middle right). Related quick keys:
Right Rudder (right cursor or keypad [6]); Left Rudder (left
cursor or keypad [4]); Center Rudder [5].

The Compass shows your current course as a red line, and
your ordered course (if different) as a blue line. To change
course, click on the Compass “rose” in the desired direction,
and a blue line will appear to mark the new heading. The
boat will then come around to the chosen compass heading
automatically. (Note: the boat must be underway to change
course.) In contrast, the Rudder lets you manually set the
boat's rudder from 1-40 degrees port (left/red) or starboard
(right/green). The vertical red line shows a straight rudder:
click on the desired number of degrees rudder left or right,
or press [4] or [6] on the numeric keypad. Once the rudder
is set, it keeps turning the boat undl you recenter the rudder.
To recenter the rudder, click on the rudder’s red center line,
click on the Compass, or press the center key [5] on your
numeric keypad.

Aces of the Deep

Control Room [F1]

Click this button to go to straight to the Control Room.
The various screens and controls you can access from the
Control room are described in their specific sections.

Dive Controls

Click this button to access the interlinked Depth Gauge
and Dive Plane (Inclinometer) controls and change the
boat’s depth. These controls are directly available on the
right bulkhead of the Control Room. Related quick keys:
Crash Dive [C]; Periscope Depth [P]; Surface [S]; and
Dive Planes Up [8], Down [2], Level [5].

Depth Gauge. The Depth Gauge shows the current depth
ofthe boatasared line, and the ordered depth (if different)
as a blue line. To move the boat to a specific depth, click
onthatdepth: abluelinewillappear there, and the boat will
make its best climb or descent to the indicated level. Safe
depths are shown in the green part of the gauge, and you
may descend to depths in the yellow range if your pumps
orhatchesare natseriously damaged. Yourboat is notrated
for depths marked in red—if you descend into the red, you
risk discovering your particular U-boat’s crush depth first-
hand. Note: you may make the boar descend or ascend
without
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forward motion, as long as you have sufficient compressed
air and working pumps. To ascend immediately to the
surface, Blow Tanks (from Voice Tube—Chief Engineer).

Akin to the rudder, the Inclinometer shows the up or down
angle of the dive planes (hydroplanes), the small horizontal
“wings” on the boat that allow it to use engine thrust to dive
or climb through the water when submerged. To set the dive
planes manually, press the Up arrow [8] or Down arrow [2]
keys on your numeric keypad, and press [5] to level off. In
acrash dive, the Engineer puts the engine at flank speed and
sers the dive planes to drive the boat deep quickly. A crash
dive continues to 150 meters, unless you select another
depth. If you order crash dive from below 150 meters, the
dive continues (past crush depth!) unless you select a s pecific

depth to level off.

Note: The speed with which your boat can change depth
depends on your boat’s speed, your crew quality, and your
Sailing Model settings. It takes a long time to surface from
agreatdepth, even if you blow your ballast tanks. Ifyou have
anemergency, such as a severe leak, or chlorine gas contami-
nation from cracked battery casings, you may not have time
to reach the surface. Also, outside pressure may prevent your
pumps from ejecting water from the boat, and the bilges will
begin to fill—the only remedy is to come up to a depth that
allows the pumps to work.

Engine

Click this “propeller” button to access the interlinked
Engine Room Telegraph and Speed Gauge controls. You
may also access these controls directly from the Control
Room {upper right). Related quick keys: Battery Gauge [B];
Fuel Level [F], Engine Setting [1]...[6].

Together, these controls set your U-boat’s speed. Click on
the Telegraph or press number keys [1] through [6] to order

your diesel engines or clectric morors to a given direction

and power level setting: Full Astern, All Stop, Ahead 1/3,
Ahead 2/3, Ahead Full, or Flank (emergency). Alterna-
tively, click on the Speed Gauge to set a specific speed in
knots, and the Telegraph will shift to the appropriate
settings. The boat’s actual speed depends on if you are
surfaced, submerged, or damaged. It also depends on your
Sailing Level realism selection.

Note: By default, the boat runs on diesel engines when
surfaced and electric motors when submerged. Low speeds
conserve fuel. When your boat is submerged, higherengine
settings are more easily detected by enemy hydrophones,
Flank speed on the electrics will deplete the barteries in
aboutone hour. Ifyou lose power, you will be unable to run
your pumps, and will have no power to drive the boat to the
surface,

Globe

In the Charts screens, click this button or press [F5] to
switch between the Tactical Chart and the Strategic Charr.
See the “Chart” section, page 157, for details on using the
charts.
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Radio Headphones

Click this button to choose the type of radio message to
send. Whereappropriate, the response to your message will
appear in the radio log.

Radio Message Options:

(Note: All reports include current date, time, U-boat
number, and location.)

Status Report—Inform BdU of fuel status, torpedoes
remaining, and location. (See Torpedo room for complete
torpedo information.)

Request Orders—Request new or additional orders from
BdU on a arrival at a designared area.

Contact Report—Report or update an enemy ship sight-
ing. This will help BdU and other U-boats coordinate a
wolf pack attack on the conract.

Patrol Results—Reports type, number, and estimated
tonnage of any sinkings to date on this patrol. Sinkings you
report are added to your score even if you are sunk later in
the mission. See Caprain’s Log for Career sinkings.

SOS—Broadcasts “Attacked! Sinking!” Sending an SOS is
your only chance of being assisted or rescued by friendly
forces.

Request Escort—Asks for an escort ship or minesweeper to
guideyou intoafriendly base. You must be within the range
of a friendly base’s escorts (green circle on strategic map].
This is how you end a War Patrol in Career mode.

Aces of the Deep

Stopwatch [W]

Click this button or press [W] to see estimated run time and
gtatus for all fired tn‘)rpedut‘s.

Whenever torpedoes are launched, your crew will mark the
status of each on the stop watch as follows: Black
mark=torpedo hasoverone minute to go; Blue mark=torpedo
should hit when the sweep second hand reaches the mark;
Red mark=past due to hit—a probable miss or dud. At
higher realism levels, this may be your only indication that
a torpedo has missed the target.

Torpedo Data Computer (TDC) [T]

Click this button to access the Torpedo Data Computer, or
TDC. This panel is also directly available on the left
bulkhead of the Control Room, but you will normally
operate it from the Binoculars or Periscope.

The TDC gives you information about your selecred target,
calculates the proper torpedo firing angle or “solution,” and
allows you to fire “spreads” of mrpcdoes. It continually
updates target information on the selected ship for all
torpedoes. (To select a rarger, you must center it in the
Binoculars or Periscope and press Spﬂc&l‘mr. orclick on itin
the Tactical Chart.} Note: TDC data is supplied by your
lookouts-—its accuracy depends on your crew’s experience,
and how long you have been rracking this particular rarger.

Bearing—Indicates in degrees the direction to the selected
target relative to your boat. 0 or 360 degrees is straighe
ahead, 90 degrees is off the starboard beam, 180 is due
astern, etc.. Although advanced rorpedoes can follow course
ch:mges ofup to 135 degrees, vour ﬁring tube(s) should be
aimed within 20 degrees of the selected rarger to give the
eel’s gyroscopes the best chance of guiding it accurately the
rest of the way.

Nate: Your

targeting crosshairs
will brighten as the
datﬂ. bECUmES more
accurate.
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Speed-—Indicates the estimated speed of your target in
knats. Fast, agile targets such as warships can be difficult to
hit with anything less than a perfect firing solution.

Range—The estimated range to the selected target in
meters. Torpedoes must run at least 250 meters before their
detonators are armed. Beyond that, distance increases the
difficulty of the shot.

Heading—The estimated current heading of your selected
target. Expect convoys to change course frequently. Plan
your firing solution so the torpedoes hit the target ar as close
to a right angle as possible, and avoid head-on or tail shots
if you can.

Fire Buttons—The numbered button lights at the bottom
of the TDC show the status of your corresponding torpedo
tubes. Ready tubes are bright red. Tubes that are empty or
being loaded are dark red. To fire a ready torpedo using the
current TDC data, click the corresponding tube’s button.

The number of torpedo tubes depends on your  U-boat
type: the top row shows forward tubes, and the bortom row
shows stern tubes (if any). A Type Il boat has three forward
tubes only; a Type VII has four forward tubes and a fifth
stern tube; a Type IX has four forward tubes and two stern
tbes.

Offser —Torpedoes fired together will normally follow the
same track to the target, dii}i:ring only by the movement of
your boat between launches. While you always want to fire
your firsteel straight, you may also fire subsequent torpedoes
ina “spread,” each with a slightly different course, to ensure
ahic. To definc aspread, use the Offser “dial” just above the
Fire Buttons. Zero represents center, the TDCbearing; click
thearrows on the dial sides to offset this bearing by X degrees
for the next torpedo.

Vorce TuBe

Click this button, available in all command screens, to give
or delegate orders to crew members in other sections of the
boat. You'll first select the crew member/area, and then the
specific order, from the menus thatopen. To cancel avoice
command, right-click or press [Esc]. Options that don’t
apply to your particular boat or mission will be grayed-out
(not available). Related quick keys are shown next to the
appropriatecommands. Note: To see thelast voice message
to you, press [BACKSPACE],

Archives

Chief Engineer

Periscope Depth—Submerge (or rise) to periscope depth.
Quick Key = [P] '

Crash Dive—Dive as rapidly as possible: flood tanks,
down dive planes, flank speed. Continue diving to 150
meters unless told otherwise. Quick Key = [C]

Blow All Tanks—Rise as rapidly as possible: blow out
ballasc water with compressed air, elevate dive planes, flank
speed.

Surface—Bring the boar to the surface. Quick Key = [§]
Damage Report—Go to Damage Report screen,

Oxygen Remaining—Show how much breathable air is
inside the U-boat. Quick Key = [O]

Deploy Snorkel—(if equipped with snorkel). Go to snor-
kel depth and raise snorkel. This device, available rowards
the end of the war, allows U-boats to pipe down air from
the surface to run diesel engines while submerged. The
snorkel lets you travel submerged without draining barrer-
ies, but its large head may be spotted visually or by radar
more casily than the periscope. Note: You must keep your
speed under seven knots for the snorkel to work properly.

Stow Snorkel—(if equipped with snorkel). Lower snorkel
and switch to electric motors.

| craes Enminear
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Engine Room
Battery Level—Showsamountof remaining battery power.

(If you have selected the Unlimited Battery realism setting,
you will always have a full battery charge.) Quick Key = [B]

Fuel Level —Showsamountof remaining diesel fuel. (Ifyou

selected the Unlimited Fuel realism setting, you will always
have full diesel tanks.) Quick Key = [F]

Sound Room

Report Contacts—Report current or last hydrophone con-
tact. You must be running slowly to use hydrophones. Also,
hydrophones work very poorly below 200 merers.

Depth under Keel—Report distance between keel and
bottom. Use to check diving room, and avoid running

aground.

Record Player—Selecta record to pipe through the boat for

the crew,

Torpedo Room

Report—Brings up Torpedoes screen.

Launch BOLD—Launches a bubbling canister that inter-
feres with ASDIC.

Watch Officer
Man/Unman AA Guns—OQOrders men to antiaircralt (flak)
guns. AA fire is automaric. Quick Key = [A]

Man/Unman Deck Guns—Prepares deck gun for firing,

for boats that have one. Once a target is selected, firing will

continue until the target is destroyed, a new target is chosen,

or you order the gun abandoned. Quick Key
= [D]

Aces of the Deep

Courtesy Mational Archiv

Report Contacts—Report current or last contact.

Identify Target—Estimates vessel type and gross tonnage
of currently selected target. The estimates improve at close

range. Quick Key = 1]

Rig for Silent Running—Must be submerged. Lower
speed to two knots, turn off pumps and ventilation, and
send non-essential personnel to bunks.

All Stations

Abandon Ship—If your boat is on the surface or in shallow
water, your crew will abandon the vessel as best they can.
Thisusually results in your capture, but you may be rescued
if you radio an SOS first.

Radio Room
Opens Radio Room screen.

Diving plane
control station and
valve set aboard

U-505.
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SmmurarioNn Oprions MENU

At any point in the simulation (ar sea), you may access the
following options by pressing [C1re]+[O] and clicking on the
appropriate button. The simulation is paused until you select
OXK 1o close the Options menu.

Music On/Off—Turns the music sound track on or off. Also
[Crri]+[M]

Sound Effects On/OfFf—Turns all simulation sound effects on
or off.

Engine Sound On/OfF—Turns the engine sound effect on or
off.

Crew Speech—Requires installation ofadditional Speech Disk.
Turns the crew speech sound cffect on or off, and toggles
between English and German.

Torpedo Screen On/Off—Turns the torpedo firing animation
on or off.

Torpedo Autoreload On/Off—Ifturned on, Autoreload auto-
matically reloads empty torpedo tubes with the next available
torpedo (selected by shortest reload time). With Autoreload
turned off, you manage all aspects of torpedo reloading yourself
in the Torpedoes screen [F6].

Calm Ocean On/Off—This setting overrides the weather
simularion, providing you with smooth sailing as long as it is
turned on.

Status Line On/Off—Thisscreing displays your current course,
speed, and time compression settings in the upper left of the

simulation screen as long as it is turned on.

Load Game—Careers only. End current mission, resume
previously saved carcer.

Save Game—Careers only. Save current mission (must not be
in combatwith the enemy.) [f the Saved Careers list is full, select
an earlier career to overwrite. You may add descriptive text to
help you select the mission later.

Note: You must install
Aviation Pioneers from
Windows before you can
start it.

Abort Mission—Abort current mission and return to the
menus. Note: [f youabortonawar patrol, youwillloseany score
carned on the mission so far.

Quit to DOS—Exit immediately to DOS.

OK—Close the Options menu and return to the simulation,

Aviarion PIONEERS

Aviation Pioneers is a new multi-media look at the
carly years of powered flight, from Kirry Hawk throug]

aviation’s Golden Age. It complements the detailed histori-
cal sections of the Great War Planes on-line manuals with
extensive photos, videos, and hundreds of pages of newly
rescarched articles on the inventors, companies, planes, and
pilots who “pushed rhe envelope” on aeronautics in its
dizzying first decades. Awiation Pioneers focuses on the

inside story, the seldom-told human side of the record
books.

As well as presenting new marerial not covered in the
Grear War Planes on-line manuals, Aviation Pioneers
also presents several new features, described in the
F{JH()wing section,

Starting Aviation Pioneers

Lo start Aviation Pioneers, first insert the Aces CD in your
CD-ROM drive. Start Windows, and open the Aviation
Pioneers program group. Double-click the Aviation Pioneers
icon, orselectitand press [Enter]. This opens the Introduc-
0N SCreen.

Click on GreaT War Pranes Guipep TOUR to see a slide
show of the Great War Planes simulations on this CD.
Click on Aviation Proneers GUIDED TOUR to be intro-
duced to the features of Aviation Pioneers. To end the Tour,
press [Esc| or click the mouse.

Jlick on START AVIATION PIONEERS to go to its main screen.,
Click on START AvIATION PIONEERS tO g
)
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Aviation Pioneers

Getting Around

Use your mouse to poim‘—and—click your way around in
Aviation Pioneers, and to use the “global” command but-
tons across the top of each screen.

Select an era, topic, or specific article by clicking on
its title. Pointing at a title makes an underline appear:
you can then click the mouse to go that item. From
the Aviation Pioneers main screen, for example, point
to the “Dawn of Flight” era. When the underline
appears, click to go to the Dawn of Flight topics
menu. Click on the topic title “Airplanes” to see the
available airplane articles, and so forth. To back up,
click on the Back Up button.
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TimeLine. The TimeLine helps you find and open articles
using a graphic timeline of each era. Click the TimeLine
button, and then choose the era you want. You will see an
enlarged timeline of the era you selected and a list of all
articles concerning that period. Point to a listed article to
highlight it and see where it occurs on the timeline. Click
the title to go to that article immediately.

RoadMap. Click the RoadMap button to see where you are
in Avtation Pioneers, or find your way back. This feature
outlines all of the available topics and articles in each era.
Click on any article title on the screen to go there instantly.

\

Glossary. Click the Glossary button to see definitions of the
many specialized terms used in the Aviation Pioneers ar-
ticles. Click on the term you wanr to see its definition. This
feature also provides a Bibliography and a list of Suggested
Reading, as well as the Credits.

Era. Click this button to return to the main Era Selection
SCreen.

Back Up. Click this button to return to the preceding menu
or screen. { ['o leave Aviation Pioneers, use the Exit button.)

Info. Click this button to see on-line descriptions of the
current Awiation Pioneers screen or feature. To see what a
particular burton does, point to it and right-click.

Exit. Click this button to close Aviation Pioneersand return
to the Windows Program Manager.
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Aviarion Pioneers

Amelia Eathart America's
Heroine of the Ajr. s
In American aviation hisiory, two
legendary figures tower above all the
rest: Charles Lindbergh and Amelia
‘Barhart. Amelia Bathart’s name is as
familiar today as it was in the 7930s.
She was the heroine of the age, 2
woman whe fought to open doars long
- shut to her gender by society. Above

| all, she reached for new goals,
challenged herseif and her generation
msmzefor E:}qge.’&agieasitwas,her

Y S 2 mly
bolstered her legend, and guaranteed
that an enduring mythology about her

“d

Article Screen

Once you open a specific article, you will see the Arricle
| screen. This provides several tools to help you view the
| article’s text and images.

Page Zoom. Click the Page Zoom button to expand the
text window to full size for easier reading of long articles.
Click it again to return to the narrow window or to see
related images.

Related Articles. Click the Related Articles button to see a
list of closely relared articles. Simply click on the title you
want to jump right to that article.

| Tocdlose the list, click the Close button at the bottom of the
list.
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Forward/Back. Click the Forward/Back arrow buttons to
page or scroll through the current article,

Related Media. These buttons show if there are photos,
charts or maps, narrated slide shows, or videos accompany-
ing the current article. Click the button for the item you
want to see,

Arrow buttons will then appear under the viewing window
for you to control the display.

Click the I (Information) button for captions.

Back Up. Click the Back Up button to return to the

pJ.‘E\’J..OLlS menu or screen.
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0 :':._ o e

Game Commands - View Commands Additional Commands
Abqrt Mission Crie+D Select/Deselect Target SPACEBAR Man/Unman AA Gun
Options Menu : CrritO f  Identify Target I Man/Unman Deck Gun

u : CrausP View Left Check Battery Level
CrsM View Right " Check Fuel Level |
Aur+] or Aar+f  Set View to Heading Check Remaining Qkygen -
Crretf  Set Heading to View i
: 4 rl. ver Se i c : y i *

s

Eniren

~ Maneuvering

F1  DivePlanestp
F2  Left Rudder

Straight and Level

| i
Voice Tube

Mote: Some selections have quick key equivalents;

Chief Engineer  Engine Room Torpedo Room Status Report
Periscope Depth [P} Battery Level [B] Report Request Orders =~
Crash Dive [C] Fuel Level [F} Launch BOLD [Crri]+[R] Contact Report. 2

Blow All Tanks Battle Results
Surface [S] Sound Room Watch Officer s505%

Darage Report 3 Report Contacts Man/Unman A Gun [A] Request Escort
Oxygen Remaining [0} Depth Under Keel Man/Unman Deck Gun [B] - :

Deploy/Stow Snarkel Record Player

All Stations

don
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Dyna

PART BE THE LiEREA FAMILY

Alt-R Realism Panel

Alt-]  Joystick onfoff
Al-5  Sound on/off
Ale-M  Music on/off
Ale-D  Mouse onfoff

Esc End Mission (exit menu)
Ale-X  Exir o DOS

From within the
cockpit:

Hold down the
right mouse button,
then move the mouse

ro look left, right, shead,
and back.

From outside your aircraft:

Hold down the right mouse burton,
then move the mouse to smoothiy pan
around the aircraft,

Note: In an external view, hold down
both bustons and move forward or back to
00 Uiewpoing in or ous.

General Key
Commands

F10  Preferences Panel

B Display full screen background
art in the shell,

r Pause Game

Viewpoint Controls

Views using the Mouse

| From outside your aircrafi:

Views using the Joystick

From within the cockpit:

Hold down joystick button 2, then
move the joystick ro laok left, right,
ahead, and back.

Note: With she joysiick censered, pressing
and releasing button 2 will switch from
the cockpit to the outside rear view.

look ahead

look lefe look right

ook back

Haold down joystick button 2, then
move the joystick to smoothly pan
around the aireraft. To zoom the view in
ar out, hold down both burrons, then
move the joystick or mouse forward or
back.

Note: With the joystick centered, pressing
and releasing buston 2 will switch to the
cockpit frome view.

par o look
down at alreralt

|

Rudder

Views using the Keyboard
Enter Switch berween cockpit and
external view,

From within the cockpis:
Fi  Look forward

F2  Look back

F3  Look left

Fi  Look right

F5 Look up and forward

Fram outside your aircrafi:

F1  Front of your aircraft

F2  Rear of your aircraft

F3  Left side of your aircraft
F4  Righr side of your aireraft

i
| F3  Look up from a lewer altieude

FG6  Look down from a higher altitude
[ Zoom in the view
] Pull back the view

F7  Chase plane view
F8  Weapon view

Ale-T  Create an LBM screen shot

| CulT Createa 640x400 screen shot of

the simulation in rall res mode.

| *and ™ indicses rrademarks of, or lioensed =

Dyeame, lac ©21995 Dysas oo Al o
v Poesdimshe U580
eI 6

Additional

Flight Stick Throttle

You can use 2 variety of conrollers 1o Kevboard onl
imitate the plane’s flight stick. 24 4

Keyboard only Flight Controls

Keyboard or Joystick 1

pitch
roll lefr & down  roll right &
pitch down pitch down
‘-, o
roll left
m roll

é‘:'“{j : ng@ right
roll left & roll right
pitch up pitch & pirch up

up

Mouse

When using a mouse,
remember that it will
re-center automatically
after cach movement.

Use the keyboard from any view:

Fluﬂ

T Degrease

Increase

Joystick 2

If you use a second joystick, pushing it
forward and back will increase and
decrease the throttle ranging from idle to

full.

Slider on foystick 1 or Yoke
If you have a joystick or yoke with 2
throtele slider, you can use it to control
your engine speed.

ThrustMaster™

Flight Control System Mark !
" Button 1 Fire currendly selected gun
Button 2 Change view between
cockpit and external
Button 3 Drop bombs
Button 4 Change selected guns
Har Change your view within
the cackpit; rotate your
view ourside the cockpic
T ® is 3 regisiered

Weapans Control System

Burton 1 Send radio message
Button 2 Unjam guns

Button 3 Engage autopilot
Button 4 View map

Button 5 Drop cxternal fuel rank
Button 6 Dive brakes

Toggle 7a Flaps

Toggle 7b Neutral position
Toggle 7¢ Landing gear

d k of ThrustMaster.

< Left Rudder
> Right Rudder

Joystick 2

if you have a second joystick, move the
stick left or right to apply left or righe
rudder. If your stick is sclf-centering,
releasing the stick will re-cenrer rhe
rudder.

Rudder Pedals

Press the left or right rudder pedal. Center
the pedals to re-center the rudder.

IMPORTANT: Ifyouarcusingadditional
devices, such as a second joystick, you will
need to first make configuration selections
from the Preferences Panel (F10) for these
devices to function properly in the
simulation.

CH FlightStick Pro™

Burton 1 Fire currently selected gun

Button 2 Change view berween
cockpit and external

Buton 3  Drop bombs

Button 4 Change selecred guns

Hat Change your view within
the cockpit

Wheel  Throtde control

CH FlightStick Pra™ i a trademark of CH.

B Dive Brakes — Raises or lowess
dive brakes (P-38] only).

w Wheel Brakes— Applies o releases
the wheel brakes (on ground).

D Droptanks - Release the external
fuei u’mk,

F Flaps— Move flap position to up,
halfway or down.

L Landing Gear — Raise or lowes
landing gear.

M Flight Map

A Autapilot (compress time)

5 Send a radio message

Ctel-B  Bail Out

Weapons
Spacebar  Firc the selecred guns.

Controller
Button 1 Fire the selected puns.

Backspace Release bombs.
R Fire a salvo of rockets,

G Change the currently selecred guns
{primary, secondary/external orall).

U Unjam Gun — Tiy to clear jammed
guns by repeatedly pressing U.
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Dynarnix

FAST OF THE SEEATA FAMILY

Flight Stick
You can use a variety of controllers to
imitate the plane’s flight stick.

Keyboard or Joystick 1
pitch
down

roll left &
pitch down

roll right &

roll lefe ’

roll left & rali right

pitch up pitch 8¢ pitch up
up

Mouse

When using a mouse,
remember thar it will
recenter automatically
after each movement.

-~

General Key
Commands

F10 Preferences Panel

Alt-R Realism Panel
Ale-]  Joystick onfoff
Ale-S  Sound on/off
AleM  Music onfoff
Al-D Mousc onfoff
P Pause Game

Esc End Mission {exit menu)
AleX  Eacw DOS

Viewpoint Controls

Views using the Mouse
From within the
cockpit: : n
Hold down the B
right mouse button, %\ _‘)
then move the mouse o

to look left, right, ahead,

and back. .

From outside your aircraft:

Hold down the right mouse button,
then move the mouse to smoothly pan
around the aircraft.

Note: In an external view, hold down
both buttons and move forward or back w
oo viewpoint in or oul.

Throttle

Keyboard only
Use the keyboard from any view:
Full
) 1
. . — Decrease
smcmsims. — [ncrease
Increase
Idle e Safe Max, N\
8 g efad. D
Joystick 2

If you use a second joystick, pushing it
forward and back will increase and de-

| crease the throttle ranging from idle to

fuil.

Slider on Joystick 1 or Yoke
If you have z joystick or yoke with a
throetle slider, you can use it to control
your engine speed.

Views using the Joystick

From within the cockpit:

Hold down joystick button 2, then
mave the joystick to look left, righr,
ahead, and back.

Note: With the joystick centered, pressing
and releasing button 2 will switch from
the cockpit to the outside rear view.

look ahead

look lefe 3 '\.!:;”_:' Ieok right

<t f |2

.

ook back

From outside your afrcrafi:

Hold down joystick button 2, then
move the joystick to smoothly pan
around the aircraft. To zoom the view in
or out, hold down both buttons, then
maove the joystick or mouse forward or

back.

Note: With the joystick centered, pressing
and releasing button 2 will switch to the
cockpit froms view.

pan forward & around

Rudder
Keyboard only

< Left Rudder

> Right Rudder

I Cenrer the Rudder
Joystick 2

If you have a second joystick, move the
srick left or right to apply left or right
ruddes. I your stick is self-centering, re-
leasing the stick will recenter the rudder.

Rudder Pedals

Pressthe lefi or right rudder pedal. Center
the pedals w recenter the rudder.

Weapons

Spacebar  Fire the selecred guns.

ThrustMaster®

FElight Control System Mark I

Buiton 1 Fire currently sclected gun
Button 2 Change view berween
* cockpit and external

Drop bombs or torpedo
Changge selected guas
Change your view within
the cockpit

Button 3
| Button 4

Weapans Control System

Buron 1 Send rudio message
Button 2 Unjam guns

Button 3 Engage autopilot
Button 4  View map

Button 5 Drop external fuel tank
Button 6 Air brakes

Toggle 7a Flaps

Toggle 76 Neuteal position
‘Toggle 7¢ Landing gear

kof Th

|
l Hat

C 1t

Button 1 Fire the selected guns.

Backspace Release bombs or torpede.

R Fise a salvo of rockets.

G Change the currently selected guns
{primary, sccondary or =ll}.

guns by repeardly pressing U,

Views using the Keyboard
Enter Swirch between cockpit and

external view,

From within the cockpis:
F1  Look forward

F2 Look back
F3  Look lefk
F4  Look right

F5  Leok up and forward

From outside your aireraft:

F1  Front of your aircraft

F2  Rear of vour aircraft

F3  Left side of your aircraft

F4  Righe side of your aircraft

F5 Look up from a lower altitude

F6  Look down from a higher altitude
[ Zoom in the view

] Pull back the view

F7  Chase plane view

* and ™ desigra regiserred rademarks of Dynassix,
Inc, 1992, cales otherioe aoted. Al sybey soserwed.

O06171 100

Additional
Flight Controls

B Dive Brakes - Raises or lowers
dive brakes (when dive-

bombing).

w Whes! Brakes— Applies the wheel
brakes (on ground).

D Droptanks - Release the external
fuel tank.

F Flaps— Move flap position toup,
halfway or down.

L Landing Gear ~ Raise or lower
landing gear.

M Flight Map —
Spacebaror Controller Button 1

supplies info on ground-based
items at the cursor location,

Enter or Controller Button 2
supplies information on the air
group at the cursor location.

Dt selects the current cursor
location as the auropilot
destination.
Exir or Esc closes your map.

A Astopilor (compress time)

s Send a radio message

Cud-B  Bail Gur

i IMPORTANT: Ifyouare usingadditional
| devices, such as a second joystick, you wiil
U Unjam Gua - Try o clear jammed |

need ro first make configuration selections
from the Preferences Panel (F10} for these
devices to function properly in the
simulation.
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FLIGHT MOVEMENTS

THROTTLE

while in cockpit view

W

Throttle Control 1.9 keys

Increase Throttle  + key

Decrease Throftle - key
RUDDER

while in cockpit view

| \\.

. < Left Rudder
= Right Rudder

Button [ seleces or adds 2 path point.
{Maore points can be added by moving
the cursor and pressing button 1.)
Moving Path Points

Haold down burton 1 ro drag a path
point to a new location.

Deleting Path Points

Click on point with button 2.

Object Path Display

To adjust 2 pach poine altirude, place
the cursor on an altitude burton and

press button 1 or 2.

Serecrivg A Grouve
Click on group with button 1.

G A Groue
With the cursor on the group’s map
icon, press button 2.

SeLecinG AtcrarT Grours
Moving the cursor over map [ ]
icons highlights them with
brackers,

A group that has been selecred by El
pressing butron 1 will have a box
around it,

A group or path point chat is abour

1o be delered with button 2 will E

display a box with 2 X .
Tile G roup Assignment
M Mission 2 About RBMB
N New Group | F1-F8 Highlight current group's
A All Groups pathpoint 1-8
Drisplay 1-8  Altitude of path poines 1-8

VIEW COMMANDS

Cockpit Views

F1 Look Forward
E2 Look Back

F3 Look Left

F4 Look Right

F5 Look Up

F& Look Down
External Views _

F1 View front

F2 View rear

F3 View left side
F4 View right side
F5 WView boltom
23 View top

F7 Chase view

FIRE MACHINE GUN

Press Spacebar from keyboard.
Press Button #1 from joystick.
Press Left Button from mouse.

Press "U’ key to unjam machine gun.

FLIGHT LEADER
COMMANDS

DROP BELOW ...
JOIN
ATTACK .. s
MINOR WING ATTACK ...... Press M
WARNING .....................Press W

.o Press D

Quit_:k_ Reference Card

VIEW COMMANDS

Switch between external/internal views:
Press Button #2 from joystick.
Press ENTER from the keyboard.

From any outside view, press Ctrl-
F1.. F10 to save off the current view.
To switch to any of these saved views
use Alt-F1.. F10.

Prass & hold
button #2 while
inside to ‘
look (m i
left, right,

fore & aft. i

Press & hoid
button #2
whiie oulside -
to move :
| viewpoint

| around plane.

@&

s

Press & hold

both buttons to
maove viewpoint
toward and

away from
plane.

('::‘r’\'\ (?ﬁ

S NE =&

MIW()N

e German Zeppelin (grey]
@3¢ Allied Balloon [gold]

@ German Balloon [grey]

Allied Plane [gold]

German Plane [grey]

Q) Allicd Accodrome
E German Aerodrome
] Supply Dump
M8 Touin Swadon

iz Artillery

@ Town

‘ Facrory

BL.li,l)bll

KEYBOARD HOT KEYS
ESC .ooovenrnnennn End Mission
AR ... Realismn Menu
| 3512 A Preferences Panel
A5 e Sound Effects ONJOFF
P [SY DO— Music ON/OFF
Alt-C .............. Calibrate Joystick
Alt] s Jaystick ONJOFF
AlD Mouse ON/OFF
P ... Pause
C o Time Comipress ON/OH
1. . Unjam Gun
A-Q e Quit te DOS

28

PAR‘I' GF‘I’I'EQEBRAF

B36481100

REQUIREMENTS FOR SpECIFIC Mission Tyres

Mission Type

Ralloon Busting

Encmy Balloons.

PossisLe Orpers For EacH Grour Tyre
Group Type Targer Orders
Scouts Enemy Airplane group Doglight
Lutercept
Destroy
Friendly Airplane group Escore
Protect
Enemy Balloon group or Zeppelin Destray
Friendly Balloon group or Zeppelin Protect
All Planes Friendly Airplane group Escort
Bombers or Enemy Faceory, Supply Dump, Train Staton | Bomb
Zeppelins Friendly Factory, Supply Dumnp, Ttain Station | Bemb
Recon Planes, Mo earger Traverse
Bombers, Zeppelins
Scout groups Mo target Parrol
Balloons are stationary, so shey aren't able 10 target objects or receive new orders.

Time of Day
Briefing Text

Pressing CONTROL-ESCor |
ALT-Q will quic to DOS ar any dine.

To disable press ALT-J.
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B I
=t
View Commands
Preset Views From Outside the Aircraft
Cockpit External " Press button #2 while moving  prag g hold butt i
_ 3 : ton #2 while
F1 Look Forward EF4 Front View thejoysticktapantheviewaround  oytside to move viewpoint
F2 Look Left F5 Left Side View the aircraft. H()'d down both but- around plane.
F3 Look Right FG Right Side View tons while moving the joystick to .
E7 Rear View movethecameraclosertooraway %
Fs Victim View from the aircraft. Pressing and re- oy L
F9 Engagement View Iefasing button #2 with the joy-
- stick centered will switch to the
Floating Camera Views cockpit view.
Use Alt - V¥ on the keyboard or the Control menu (F10) to
toggle the Floating Camera on/off. With the Kevhoard
Re: When Floating Camera is ON, only Backspace key will . 4 Mouse controis for
Fire weapon. To use the previous commands view commands are
R from the keyboard, the nu- identical to those of
With the Joystick merickeypad will function like "/ the joystick.
From Within the Coclpit Press&hold 4 the joystick, the Space Bar X
button #2 will function like button #1, Joystick #1  Mouse
Press button #2 and‘ move the | hile in the and the Enter key will func- Button #1 = Left Button
joystick to change views. Press cockpit to : : tion like button #2. Button #2 = Right Button

and release button #2 with the
joystick centered will switch to
outside rear view.

teft, right
& forward.!

Flight Controls Weapons Control

Joystick #1 Joystick #2
Wiovement Button #1 = Fire Avenger Button #1 = Chaff Release
Roll left and Pitch down Cannon Button #2 = Flare Release
pitch:down M /_'@’ W Roll right and Button #2 = Fire Selected
L PPN piteh down _Weapon
Fy’ i;@
sl mshnlaty L. Roll to the right K_ggh_oard

= Fire Avenger Cannon

Roll right

Botl huis and pitch up

and pitch up Pitch up

\’% The mouse is self-centering.
% )
Yo/

= Fire Selected Weapon

= Fire Selected Weapon or
control Floating Camera View

Rudder
Control the rudder with the keyboard or second
joystick.

Joystick #2 Keyboard

t:-l left rudder

' Additional Controls

t} right rudder

Ej Landing gear | Quit mission
upidown ekt requestor
Throttle ‘P ; Pauses game M i"" , Music onfoff
Cantrol the throttie from the keyboard. —"
‘M Bring up w is i Sound effects
u strategic map onloff

G e s s iiw ¢ g M0 M- ) S Sy
umubb E—ﬁ%—lbb E‘ Bring up status screen wu Joystick(s) onioff

o throttle to full throttle ! ianl fe | Calibrate
Decrease & Increase Ll,.).‘ Display message log wtﬁ joystick(s)

& Quit mission requestor LARJ l:J Mouse on/off

; Display control menu w {“ i Quit to DOS
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Customer Service

Couresy MNarianal Air 8 Space Museum. Smithsonian Insuoition

A formation of Hawler
Typhoons on patrol.

CUSTOMER SERVICE

TROUBLESHOOTING

Problem: I'm unable to run a simulation from Windows, or I get an error message that the
Adlib™ or Sound Blaster ™ devices ave already in use.
Possible solution: Your Windows environment is “confused” abour which video or sound
drivers to use. You may be set up for multiple cards, or may be using the wrong card driver.
The quickest solution is to run the game from DOS.

Problem: foystick behavior is ervatic, or rudder pedals don't seem ta center corvectly. Re-
calibrating the joystick doesn 't seem to help.

Possible solution: If you are using the joystick port on a sound card, or 2 mult-TO card,
the problem may be that the card is not in sync with your computer. This problem is
particularly noticeable on fast systems. We recommend that you disable the joystick port
on your currentcontrollerand/or sound card and use a dedicared, speed-adjustable joystick
card for optimal performance.

Problem: 1 have installed the game on a compressed drive, and it doesn’t run.

Possible solution: The game may need more disk space. Compression software estimates
available disk space using an expected compression ratio of 2 to 1 or more. However, many
game files won't compress much. This means you may need to free up to twice as much
space as the compression software says.

90

Courtesy Mational Air & Space Musenm, Swithsonia lnstiusios

A Messerschmite 262 pilut buzzes his airdrome. The Me 262 was the
first operational jet figher.

Problem: Aficr upgrading to MS-DOS 6.0, I can no longer run the game. [ keep getting an
“Out of Memory” error.

Possible solution: If you have installed MS-DOS 6.0 and run the MemMaker utilicy, it
may have configured your computer’s memory so that there is no longer enough
conventional memory to run the game. See your MS-DOS manual, or try the Boot Disk
option in the game’s program group.

Problem: My compuier has at least 4 megabytes of memory, but I'receivean error message saying
that I don't have envugh conventional or expanded memory.

Possible Solution: To run correctly, AOF requires 614,000 bytes (600 KB} of
conventional RAM, and 2,048,000 bytes (2,000 KB) of free Expanded memory
(EMS). AOTP requires 610,000 bytes (595 KB) of conventional, and 1,024,000
bytes (1,000 KB) of Expanded. Red Baron requires 583,000 byres (570 KB} of
conventional memory only. A-10 1.5 requires 571,000 bytes (557 KB) of
conventional memory only. To configure expanded and/or extended memory,
you'll need a memory manager such as EMM386 (which comes with MS-DOS 5.0
or higher) or QEMM386 by Quarterdeck. Your computer’s conventional memory
may also be taken up by background programs or device drivers, or not configured
correctly for the game. See “Freeing Up Memory,” page 93.

Problem: My computer has at least 4 megabytes of memory, but even afier crearing a boot disk,
L titl veceive a message saying that 1 don’t have enough memory 1o run the game.
Passible Solution: Your boot disk may require further modifications to load your

evice drivers correctly into upper memory. See the “Customizing the Boot Disk”
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section on page 95, or refer to your computer system manual or manufacturer for
assistance.

Problem: When trying to load the program or after running the program, the computer locks
up or [ am returned ro the MS-DOS prompt.

Possible Solution: Although your computer may satisfy all of the hardware and software
requirements, there may be a configuration or software conflict in your computer while
running the game. Try starting the program from a boot disk.

Problem: My pragram hesitates or locks up during game play. I am using a Sound Blaster or
compatible sound card.

Possible Solution: Run the setup program from Windows and select “PC Internal
Speaker” for the sound option. If the program operates properly, there may be a
configuration problem with your sound card. Call your sound card manufacturer
for assistance in conliguring your sound card for proper operation, or call
Technical Support at Sierra On-Line.

Problem: My mouse is not responding.

Possible Solution: Your mouse driver may not beloaded for MS-DOS programs. You will
need to edit the AUTOEXEC.BAT or CONFIG.SYS files on the boot disk ro include the
command to load your mouse driver. Also, run the game’s setup program in Windows and
make sure the mouse button option is turned ON.

Problem: The joystick is not responding properly in the simulation, or the cursor skips through
the menu options on its own.

Possible Solution: This may happen if you have a fast computer and have connected your
joystick using a sound card’s joystick port. Try re-calibrating your joystick from the
Preferences Panel. If this doesn't work, you may need to use a dedicated game card with
aspeed-adjustable joystick adapter, or simply disable the joystick with the Alt-] command.

Problem: The ThrustMaster Weapon Control System (WCS) is not responding corvectly.
Possible Solution: You may have an incompatible version of the WCS, or the DIP switch
settings may not be set correctly for the simulations. The Revision D Model is the first
model compatible with the simulations. Consult your ThrustMaster owner’s manual for
the appropriate DIP switch settings for the WCS.

Problem: The color pictures in Aviation Pioneers and the on-line manuals look strange.
Solution: To display the high-res color art correctly, Windows needs to be using a video
driver capable of 256-color mode or better. If the pictures look strange, go to your
Windows Setup utility in the Main group. From the Options menu, select Change System
Settings, and then, under Display, choose a driver that supports 256-color mode. See your
Windows manual for more information.
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Configuring Memory

Even if you have the minimum 4MB of RAM, an Aces simulation may not run
correctly unless the RAM is configured (set up) correctly. To run correctly, AOF
requires 614,000 bytes (600 KB) of conventional RAM, and 2,048,000 bytes
(2,000 KB) of free Expanded memory (EMS). AOQTP requires 610,000 bytes (595
KB) conventional, and 1,024,000 bytes (1,000 KB) Expanded memory. Red Baron
requires 583,000 bytes (570 KB) of conventional memory only. A-70 1.5 requires
571,000 bytes (557 KB) of conventional memory only. To configure expanded
and/or extended memory, you'll need a memory manager such as EMM386

(which comes with MS-DOS 5.0 or higher) or QEMM386 by Quarterdeck.

Ifa game DOES NOT start correctly, use the MS-DOS MEM command to see if you need A
to free up some of your computer’s memory. From your MS-DOS prompt, type MEM
and press [Enrer]. “Largest executable program size” is your frec conventional memory. If
you do not have enough memory, you probably have resident or “background” progr;u'ns
and device drivers raking up memory that the game needs. This means you'll need to free
up memory by removing one or more of these background programs or moving them into
“upper memory.” Consult your DOS and memory manager software documentation for

detailed information about system memoryand how to optimizeiit, or see “CreatingaBoot
Disk” below.

Freemg up Memory

If you cannot run a game because of low memory, try the “Make Bootable
Floppy Disk” option as described below. A boot disk is a fast and effective way
of freeing more memory to run the game.

2. Try customizing the AUTOEXEC.BAT and CONFIG.SYS start-up files on
Jyour Boot Disk if you continue to have problems. See “Customizing the Boot
Disk” on page 95 for details.

4. Consult your DOS and memory manager software documentation for derailed
information about system memory and how to optimize it.

Creating a Boot Disk

A boot disk is the simplest way to configure your computer’s memory for runni ng the Aces
simulations (See “Configuring Memory,” above.} The Aces CD boot disk program malkes
tleating a boot disk easy. If you set the boot disk up successfully, all you will have to do is

piit the booe disk in your floppy drive and restart the computer to configure its memory
curtectly and launch the game, »
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Courtesy Mational Air & Space Mussum, Smithsaniao

Flying through flak was a nerve-
wracking experience.

Although the boot disk option does a very good job of configuring most systems, it may
not be able to properly recognize every possible sound card, mouse, or disk conrrolling
device driver. This means that you might have to make additional changes to the boor disl
to get the program running. If you're having trouble starting the game, y running the
Boot Disk Maker from the simulation’s program group oron your Aces CDs—itcan’thurt.
[f it doesn’t worlk, see the “Customizing the Boot Disk” section.

“Make Bootable Floppy Disk” Option

You can use the boot disk program to formar and create a boort disk for your compurer’s
A: drive. Before you start, have a blank or formattable floppy disk for your A: drive ready.
{(Any files on it will be erased.)

1. Youcan run the boot disk maker from DOS or from Windows. From DOS, change
to the game direcrory on the hard disk, ype INSTALL [Enrer], and select the oprion
“Make Bootable Floppy Disk.” From Windows, open the simulation program group,
and click on the Boot Disk Maker icon.
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2. The boot disk program will guide you through the process—follow the on-screen

prompts carefully. Insert the blank diskette into your A: drive when prompted. The
boot disk maker will use DOS commands to format the floppy disk and write all the
necessary start-up files o it.

When the process is finished, you will be returned to your starting point in Windows or
DOS. You can then re-boot your computerwith the boot disk in the A: drive. Note: if you
are running the boot disk program from Windows, make sure you completely exit
Windows before yvou reboot.

Using a Boot Disk

The boot disk you’ve created with the boot disk program contains a stripped-down version
of your usual start-up files. You must start (or restart) your computer with the boot disk
in the A: drive for it to work. (Note: a boat disk will work only in the A: drive). 5

1. Place the boordisk in the A: drive and start the compurer, (Ifyour computer is already
running, exitany programs and restart the system with your PC’s Reset butcon, or use

[Cul]+[Ald]+[Del] from the keyboard.)

2. The computer will start up using the boot disk’s memory configurarion. You should
now beable to run the game normally from Windows or DOS. In Windows, justopen
the game program group, click on the game icon, and then click the Starc Game
button. From DOS, change to the game directory on your hard disk, and type the
appropriate command for the game: Type AOECD, AOTPCD, BARONCD, or
A10CD, and then press [Enter] to run the game. (To return your computer to its
normal setup later, just restart it again without using the boor disk.)

If your PC ignores the boot disk and starts normally, you'll need to consulc your system’s
documentation or manufacturer for a solution. If your PC srarts with the boot disk, but
still can’t run the game, or fails 1o load your mouse, sound card, or CD-ROM drivers
correctly, you'll need to customize the boot disk manually. See the following section
"Customizing the Boot Disk.”

Customizing the Boot Disk

1o customize a configuration for yourspecific system, you can edit the CONFIG.SYS and
AUTOEXEC.BAT sta re-up files on the boot disk, or create a new Boot Disk from scratch,
CONFIG.SYS and AUTOEXEC.BAT are simple rext files that you can edit using your
DOS EDIT utility, the Windows Notepad, or your preferred word processor in its text-
anly mode. On your hard drive, these files tell your computer how to arra nge its memory
[br normal operation. On the boot disk, these files rell your computer how to arrange its
memory specifically for running your Aees simulation.
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A German pilot on his Bf 109

describes his latest combat by
“flying” with his hands.

Warning: Manually altering the CONFIG.SYS and AUTOEXEC.BAT start-up files can
be a trial and error process. When opening a file to edit, triple-check to MAKE SURE you
are working with the files on your boot disk in the A: drive. Otherwise, you may change
the CONFIG.SYS and AUTOEXEC.BAT files on your hard drive instead, which in turn
may impair the normal operation of your system.

Note: If you haven’t already tried the Install program’s “Make Bootable Floppy Disk”
method, try that first before starting here. Even if that boot disk itself doesn’t let you run
your simulation, it will at least give you a good place to start customizing the configuration

files.

If you prefer to create a boor disk from scratch, you’ll need a freshly formartted system
diskette for your A: drive. (See your MS-DOS manual for details on how to create a system
disketre.) You can then create a new CONFIG.SYS and AUTOEXEC.BAT from scratch
right on the boot disk.
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Compare the CONFIG.SYS and AUTOEXEC.BAT files on your boot disk to the
following examples. Differences may indicate places where you can remove a driver, load
itinto upper memory, or change a device switch to use less memory. Asalways, refer to your
system reference manuals if unsure abour anything,

Sample Boot Disk Config.sys File

These examples show a “minimum configuration” that will let you run the Aces
simulations on many PCs. The lines in your start up files will differ according to
your system’s drivers and directory names, and the version of DOS you use. (Note:
Parentheses indicate comments thar are NOT part of the file.)

DEVICE=CADOS\HIMEM.SYS

DEVICE=C\DOS\EMM386.EXE RAM 2048

(You may use a different expanded memory manager.) \
DOS=HIGII,UMB

(Loads DOS into Upper Memory)

FILES=30

BUFFERS=20

BREAK=ON

LASTDRIVE=7Z.

DEVICEHIGH=C:\MOUSE\MOUSE.SYS

(Only if using 2 mouse. See “Mouse Drivers,” below.)
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE

(Only if using DBSLSPACE. See “Disk Compression Drivers,” below.)
DEVICEHIGH=C:\DRVACDROMDRYV.SYS /D:MSCD001 /P:220
(See “CD ROM Dirivers,” below.)

Sample Boot Disk AUTOEXEC.BAT file

PROMPT Sierra Boot Disk $P$G

(If you are working with files created with “Make Bootable Floppy Disk.”)
PATH=C:\DOS

SET COMSPEC=C:\COMMAND.COM

LOADHIGH C:\MOUSE\MOUSE.COM

(Only if you don’t use MOUSE.SYS in CONFIG.SYS. See “Mouse Drivers,” below.)
CADOS\MSCDEX /D:MSCDO001

(See “CD ROM Drivers,” below.)

T'o disable a line in one of your start-up files, you can just type REM in front of it. For
wximple, REM LOADHIGH=C:\MOUSE\MOUSE.SYS will disable the mouse driver.
1o re-enable it, just take the REM back out again.
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Mouse Drivers

If you have a mouse, the boot disk program will have assumed that you want to be able o
use it with the simulation, and will put a mouse statement on the boot disk. This means
voushould have one mousedriverline in eitheryour CONFIG.SYSor AUTOEXEC. BAT
file—but not both! For example:

DEVICEHIGH=C:\MOUSE\MOUSE.SYS

(Used in the CONFIG.SYS file only)

LOADHIGH C:\MOUSE\MOUSE.COM

(Used in the AUTOEXEC.BAT file only)

If you have a different mouse driver name (MOUSE.EXE, IMOUSE, GMOUSE,
HPMOUSE, etc.) or if you keep the driver in a different directory (C:AMSMOUSE,
CADRIVERS, etc.) the path and driver name will be different. See your mouse manual if

unsure.

Mouse Hints
Ifyou don’twant to use a mouseatall, “REM” the mouse driver statement from your boot
disk’s CONFIG.SYS or AUTOEXEC.BAT file as described above. This will free up

memaory.

Use MOUSE.SYS rather than MOUSE.COM or MOUSE.EXE, if possible, MOUSE.SYS
is smaller and takes less memory., '

Make sure you don’t have a mouse driver line in borh the CONFIG.SYS or
AUTOEXEC.BAT files. If you do, remove one, because you're needlessly loading
two mouse drivers into memory.

CD-ROM Drivers

To run the Aces simulations from the CD (required for running a MINIMUM Inseall or
for viewing the on-line manuals) you'll need w include a CD-ROM line in both the
CONFIG.5YS and the AUTOEXEC.BAT files. Refer to vour CD-ROM manual foryour
specific details.

The Boot Disk AUTOEXEC.BAT file needs an MSCDEX line. Depending on
your CD-ROM type, it should look much like one of the following:
CADOS\MSCDEX /D:MSCDO001

LH CADOS\MSCDEX /D:MSCD001

LOADHIGH /1:14429 CADOS\MSCDEX /D:MSCD001

NOTE: We recommend that you use the latest version of MSCDEX EXE to insure the
best CD access. As of this writing, the current version of MSCDEX is 2.23.
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The Boot Disk CONFIG.SYS file needs a CD device driver line. Depending on
your CD-ROM type, it should look much like one of the following:
DEVICE=CADRVACDROMDRY.SYS /D:MSCD001 /P:220
DEVICEHIGH=CADRVACDROMDRV.SYS /D:MSCD001 /P:220
DEVICEHIGH /L:14652 =CADRVACDROMDRV.SYS /D:MSCD001 /P:220
For AOE and AOTP, you will also want to add the “/E” switch to the end of the
MSCDEX line. For example:

DEVICE=CADRVACDROMDRY.SYS /D:MSCD001 /P:220 /E

Note: Ifyou don’thave enough memory tostartasimulation on the CD, trya FULL install.
With a full install, you don’t have to use your CD-ROM drivers on the boot disk, which

in turn can 'F[("f‘ up s0me memaory.

Disk Compression Drivers

If you use disk compression on your hard disk, you must include the correct disk
compression driver statement on your boot disk. or vour mouse or other drivers may not
load correctly. The example CONFIG.SYS shows the correct statement if you are using
the DBLSPACE utility from MS-DOS 6.0 or later. If you are using Stacker 3.1 or later,
use the following line instead:

DEVICEHIGH=CASTACKER\STACHIGH.SYS

For other compression utilities, refer to your manual.

Reminder: For the boot disk to work, you must REBOOT your computer with
the boot disk in your A: drive. Place the boot disk in drive A: and press your PC’s
Reser butron, or [Curl]+[Alt]+[Del]. Your computer will now reboot, using the
start-up files on the boot disk in A:, Have a great time!

Additional Boor Disk Instructions

[F'you have a modem, you can download additional boot disk instructions from the Sierra
Bulletin Board Service, or BBS. The file to download is BDALL.EXE or BDALL.ZIP
(BDALL.ZIP is compressed—you’ll need the PKUNZIP shareware utility to open it.).
After downloading rhis file, select the set of instructions that will match your system best.

In the U.S., the BBS number is 206-644-0112; in the U.K., the BBS number
I8 (44) 734 304227,
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CUSTOMER SERVICE

The best customer service in the industry.
“You don’t just buy our games—you buy the support of the whole company.”

Sierra On-Line guarantees your satisfaction with any question or problem concerning our
games. Contact the following customer service centers for direct sales, replacement disks,
and general game information. In the UK. and Europe, use these contacts for Technical

Support as well.

United States
Sierra On-Line
Direct Sales

P.O. Box 3404
Salinas, CA 93912

(For U.S. technical support, see next page.)
Call (800) 757-7707
Fax (408) 644-2018

(CD/Disk replacements after 90 days are $10.00. Add ATTN: Returns)

United Kingdom

Sierra On-Line Limited

4 Brewery Court,

The Old Brewery,

Theale, Reading, Berkshire
RG7 5A] United Kingdom

Call (44) 1734 303171
Fax (44) 1 734 303201
9:00 a.m, - 5:00 p.m.,
Monday-—Friday

(CD/{Disk replacements after 90 days are £6.00 in U.K., £7.00 outside U.K. Add

ATTN: Returns)

France

Parc Tertiaire de Meudon
Immeuble “TLe Newton”
25 rue Jeanne Braconnier

92366 Meudon La Forét Cedex

Germany

Sierra Coktel Vision Deutschland
Robert-Bosch-Str. 32

D-63303 Dreieich

Other Countries

Sierra On-Line
International Direct Sales
P.O. Box 53210

Bellevue, WA, 98015-3210
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Call (33)1-46-01-4650

Fax (33)1-46-31-7172

Hint line (33)1-36-68-4650

(CD/Disk replacements: call for information)

Fax (49) 06103 994035
Hotline (49) 06103 994040
(CD/Disk replacements: call for information)

(Direcr Sales and Information Only)
Main: (206) 746-5771
Fax: (206) 562-4223

A-10 pilots, left to right: Le. Heironimus, Lt. Le Blane, Lt. Isenstads, L. Radoveich, Lt. Runkle.

Software Warranty & Replacements

[fyour Sierra software or disk fails within 90 days of purchase, we Il replace it free of charge.
Return the CD or diskette #1 directly to us, including a copy of your sales receipt, and 2
note stating your game machine and disk type. More than 90 days after purchase, include
the replacement fee as noted.

U.S. Technical Support

In the U.S., contact our Technical Support Department for help in installing or
configuring your Sierra product, or resolving hardware or software compatibility issues.
You may call, write, fax, or contact us on our electronic bulletin board service (BRS).

Automated Technical Suppore

When you call Technical Suppore ar (206) 644-4343, you can access our Automated
Technical Support line. Available 24 hours a day, this service provides recorded answers
10 the most frequently asked questions. Follow the recorded instructions to find your
npecific topic.

lechnical Support Representatives

If you are unable to resolve your problem through the Automated Support line, contact
ot Technical Support representatives directly. If you choose to write or fax us, please
tovide detailed information on your computer system and the nature of your problem.
ueldition, please include your address and telephone number should we need to call back

send you information.
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U.S. Technical Support
Sterra On-Line

Technical Sup;;ort

P.O. Box 85006

Bellevue, WA 98015-85006

Call (206) 644-4343
Fax (206) 644-7697
8:15 a.m. — 4:45 p.m. PST, Monday-Friday

Technical Support is also available through:

Sierra Bulletin Board Service (BBS): 11.S. (206) 644-0112 or UK. (44) 734 304227
CompuServe: GO SIERRA

America Online: Keyword Sierra (Private Email DynamixTS)

Sierra on CompuServe

Sierra offers technical supportand patch files on its CompuServe forum, as well as product
demos, hints, and reviews. CompuServe members can type GO SIERRA to reach the
forum. To join CompuServe, call toll-free (800) 848-8199 and ask for Representative 461
for vour FREE introductory membership and usage credit.

Patch Disks

[f you have learned of a patch {updare) disk for your game from Technical Support or our
magazine [nrerAction, send in your request to the address below, or contact us on our BBS.
When writing, note the game, version number (VER# on game disk(s)), and disk type.

Sierra On-Line

Patch Disks

Dept. 10

P.O. Box 485

Coarsegold, CA 93614-0485

The Sievra No-Risk Guarantee!

THE PROMISE: Wewant you to be happy with every Sierra product you purchase.
Period. Complete and return the enclosed owner registration card, and we'll be able
to serve you better if you contact us with a problem. If you’re unhappy with one of
our software products for @ny reason, you can return it for an exchange or full refund
within 30 days of purchase. (Ifitwas purchased retail, please include the eriginal sales
receipr.) Note: this policy applies to the original owner only.

THE ONLY CATCH: You have to tell us why you don’t like it, so we can improve.
If you send it back and tell us why, we'll do our best ro make you happy.

102

IT IS ILLEGAL TO MAKE
UNAUTHORIZED COPIES OF THIS SOFTWARE

This software is protected under federal copyright law. Tt is illegal to make or distribute copies of this
software except to make a backup copy for archival purposes only. Duplication of this software for any
other reason including for sale, loan, rental or gift is a federzl crime. Penalties include fines as high as
$50,000 and jail terms of up to five years.

ESIERRA

Sierra On-Line, Inc. supports the industry’s effort to fight the illegal copying of
personal computer software, Report Copyright Violations To:
SPA, 1730 M Street N.YW. Suite 700, ‘Washington, D.C. 20036 - (202) 452-1600

This printed manual, its on-line counterpart, and the software described in this manual are copyrighted.
All rights are reserved. No part of the manual or the described software may be copied, reproduced,
translated or reduced to any electronic medium or machine-readable form without the prior written \
consent of Sierra On-Line, Inc., 3380 146th Place SE, Suire 300, Bellevue, WA 98007,

W and ™ designate trademarks of, or licensed to Sierra On-Line, Inc. @ Sierra On-Lire, Inc. 1995, All
tights reserved. Printed in the USA.

QEMM-386" is a trademark of Quarterdeck Office Systems. IBM®, PC® are trademarks of
International Business Machines Corporation, Microsoft®, MS-DOS?, Windows™. HIMEM"™, are
trademarks of Microsoft Corporation. Sound Blaster® is a trademark of Creative Labs, Inc.
ThrustMaster” and Thrusehaster WCS® are crademarks of ThrustMaster, Stacker® is a trademark of
Stae Electronics. AdLIB™ s a trademark of AdLib Incorporated.

Limitations on Warranty

UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE PROGRAM WILL PERFORM AS
DISCRIBED IN THE USER DOCUMENTATION. NO OTHER ADVERTISING, DESCRIPTION, OR REPRESENTATION,
WHETHER MADT BY A SIERRA DEALER, DISTRIBUTOR, AGENT, OR EMPLOYEE, SHALL BE BINDING UPON SIERRA
DI SHALL CHANGE THE TERMS OF THIS WARRANTY,

APLIED WARRANTIES LIMITED: EXCEFT AS STATED ABOVE, SIERRA MAKES NO WARRANTY, EXPRESS OR

PLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS ANY WARRANTY THAT THE SOFTWARE 18 FIT FOR A

D PART!CL’-LAR FURPOSE, AND ANY IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE LIMITED TO THE NINETY
(U0} DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND 18 OTHERWISE EXPRESSLY AND SPECIFICALLY
ISCLAIMED. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, 50
"ﬂ‘ll" ABOVE LIMITATION MAY NOT APPLY TO YOL,

Nn CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL DR
J U’rHl R DAMAGES, EVEN IF SIERRA 15 ADVISED OF OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES. THIS
I HANS THAT b-l:.RRA SH f\.L[ NO I Ub ]?.l-Sl ON‘\IBI E OR L I:\R] EFORLOST PROFITS OR RFVL_NK_ [‘i O]‘{ FOR

CITHER CAUSE i T"['Hii i\( .'I‘UA[, (.ZOS’I'O? '1'H[~‘. ]'Rl)DUCT. [N .\'O EVENT SI[ALI. S]I{RR}\‘S [.I.'\HI] ATY EXCEEDY
AHE PURCHASE PRI GETHIS PRODUCT, SOME STATES DO NOT ALLOW TIHE EXCLUSION OR LIMITATION OF
a‘{:] DENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO

YO

U ARE ENTITLED TO USE THIS PRODUCT FOR YOUR OWN USE, BUT MAY NOT SELL OR TRANSFER

UETIONS OF THE SOFTWARE, MANUAL, OR BOOK TO OTHER PARTIES [N ANY WAY, NOR RENT OR LEASE
RODUCT TO OTHERS WITHOUT PRIOR WRITTEN PERMISSION OF STERRA, YOU MAY USE ONE COPY OF
RODUCT ON A SINGLE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL. YOU MAY NOT NETWORK
AMODUCT OR OTHERWISE INSTALLIT OR USE [T ON MORE THAN ONE GAME MACHINE, COMPUTER, OR

LR TERMINAL AT THE SAME TIME.
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Call 1-800-757-7707 or visit your local retailer today. See our web site at http://www. sierra. com-
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