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INSTALLATION 

Memory Requirements 
A2 meg machine is required. (However, we recommend 4 megs of memory to play Wing 
()Jmmander Academy.) A minimum of 5MB hard drive space is required. By typing MEM ac the 
DOS command prompt (C:\>), you can see how much memory is available on your computer. The 
game needs 586K (600,064 bytes) of DOS memory available (3rd line reported by mem) and 
800,000 bytes of available EMS memory. 

Some sound cards require additional EMS memory. Sound Blaster, Sound Blaster Pro and Ad Lib 
require no additional EMS memory. Using a Roland card requires 848K (868,352 bytes) of available 
EMS memory (total, not additional). When you use a Roland card for music and a Sound Blaster (or 
Sound Blaster Pro) for speech, you must have 9 l 3K (934,912 bytes) of available EMS memory (total, 
not additional). 

Note to 2 meg owners: If you have a 2 meg machine, you will not be able to ftee enough EMS 
memory to use both a Sound Blaster Pro and a Roland. You must choose between the Sound Blaster Pro 
and the Roland. 

Note: Wrng Commander Academy has been fully tested with the Double Space disk com­
pression utility that shipped with MS-DOS version 6.0. We cannot guarantee the compatibility 
of our games with other disk compression utilities. 

On-Line Help 
lielp with the installation process is available at any time by pressing [BJ. 
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Quick Installation 
1. At the DOS prompt, insen CD-ROM disk into your CD-ROM drive. 

2. Type the lener of the CD-ROM drive, followed by a colon, then press I Enter~ 
3. Type CD\WCA and press !Enter). 

4. Type lNSTAll D: C: and press (Enter~ Substitute the correct drive letters for your CD-ROM arid 
hard drives. 

Installation Menus 
If you change your hardware configuration, you can run INST ALL from the WCA sub-directory 

of your hard disk. The installation process is menu-guided. Use(!) and(±) to select among the 

options on each screen, then press I Enter). If the install program detects a condition that will pre­
vent installation (e.g. not enough disk space), the program will stop and notify you of the nature 
of the problem. You muse fix the program before installation can succeed. 

Main Menu 
After an introductory screen, the main menu appears. From here you can select an install option: 

lnscall the game. This option anempts co inscall the game onto the hard drive or drive partition 

you specify. 
Change the hardware configuration. Run chis option of the install program any time you 

change the hardware configuration of your machine after Wing Commando Academy has been 
installed, so chat the game can use the new configuration. Once you have given the specifications 
and have verified that they are correct, you are finished. You can now exit the install program. 

Abort installation. This option allows you to cancel che install process. (You may also abort 
the installation process at certain other points while the files are being copied to the hard drive 

by pressing~. 
You will be asked to verify all abort requests, giving you a chance co change your mind and 

continue with the installation. 

Machine Specifications 
After you have selected an install option from the main menu, the inscall program will attempt co 
determine some specifics about your machine. What it finds will be displayed as defaults to the leh 
of the screen. If the defaults are incorrect, you can change them with the following menu options 
(after answering NO to the question "Are you satisfied with the current configuration?"): 

Source drive. This is the drive that currently contains the CD-ROM containing Wing 
Commander Academy. 
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D tination drive. This should be che hard drive (or partition) onto which you are installing 

~ommander Academy. le muse have at lease 5MB of space free for installation. 
lf'inbestination directory. If you are not satisfied with the defa~c ~rectory ( \WCA), select NO, 

d enter your preferred directory. The direcco.ry "."ill be created 1f 1c does not already eiusc. 
ill Sound card. A list of possible sound cards 1s displayed. Choose the card chat most clos:ly 

ch the one in your machine. For example, if you have a 100% Sound Blaster compat1ble 

lfla~' y~u would choose SOUND BI.ASTER. The auto-detect featur.e will o~y decec.c sound cards ~t 
car. default settings. If your sound card is noc ac its default serung, the mscallat1on program will 
their · "Ar · fi d 'th th · AD UB In this case you should answer NO co the question: e you satlS 1e w1 e 
detect 1c as · . 

C COnfiguration~" Then manually select the appropriate sound card from the opt1on menus 
curren · . lcTI ) · nfi 
described below. If you have trouble with the installation that the on-line help (l£1...J or 1 orma-
000 on this guide cannot help you with, please contact ORIGIN Customer Semce (see 

r roubleshooting). 

Th following menus handle sound card configuration information: 
e J/0 port setting. This setting defaults to 220H. Other possible values are 21 OH, 230H, 240H, 

z50H and 260H. . 
JRQ setting. This menu gives you a choice of 3, 5, or 7 (5 1s the default for most, but not all, 

Sound Blaster cards). 

For more information on these settings, see your Sound Blaster documentation. 

Note Sound Blaster Pro Users: IRQ l 0 is not supported due co technical constraints. 

Optimizing Your System . . 
If you are experiencing problems running Wing Commander Academy, 1t rrughc help to create a 
separate boot disk or decrease the number of memory-resident programs (TSRs) you have loaded. 

Creating a Boot Disk . 
To create a separate boot disk, insert a blank high density disk in your A: drive. From the DOS 

prompt, cype: 
FORMAT A:/s !Enter] 

Modijjing CONFIG.SYS 
When the DOS prompt returns and the format is complete, type: 

EDIT A:\CONFIG.SYS !Enter] 
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Your boot disk's CONFIG.SYS should resemble rhe following: 

DEVTCE=C:\DOS\H!MEM.SYS 
DEVTCE=C:\DOSIEMM386.EXE 2048 /I=BOOO-B?FF RAM 
DOS=lJMB 
DOS= HIGH 
FlLES=30 
BlJFFERS=30 
SHELL=C:\DOS\cOMMAND.COM C:\DOS /p 
DEVTCEHIGH=C:\SB16\<CD-ROM DRIVER> 
(Users wirh DBLSPACE should include rhe next line) 
DEVICEHIGH=C:IDOS\DBLSPACE.SYS /MOVE 
(Users wirh DRVSPACE [<DOS 6.22 only] should include rhe next line) 
DEVTCEHIGH=C:IDOS\DRVSPACE.SYS /MOVE 

C:\<CD-ROM DRIVER> will vary depending on your partiucular CD-ROM drive. If your 
CONFIG.SYS file does not contain this line, please consult your CD-ROM documentatio n. 

Exiting CONFIG.SYS andModi.fYi11gAUTOEXECBAT 
After typing rhese lines, you should exit and save your file. Do so by typing: 

@ill) 
0 
(Yl 

Next you need an AUTOEXEC.BAT file on your boot disk. Type: 
EDIT A:\AlITOEXEC.BAT I Enter I 

When rhe new screen appears,type rhese commands shown 
@ECHO OFF 
PROMPT $P$G 
PATH=C:IDOS 
LH C:\SB16\DRV<MSCDEX.EXE driver> 

LH <parh>IMOlJSE.COM (or insert orher mouse device driver here) 
SET SOlJND=C:\SB16 (default) 
SET BLASTER=A220 Dl 15 H5 P330 T6 (default sertings) 
C: 

"SB 16" is rhe default directory in which Sound Blaster software is installed. Insert rhe 
appropriate directory name if you chose not to use rhe default. 

SET BLASTER variable may vary depending on wherher you changed rhe configuration of 
your Sound Blaster sound card. 

WING COMMANDER ACADEMY 

£tir and save rhis file by typing: 

@£) 
0 
[YJ 

Oisk Cache Set-Up 
If you have a 4 Meg machine or greater, you can install SMARTDRV.EXE (a disk cache pro­
gram). We recommend you allocate 1024K of memory to the disk cache. We also recommend 
using rhe SMARTDRV versions from Windows 3.1 or DOS 6.0. If you decide to install 
sMARTDRV, you need to add rhe following line to the beginning of your AUTOEXEC.BAT 

file: 
e:\DOS\SMARTDRV.EXE 1024 

Mouse Set-Up 
For ease of gameplay, we recommend the use of a mouse in addition to a joystick. Be sure rhat 
you are using a 100% Microsoft compatible mouse driver. If you're using a boot disk, rhis driver 
must be loaded within your boot disk configuration. Since the command line may differ from 
mouse to mouse, consult your hard drive's AUTOEXEC.BAT or your mouse user's guide. One 
example is: 

C:\MOlJSE\MOlJSE.COM 
Be sure to include your specific mouse driver line to rhe beginning of rhe AUTOEXEC.BAT file 
of your boot disk. When you want to play Wing Commander Academy, insert this boot disk in rhe 
A: drive and start or restart your computer. 

Installation Fails 
In rhe unlikely event rhat installation fails, an error message should tell you rhe nature of rhe 
problem. See Troubleshooting below for solutions to some common problems. 
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TROUBLESHOOTING 
Q: My mouse is not working with WO!. My mouse works with all of my other software applications; 
why not with WO!? 
A: If your mouse is not working with WO!, you should first check to see of your mouse has been 
loaded in DOS (in your AUTOEX.EC.BAT file) or onto the boot disk you are using co play the 
game. Windows and many other "multi-tasking" environments load their own built-in mouse dri­
ver. These mouse drivers will not operate outside of their shell environment. Loading a mouse dri­

ver into the DOS environment can be as simple as typing MOUSE I Enter J at the command 

prompt. For example: 

c:bMOUSEi EnterJ 

T his command can differ from mouse driver sofrware to mouse driver sofrware. Please consult 
your mouse user's guide for further details. 

Q: Why doem 't my joystick work correctly? It works with WC andWCII. 
A: Be sure that your joystick has been calibrated correctly. Once within a mission, press Q) or 

iShittQ] to recalibrate your joystick. Also, because of the close interaction between the mouse and 
the joystick, be sure that your mouse driver is 100% Microsoft-compatible. Please consult your 
mouse user's guide for further details. 

Q: When I boot the game, it says "Expanded memory not detected," but I have two megs of RAM. 
Whats wrong? 
A: First, not all types of extra RAM are equal. There are two basic kinds-exTENded and 
exP ANded. If you have no expanded memory, you must configure your extended memory as 
expanded memory. If you have expanded memory but WO! still won't acknowledge it, most like­
ly some other piece of sofrware, such as a disk cache or RAM disk, is using up all your expanded 
memory. Check your CONFIG.SYS and AUTOEX.EC.BAT files for such programs, and consult 
the documentation that came with those programs to find our how to reduce their memory con­
sumption. Also, consult Optimizing Your Systems. 

Q: WCA threw me out to DOS. It said I had an "Out of memory error. " When I tried to re-start, it 
did it again. 
or 
Q: My copy ofWCA is defective. Every time I play, it throws me to DOS with a Memory Allocation 
Error. 
A: Both are trying to play with less than 586K (60 1,000 bytes) free. If the game does this, use the 
DOS command CHKDSK and read the lase line of output. It should say "XXXXXX bytes free." 
This is the amount of free RAM available. If this number is less than 601,000 bytes, modify your 
AUTOEXEC.BAT and CONFIG.SYS files. 
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'{ou may want to use a system boot disk instead of modifying ~e ~?NFIG.SYS and . . 
f,UTOEXEC.BAT files on your hard drive. Please refer to Opummng Your System for mstrucnons 

00 rnaking a system boot disk for the WO! game. 

Q: The game still doem 't work after I modified my~ UTOEXE~.BA T and CONFIG.SYS files. 
/\; Copy down the information the computer provided when 1t dumped you to DOS, then see 

ORIGIN Customer Service at the end of this manual. 

Q: My game runs slowly and occasionally locks up. . . . . 
A: You may be loading other sofrware that is not cornpaable with WO!. First, tty runrung your 
game from a system boot disk. Refer to Optimizin~ Your Syste.m to crea.te a boot <l'.5k. The WO! 
game is only compatible with Microsoft DOS versions 5.0 or higher. This sofrware is not compat­

ible with 286 PCs. Please use a 386 or 486 PC. 

Q: Why does my computer crash when I try to play WCA while I am logged into our LAN (local area 

network)? . 
A: LAN sofrware often tries to cake over the same system resources that WO! uses. Someames th~ 
rwo can coexist, bur often they can't. If you have strange problems with WO! while your LAN dri­
vers are loaded, tty booting from a clean boot disk that does not load your LAN drivers. Please refer 

co Optimizing Your System. 

Q: Why does my computer crash when I try to play WCA through Microsoft Windows {or 0512, 
Desqview or DOS 5. OT ask Swapper)? 
A: "Multi-casking environments"- Windows, Desqview, Software Carousel, DOS ~ . O Task Swapper, 
and so forth-often conflict in their use of memory and other system resources with Wing 
Commander Academy. We do not recommend playing WO! under.th~ circurnscani:es· Even if you 
do run the game under a multi-casker, do not swap to another appltcauon while playmg. Your sys­
tem will crash if you tty co suspend WO! to run another program. In general, we recommend chat 

you log our of Windows (or similar applications) and play from the DOS prompt. 

COMPUTER CONSOLE 
Configuring Your Mission 
The large view screen in the upper half of the console is rhe "drawing board" of the simulator: 
The green triangle in the center of the screen represents your "ship." You are free to place :ar1-
ous combinations of enemy ships, capital ships, space stations, obstacle fields and other obieccs 

around your ship. 
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Nov Paint Currently 
Being Drawn 
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Hostile Fighter 

COMPUTER CONSOLE 

SELECTION BUTTONS 

' r 0 select a specific kind of opponent, hazard or object, click on the appropriate button located 
below your view screen. 

, A single click on one of the buttons causes a rotating graphical representation of the object to 
appear in the window at the lower left of the console. The thin box just above the rows of but­
rons identifies the object you chose. 

, Select the particular ship or object you wish to include in the mission you are configuring by 

clicking on it. Hitting I Enter J selects any object currently located under your cursor. 

, You must also specify the difficulty level (intelligence level) of each hostile ship before placing 
it in the action sphere around your fighter. Use the arrow keys of the difficulty level option at 
the bottom left of your console to choose an intelligence (from 1 to 4) for each hostile ship. 
The higher the intelligence number, the more accomplished your opponent will be. 

• Once you have decided where you want this hostile fighter or object to appear relative to you, 
single-dick on the desired position on your view screen. 

• If you have positioned a hostile fighter, a red triangle appears to indicate its position. 
• Capital ships and the friendly space station are identified by a red uiangle surrounded by a 

circle. 
• Asteroid fields appear as large red circles on the mission display screen. 
• Mine fields appear as yellow circles on the mission display screen. 
• Data pods and ejected pilots are represented by yellow diamonds. 

• You may place up to eight different objects in the action sphere around your ship. You can only 
place one obstacle field and a maximum of four Ralathas in each action sphere. (No ship has 
enough ammunition to desuoy more than four of these formidable fighters .) 

• As mentioned above, moving the cursor over each object causes a description to appear in the 
thin box between the drawing board and the rows of buttons. 

• If you made a mistake or you simply decide to remove a particular object from the action 
sphere, click on remove in the bottom row of the object buttons. Then move your cursor to the 
ship or object you want to remove and single-click on it. Clicking on the clear button in the 
right column on your option menu (or typing C) removes all objects you have placed in the 
action sphere surrounding your ship at the currently selected nav point. If you hit clear again, 
the simulator will ask you whether you want to clear all nav points. Press Y to clear all nav 
points. 

• You may want to configure a mission with a variety of objectives at different nav points. Once 
you have placed all desired objects in Nav 1, select Nav 2 with the nav button to the upper left 
side of your console. Selecting a new nav point automatically clears your "drawing board" and 
allows you to design a new sub-mission. You can configure missions with anywhere from one to 
four different nav points in this manner. 
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Randomizer and Gauntlet Options 
If you prefer the unexpecred, rry the Randomizer and Gauntlet options. The Randomizer burton 
is located in the bonom row ofbunons. Selecr the RND button, click anywhere on the view 
screen and this feature will generate unpredictable panerns of objects and hostile ships at the 
selected nav poinr. This option is particularly useful in preparing you for the unpredictability of 
combat in space. 
The GAUNTLET option button, locared in the top lefr corner of your simulator console, introduces 
you to yet another kind of combat experience. Using this option, you fly against wave afrer wave 
of enemy fighters. You can fly up to fifteen different levels comprising three waves each, although 
few students ar the TCSN Academy have successfully completed the gauntler even once. As you 
progress from wave to wave, difficulry will increase along with the skill of your formidable 
opponents. 

Selecting Your Ship 
Pressing the SELECT SHIP button, in the upper right corner of your console, (or hining ®on your 
keyboard) brings up an option screen with the different ships you can choose to fly. When you 
select a particular ship by single-clicking on ir, the screen will also indicate the ship's weapon load­
out. Once you have decided which ship you wanr to fly this mission, and have clicked on it, hit 
SELECT to save and return to the main option screen. Press CANCEL if you wanr ro return ro the 
main option screen without saving your choice. 

Selecting Your Wingman 
The WINGMAN bunon located in the right column on your console (or~ on your keyboard) calls 
up an option screen with five different wingmen options. If you choose NONE, you will fly this 
mission alone. Selecting one of the wingman names by single-clicking on ir shows you a poruait of 
the pilot and informs you about piloting and dog fighting skills as well as artitude. Choose the 
pilot you wanr on this particular mission (or choose NONE) and hit ACCEPT ro save your choice. 
CANCEL returns you to the main screen without saving a wingman choice. 

Saving a Mission 
If you have creared a mission thar you wish to save, you must first rype a name for the mission into 
the slot allocated in the top lefr corner of the console. When you selecr the slot (press~ until you 
highlight the slor you want, or click on the slor), a cursor will appear. You can now use !Backspace) 
to erase the current name in the slot. Enter the new mission name and selecr the SAVE bunon in rhe 
right hand column of your computer screen (or hit@ on your keyboard). A new option menu wirh 
numbered slors will pop up. When you click on a numbered slot, the mission name you just entered 
will appear. You are also free to move this mission to any slot you wish by dragging it. (Click-and-
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d the inter on the name, drag the pointer to your preferred slot, and release the m~use button.) 
bOl ~ placed the mission name in the desired slot, hit SAVE to return to the mam consol:. 
ooce you ave cal f24 . this manner If you decide to save a new mission in a slor which 
'{ u may save a to o games m · . · · 
0 d · nuss· 1·0 n name the simulator will overwrite the old data with the new rruss1on. 

;ilre:I y coma.ms a ' . . If ch e 
will be asked whether you want to overwrite the currently saved nuss1on or n~t. you ~g 

'{ou . · afr all to the mam screen by chck-mind and decide not to save your rruss1on er , you can escape yaur 
jog CANCEL 

5C1Ving a Mission on a Floppy Disk 
ou want to save a mission onto a floppy disk, you must first save the mission in one of the.allo­

!f y ed slors Nore the slot number(s) of the mission(s) you are transferring to a floppy, then eiot to 
~~S on che simulator computer and insert a disk inro the desired disk drive. From the C: prompt, 

cype: 
co\wCA\MISSIONS 

If ou installed the game in a directory other than the default. dire~tory, .rype the name of ~at 
( · y · d f"wCA" here and anywhere else it appears m this secnon.) You are now m the 
di'.e~rory mbstdie.a o fWCA At the prompt typing DIR will provide you with a list of all avail-
nuss1ons su rectory o · • . 
able saved missions. The missions are listed by numbers and nor by theLr names, ~o you ~use 

b the slot number of the mission you wish to save. To copy onro your disk, rype. 
remem er d · · d. 

COPY c:\wCA\MISSIONS\MISSION.<mission number> < esunauon nve> 

For exampl.e, you might type: 
COPY C:\WCA\MISSIONS\MISSION.007 B: 

Wh 1 d this mission from disk and save it as a certain mission number, insert en you want to up oa 
che floppy disk into the disk drive and rype: \ <desired mission 

COPY <source drive>:\MJSSION.<mission number> c:\wCA\MISSIONS MISSION. 

number> 

For exampl.e, you might type: 
COPY B:\MJSSION.007 C:\WCA\MISSIONS\MISSION.008 

(If you inserted the disk inro drive A:, enter A:. ~ste~d of B: as rhe source drive.) 
Now the saved game will appear as a saved rruss1on m slot number 8. 
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Loading a Mission 
If you wanr ro play a mission thar was previously saved, you can rerrieve ir by clicking on the LO>.o 

burron, in the righr column of your com purer console (or ryping [)on your keyboard). The new 
option screen will show you 24 numbered slors wirh the saved missions. Selecr the game you want 
to load and click on LOAD ro confirm your choice. This will return you ro the main menu on the 
console. If you change your mind, you can always go back to the main screen by hitting CANCEL. 

Other Console Functions 
CANCEL. Should you decide you are nor ready ro fly a mission righr now, you can click on the 

CANCEL burron, in the right column of the computer console, (or hir ~on your keyboard) to 
deactivare the simularor. You can exercise this option if you wish ro re-configure your Music and 
Sound FX. selections in the wall panel of the simularor room or if you want ro leave the simulator 
room through the DOS area of the Academy. 

EXECUTE. Selecting the EXECUTE burton (or typing 0 will let you fly the mission you have just 
configured or loaded. The walls of the simroom light up and then fade away. In a few seconds you 
find yourself in the cockpir of the ship you have chosen ro fly. 
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REFERENCE SECTION 

CONSOLE COMMANDS 
Select !Enter) Sekm feature currently under cursor 

Next ~ Moves to next command button 

Clear @) Ckars action sphm 

Ship ® Sekcts ship 

Wingman ~ Sekcts wingman 

Load (I) Loads game 

Save [ID Saves mission 

Execute IBJ Runs mission 

Escape ~ Returns to simulator room 

SPACEFLIGHT COMMANDS 
To Fire 

Gun/Tractor 

Weapon 
Targeting Comp. 
Lock Target 

Chaff 

To Fly 
Afterburners 
Stop 
Autopilot 

Damage 
Communications 

Video 

Messages .. 
"Attack my target. 
"Break and arrack." 

Tab 
Backs ace 

0 
@ 
@) 
~ 

Request wingman damage report 

"Keep formation." 

"Form on my wing." 
"Help me out here." 
Random taunt to targeted enemy 

Cycks through guns (or tractor beam) 
Cycks through weapon systems 
Sekcts targeting computer/changes target 
Locks targeting computer (or activates !ITS, if availabk) 

Fires chaff pods 

Fires afterburners for as long as key is pressed 
Brings ship to immediate stop 
Engages autopilot 
Displays ship '.r damage screens . . . . 
Sekcts communications panel (or ckars mcommg communication) 

Enabks or suppresses comm video 
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Simulalor Options 
Message Duration @ Changts message duration Slower JAitJ+I Slows speed of game 
Music JCtrlJMI Toggks music on/off Faster ~ lncrtam speed ofgamt 
Sound JCtrlJSI Toggks sound effects on/off WI JAit IXI Exits to DOS 
Score (ID D;,piays score (in gauntkt mode) Eject JCtr1JEI Ejects from ship and 

on right VDU returns to simulator room 
Pause ® Pausesgamt 

Camera V-iews 
Front (ill Front view Chase [ill Chau plane view 
Left rm Lefi view I go to lefi tu"tt Battle (ill Battkview 

ifavailabk Tactical (ill T actica/ view 
Right (ill Right view I go to right tu"tt Missiles !ill Missik camera viml 

ifavailabk Tailing (ill Tailing view; cycks Rear (ffi Rtaroiew I go to rear tu"et through ship 
ifavailabk 

USING A KEYBOARD 
Between Missions. Use(±), (!J, EJ, and 8 (or the numeric keypad) to move che arrow pointer. 

When the pointer's shape changes into a cross, press (Enter) to select functions. 

In Space. Both the numeric keypad (with (Num Lock) off) and arrow keys are active for controlling 
flight. 

For sharp turns, climbs and dives, press (Shift) simultaneously. 

Numeric Keypad: 

Dive 

Right 
Left 
Climb 

Roll Right 
Roll Left 
Decrease Speed 

Increase Speed 

Fire Selected Missile 

Fire Afterburner 

Hold for wnger bum 
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Other Keys: 

Fire Afterburner 

Decrease Speed 

Increase Speed 

Fire Selected Gun 

Decrease Speed Quickly 
(Spacebar) 

I Backspace) 

USING A MOUSE 
Between Missions. Move che mouse to maneuver che arrow-shaped pointer around the on-screen pic­
rure. When the pointer's shape changes into a cross, press the left mouse button co select game func­
tions. 
In Space. When you move the mouse, a white, circular pointer appears in che view-screen. Your ship 
homes in on che pointer. Maneuver by moving the mouse until the pointer is where you want to go. 
You travel in that direction until you move the mouse to a new position. 

Mouse Only: 

Forward 
Right 

Left 
Back 

Left Button 

Dive 

Turn right 
Turn kft 

Climb 

Fire sekcted gun 

USING A JOYSTICK 

Mouse and Right Button: 
Forward 
Right 
Left 
Back 
L & R Buttons 
Double click & hold 
Right Button 

Increase spud 
RoU right 

RoUkft 
Decrease spud 

Fire sekcted missik 
Ajkrburnm 

Between Missions. Move the joystick to maneuver che arrow-shaped pointer around the on­

screen picture. When the pointer's shape changes into a cross, press button #1 to select function. 

In Space: 

Joystick Only: 
Forward 
Right 
Left 
Back 

Dive 
Turn right 

Turn kft 
Climb 

Joystick and Burton #2: 
Forward Increase spud 
Right RoU right 
Left Roll kft 
Back Decrease spud 
Button l & 2 Fire sekcttd missik 
Double click & hold Ajkrburnm 

©Copyright 1993, 1994 ORJG!N Systems, Inc. Wing Commander, Origin and We create worlds asc registered trademasks 
ofORJGlN Systems, Inc. Academy is a tradcmask ofORJGIN Systems, Inc. Electronic Ans is a rcgiscercd trademask of 
Electsonic Ans. 
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* YEAGER ' S AIR COMBAT * 
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WELCOME TO GENERAL CHUCK YEAGER'S 
AIR COMBAT 

INSTALLING YEAGER AIR COMBAT 
You need at least l.4MB of free hard disk space. To play Yeager Air Combat, the CD must be inserted in your CD-ROM 
drive, you need 640K of memory, and a CGA, EGA or VGA compatible video adapter. 

Use the Install utility included on the CD-ROM to install the game on your hard drive. The install utility creates a 
directory named YEAGER on your hard disk. 

I. Boot your computer with DOS (any version from 2.1 or later) 
2. Insert CD-ROM into your CD-ROM drive. 
3. Type 0: and press Enter. (Type the appropriate drive letter of your CD-ROM drive.) 
4. Type CD\YEAGER and press Enter. 
5. To install, type Install followed by the CD-ROM drive letter you are installing FROM and the drive letter you are installing TO. 

For example, to install from drive 0: to drive C:, you would type INSTALL 0: C: and press Enter. 
6. The game is copied into the YEAGER subdirectory on your hard drive. 

To START YEAGER AIR COMBAT 
I. Type C: and press Enter. (If your hard drive isn 't C:, enter the correct letter.) 
2. Type CD \YEAGER and press Enter. 
3. Type YEAGER and press Enter. To answer the question on the screen, find the correct answer in the Airplane Description 

section, type the answer, and press Enter. There is no time limit, and ii you answer incorrectly, you get two additional 
chances. 

4. The game will load and you'll see the title screen. Press the spacebar to continue. 

The program automatically detects the best graphics mode for your computer and starts the game in that mode. If you want to play 
the game in a different graphics mode or use an Adlib music card, see Startup Parameters for instructions on these options. 
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--­Note: You may.need to remove TSRs presen'. in your system (terminate-and-stay-resident programs, such as Sidekick·) before startin 
Yeager Air Combat. You can temporarily avoid these TSRs by booting from your original DOS disk. See Problems with g 
Game/Technical Support/Warranty section for information on removing TSRs. 

At any time during the game, you can press Ctrl-P to pause the game, and any key will resume. You can also press Ctrl-C to quit th 
game (press Y to confirm). e 

STARTUP PARAMETERS 

When you start Y.eager Air Combat, the pmgram automatically detects the best graphics mode for your computer and 
starts the game 1n that mode. However, 1f you want to start the game in a different graphics mode, you can do sob 
adding a few extra characters {called arguments) to the start command. Y 

EXAMPLE: Let's say you want to load the game with EGA graphics mode and use a joystick. You'd type YEAGER EGA 
JOYSTICK and press Enter. 

The order of the extra arguments doesn't matter as long as there's a space between each argument. 

These are the arguments you can use: 
EGA Loads game with EGA graphics. 
MCGA Loads game with MCGA graphics {Same graphics as VGA but slower. Maintains 

VGA 
SLOWCARD 

FASTCARD 
JOYSTICK 
KEYBOARD 
MOUSE 
MOUSE2 
LOW 
MEDIUM 
HIGH 
NOSOUND 
NOSPEECH 
PC 
ADLIB 
BLASTER 
ALL 

CAMPAIGN 

compatibility with PS/2 25 and 30). ' 
Loads game with VGA graphics. 
When you are in MCGA or VGA mode, if the game freezes on startup, or if you get 
sound but the wrong colors or no colors at all, try this parameter. It slows down the 
interface between the computer and the video card. 
Deactivates Slowcard. 
Loads game with joystick flight control. 
Loads game with keyboard flight control. 
Loads game with mouse flight control. 
Loads game with high-resolution mouse flight control. 
Loads game in low graphics detail mode {less detail speeds up game play). 
Loads game !n medium gr~ph1cs detail mode {less details speeds up game play). 
Loads game in high graphics detail mode. 
Loads game with sound turned off. 
Loads game with digitized speech turned off. 
Loads game with PC internal speaker sounds. 
Loads game with Adlib sound card sounds. 
Loads game with Sound Blaster sound card sounds. 
If you want to be able to play all missions without having to win each one, type this 
parameter to make all m1ss1ons available immediately. This is a default parameter. 
Starts new campaign. In order to advanced in Campaign Mode, you will need to 
land ~afe.ly at your home base after successfully completing each missions. {See 
"Playing in Campaign Mode" in the on-line documentation) 

• GEN. CHUCK YEAGER'S AIR COMBAT 

* AIR COMBAT* 

Note: when you quit the game, the program remembers all of that game's startup parameters, and all the items 
checked on the drop-down menus. The next time you start the game, just type YEAGER and press Enter, and those 
same parameters and menu items will be in effect. Also, if you quit the game in the middle of a Campaign, and you 
want to return to where you left off, be sure not to select the Campaign parameter the next time you start up the game, 
as that will put you at the beginning of a new campaign. 

KEYBOARD PROCEDURES FOR NON MOUSE USERS 
Tab Moves cursor arrow sequentially through options buttons. 
Spacebar Selects option beneath cursor arrow. 
Enter Selects option with >"text"< {arrows) on either side. Note: this may be different 

Esc 
Backspace 
"Hot keys" 

than the button the cursor arrow points to, so you can hit Enter to save time 
Exit to previous screen. 
Backup one screen when creating a custom mission. 
Most options can be selected by pressing the first letter of the first word. For 
example, "Test Flight" is selected from the main menu by pressing T. 

Note: On the Historical Mission Selection screen, pressing I, 2, or 3 will select the first, second, or third mission visible on the screen. 

YEAGER AIR COMBAT KEYBOARD REFERENCES 

VIEWS 
Fl 
F2 
F3 
F4 
F5 
F6 
F7 
F8 
F9 
FlO 
Shift-Fl 
Shift-F2 
Shift-F3 
Shift-F4 
Shift-F5 
Shift-F6 
Shift-F7 
Shift-F8 

· Shift-F9 
Shift-FlO 
{Cursor Arrows) 

Forward 
Back 
Left 
Right 
Up {look up at 45· from forward view) 
Down {Look down at 45" from forward view) 
Plane to target 
Target to plane 
Map {in playback screen, this activates the "3D box view") 
Fly-by 
Behind your airplane, looking forward 
In front of your airplane, looking back 
Alongside the right wing of your airplane 
Alongside the left wing of your airplane 
From below looking up at underside of your airplane 
From above looking down at the top side of your airplane 
Target's cockpit 
Following target 
Circling external view or airplane 
Following missile . . . . , 
Slew view angle. If you 're using the keyboard to control the flight stick, or 1f you re 
on the FILM PLAYBACK screen, then you have to press Ctrl along with the arrow keys. 
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Ctrl-PgUp/PgDn 

+ 

FLIGHT CONTROLS 
1to5 
6 
7 
8 
G 
F 
B 

COCKPIT CONTROL 
Backspace 
l 
[ 

Spacebar, Button A 
Enter, Button B 
'(apostrophe) 
9 
0 
R 
, (comma) 
. (period) 
w 
Shift-W 
Shift-E 
Ctrl-R 
Ctrl-F 
D 

After you 've selected "fly-by-view" these keys will change the altitude of 
your view position. 
Decrease view magnification 
Increase view magnification 

Set throttle (0%, 25%, 50%, 75%, 100%) 
Afterburner (Vietnam Era aircraft only) 
Throttle -5% 
Throttle +5% 
Landing gear up/down 
Flaps in/out 
Air brakes and wheel brakes on/off 

Display/Hide instrument Panel 
Select previous weapon 
Select next weapon 
Fire weapon 
Select next target to right of current target 
Select target closest to center of screen 
Fire chaff (on MiG-21 and F-4 only) 
Fire Flare (on MiG-21 and F-4 only) 
Radar on/off (on MiG-21 and F-4 only) 
Decrease RWR magnification (on MiG-21 and F-4 only) 
Increase RWR magnification (on MiG-21 and F-4 only) 
Next waypoint 
Previous waypoint 
Eject 
Change HUD (Heads Up Display) color 
Toggle flight info on/off 
Show how much damage you 've absorbed (as% of max damage) 

MISCELLANEOUS - DURING FLIGHT 
Esc Toggle flight menus on/off 
Ctrl-P Pause 
Ctrl-S Sounds on/off 
Ctrl-Q End mission 
Ctrl-A Direction to nearest friendly plane 
Ctrl-Z Direction to nearest enemy plane 
T Toggle time compression (lx, 2x, 4x) 

• GEN. CHUCK YEAGER'S AIR COMBAT 

-
MENU COMMANDS 

Esc 
Left, Right (arrows) 
Up, Down (arrows) 
PgUp,PgDn 
Home, End 
Enter 

HELP FUNCTIONS 
Ctrl-1 
Ctrl-E 
Ctrl-l 
Ctrl-U 
Ctrl-T 
Ctrl-B 
Shift-1 
Shift-2 
Shift-3 
Shift-4 

* AIR COMBAT* 

Toggle flight menus on/off 
Previous/Next menu 
Previous/Next item 
Previous/Next item group ("group"=one or more items separated by line) 
FirsULast item 
Make selection and remove menus 

Invincibility on/off 
Easy Aiming on/off 
Easy landings on/off 
Unlimited ammo on/off 
Target information on/off 
Blackouts and redouts on/off 
Map window on/off 
Flight envelope window on/off 
Target view window on/off 
Yeager window on/off 

Note: Using a help function will prevent you from advancing in Campaign Mode. The Nearest Friend (Ctrl-A) and 
Nearest Enemy (Ctrl-Z) features do not count as Help Features in Campaign Mode. KEYBOARD AND MOUSE USERS: 
Because it's more difficult to aim while controlling your airplane with the keyboard or a mouse, you can select Easy 
Aiming from the Help Menu and still complete a Campaign. 

FILM PLAYBACK SCREEN 
p 
Home 
End 
; (semi-colon) 
' (apostrophe) 
[ 

l 
5 (keypad) 
Left Arrow 
Right Arrow 
Pg On 

Ctrl-(Cursor Arrows) 

(Function Keys) 

Brings up film playback screen when in flight 
Go to start of film 
Go to end of film 
Move back five seconds 
Move forward five seconds 
Move back I/20th of a second 
Move forward I/20th of a second 
Stops film 
Play in slow motion 
Play in normal speed 
Play at 2x normal speed 

Slew view angle (Also activated by the tab key and by moving the cursor arrow. 
These can also be used to rotate perspectives in Box View). 
Set the view mode. All commands remain the same as, except that F9 activates BOX 
VIEW instead of MAP VIEW, which is not available on the Film Playback screen. 
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Enter 
+ 

L 
s 
Esc 

Next Target button (only works in Review Film on main menu) 
Zoom in 
Zoom out 
Load film (only works in Review Film on main menu) 
Save film 
Exit Film Playback Screen 

The following commands work only in "Box View." 
F9 Activates Box View 
H Always follow plane's heading (default=off) 
P Always follow plane's position, keeping player centered in the box (default=off) 

EXITING TO DDS 
Ctrl-C Exit to DOS. You will be asked to confirm this by pressing Y. 

GAME NOTE 
ln.ca.mpaign Mode and Ace's Challenge you MUST come to a full stop at your home base to get credit for a completed 
m1ss10.n. In some m1ss1ons (notably escort missions) the scenario will end after the bombers have reached their final 
waypo1nt. You must land at your home base before they reach their final waypoint 

AIRPLANE DESCRIPTIONS 

REPUBLIC P-47 D THUNDERBOLT 
Specifications: Type: Single seat fighter-bomber; Power plant: One 2.300 Pratt &Whitney R-2800 Double Wasp 18-
cyl1nder .two-row radial ;. Wmg~~an: 40.8 ft; Length: 36.l ft; Height: 14.2 ft; Weight: 19,400 lbs; Maximum Speed: 428 
mph; .c11mb: 2,800 tum1n; Ceilmg; 43,000 ft; Range: 590 miles; Armament: Eight 0.50 in Colt-Browning M-2 machine­
guns 1n w1ngs. 

NORTH AMERICAN P-51 D MUSTANG 
Specificat~ons: T!pe: Single-seat fighter; Power plant: One 1,590 hp Packard-built Rolls-Royce Merl in V-1650-7 liqu id­
cooled eng!ne; W~ngspan: 37.0 ft; Length: 32.2 ft; Heig~t: 13.7 ft; Weight; 7,125 lbs; Maximum Speed: 437 mph; Climb: 
3,475 fUm1n; Ceilmg: 41,900 ft; Range: 950 to 2,000 miles; Armament: Six Browning MG53-2 machine-guns in wings. 

BOEING B-17E Fl YING FORTRESS 
Specifications: Type: H!gh altitude bomber; ~ower Plant: Four 1,200 hp Wright R-1820-97 Cyclone nine-cylinder 
radials with e~haust driven turbocharge~s: Wmgspan: 103.8 ft; Length: 73.8 ft; Height: 19.l ft; Weight: 31,150 lbs 
(loaded); M~x1mum Speed: 317 mph; Cellmg: 35,000 ft; Range: 1,100 miles; Armament: 13 0.50 machine-guns and 
17,600 lbs 1n bombs. 
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FOCKE-WULF FW-190A-B 
Specifications: Type: Single-seat fighter-bomber; Power Plant: One 1,700 hp BMW 801 Dg 18-cylinder two-row radial 
engine; Wingspan: 34.5 ft; Length: 29.0 ft; Height: 13.0 ft ; Weight: 7,055 lbs; Maximum Speed: 408 mph; Climb: 2,350 
tumin; Ceiling: 37,400 ft; Range: 497 miles; Armament: Two 13mm MG 131 machine-guns above engine, four 20mm 
MG 151/20 cannon in wings. 

MESSERSCHMITT ME-109E EMIL . . 
Specifications: Type: Single seat fighter/fighter-bomber; Power Plant: One 1,3.00 hp Daimler-Benz DB 601E 1nverted-V-
12 liquid-cooled engine; Wingspan: 32.4 ft; Length: 28.3 ft; Height: 7.5 ft; Weight: 4,330 lbs; Maximum Speed: 390 
mph; Climb: 3,100 tum in; Ceiling: 38,000 ft; Range: 350 miles; Armament: Two 8mm cannon MG-17 mach1ne-guns 
above engine, one 20mm MG-151 cannon in propeller hub. 

MESSERSCHMITT ME-11 OB ZERSTORER . . 
Specifications: Type: Two-seat/three-seat fighter; Po_wer Plant: One 1 , 10~ hp Daimler-Benz DB 601.A eng1ne; . 
Wingspan: 32.4 ft; Length: 28.3 ft; Height: 7.5 ft; Weight: 4,3301.bs; Maximum Speed: 349 mph; Climb: 2,255 ft. m1n; 
Ceiling: 32,800 ft; Range: 559 miles; Armament: Two 20mm Oerilkon MG FF can.non 1n nose, four 7.92 mm MG-17 
machine-guns in nose, one 7 .92mm MG-17 manned mach1ne-gun 1n rear cockpit. 

MESSERSCHMITT ME-163 KOMET 
Specifications: Type: Short-range fighter-intercepto.r; PowerPlant:.One 16,67 kN 3,748 lb thrust Walter 109-509A-2 
rocket motor; Wingspan: 30.6 ft; Length: 18.6 ft; Height: 9.0 ft; Weight: 4,191 lbs; Maximum Speed: 596 mph; Climb: 
16,400 tum in; Ceiling: 54,000; Range: 50 miles; Armament: Two 30mm MK 108 cannons, twenty-four rockets 
underwing, to vertically discharged rockets within the wing. 

MESSERSCHMITT ME-262 STURMVOGEL 
Specifications: Type: Single-seat fighter: Power Plant: Two 1,980 lb thrust Junker Jumo 004B single-shaft axia.1 
turbojets; Wingspan: 41.0 ft; Length: 34.8 ft; Height: 12.6 ft; Weight: 8,820 lbs; Maximum ~peed: 540 mph; Climb: 
3,940 !Umin; Ceiling: 37,565 ft; Range: 652 miles; Armament: Four 30mm MK 108 cannon 1n w1ngs. 

STINSON L-5 SENTINEL 
Specifications: Type: Two-seat short-range aircraft; Power Plant: One 141.6 kW 190 hp Lycoming 0-435-1 engine; 
Wingspan: 34.0 ft; Length: 24.l ft; Weight: 2,158 lbs; Maximum Speed: 129 mph. 

NORTH AMERICAN F-B6E SABRE 
Specifications: Type: Single-seat interceptor-fi~hter; Power pla~t: One 5,200 lb thru~t General Electric J-47-13 
turbojet; Wingspan: 37.0 ft; Length: 37.0 ft; Height.· 14.0 ft; We1~ht: 10,555 lbs; .Maximum Speed: 679 mph; Climb: 
4,760 !Umin; Ceiling: 47,000 ft; Range: 925 miles; Armament; Six 0.50 1n mach1ne guns. 

MIKOYAN-GUREVICH MIG-15 FAGOT 
Specifications: Type: Single-seat fighter; Power Plant: One 5,005 lb thrust. RD-45 Rolls-Royce Nene turbojet; . 
Wingspan: 33.l ft; Length: 36.3 ft; Height: 11.1 ft; Weight: 8,820 lbs; Max1mu.m Speed: 668 mph; Climb: 10,500 tum1n; 
Ceiling: 51 ,000 ft; Range: 1,115 miles; Armament: One 37mm NS-37 cannon 1n nose, two 23mm NS-23 cannons 1n 
nose . 
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YA:P~~~i~:.iJn~~Ty~e: Single-seat fighter; Power Plant: One 1,014 kW 1360 hp Klimov Mi-105P f-3 engine; Wingspan: 

32.8 ft· Length: 28.0 ft; Height: 8.8 ft; Weight: 7,055 lbs; Maximum Speed: 368 mph; Climb: 2,400 ft/min; Ceiling: 
32,800' ft ; Range: 875 miles; Armament: One 20mm cannon, one 12.lmm machine-gun. 

BOEING B-29C SUPERFORTRESS 
Specifications: Type: High altitude heavy bomber; Power Plant: Four 2,200 hp Wright R-3350-23 Duplex Cyclone 18-
cylinder radials each with two exhaust-driven turbochargers; Wingspan: 141.3 ft; Length: 99.0 ft; Height: 27.8 ft; 
Weight: 135,000 lbs (loaded); Maximum Speed: 357 mph; Ceiling: 36,000 ft; Range: 3,250 miles; Armament: One 
20mm cannon, one twin 0.50 cal. machine-gun, 22,000 lbs of bombs. 

MCDONNELL DOUGLAS F-4E PHANTOM II 
Specifications: Type: Two-seat fighter; Power plant: Two 17,900 lb thrust General Electric J-79-GE-17 A turbojets; 
Wingspan: 38.4 ft Length: 62.8 ft; Height: 16.5 ft; Weight: 28,000 lbs; Maximum speed: 1,386 mph; Climb: 61,400 
ft/min; Ceiling: 71 ,000 ft; Range: 786 mph; Armament; One 20mm M61Al rotary cannon, four AIM-7 Sparrows, four 
AIM-9 Sidewinders. 
AIM-7 Sparrow: Guidance: Semi-active radar homing; Propulsion: Solid propellant rocket; Warhead: 88 lbarthelet 
continuous rod; Length: 12 ft; Weight: 503 lbs; Diameter: 8 in; Wingspan: 3.3 ft; Maximum Speed: 3.5 Mach; Range: 
30+ miles. 
AIM-9 Sidewinder: Guidance: Infrared homing; Propulsion: Solid propellant rocket; Warhead: 25 lb fragmentation; 
Length: 9.4 ft; Weight: 190 lbs; Diameter: 5 in; Wingspan: 2.08 ft; Maximum Speed: 2.5 Mach; Range: 5 miles. 

REPUBLIC F-1050 THUNDERCHIEF 
Specifications: Type: Single-seat fighter-bomber; Power Plant: One 17,200 lb thrust Pratt & Whitney J-75-19 turbojet; 
Wingspan: 34.9 ft; Length: 67.0 ft; Height: 19.8 ft; Weight: 27,500 lbs; Maximum Speed: 1,226 mph; Climb: 34,500 
ft/min; Ceiling: 48,500 ft; Range: 800 miles. Armament: Dne 20mm cannon, two 3,000 lb bombs, and four Sidewinder 
missiles. 

MIKOYAN-GUREVICH MIG-21 MF FISHBED 
Specifications: Type: Single-seat fighter; Power Plant: One 11,240 lb thrust Tumansky single-shaft turbojet; 
Wingspan: 23.5 ft; Length: 48.0 ft; Height: 14,8 ft; Weight: 11,464 lbs; Maximum Speed: 1,285 mph; Climb: 36,090 
ft/min; Ceiling: 59,050 ft; Range: 683 miles; Armament: Two 30mm NR-30 cannon, four AA-2 Atoll missiles. 
AA-2 Atoll : Guidance: Infrared or semi-active radar homing; Propulsion: Solid Propellant Rocket; Warhead: unknown; 
Length: 9.1 ft; Weight: 155 lbs; Diameter: 4.75 in; Wingspan: 1.7 ft; Maximum Speed: 2+ Mach; Range: 4 +miles. 

MIKOYAN-GUREVICH MIG-17F FRESCO 
Specifications: Type: Single-seat fighter-interceptor; Power Plant: One 5,952 lb thrust Kilmov VK-1 single shaft 
centrifugal turbojet; Wingspan: 31.0 ft; Length: 36.3 ft; Height: 11.0 ft; Weight: 9,040 lbs; Maximum speed: 711 mph; 
Climb: 12,795 ft/min; Ceiling: 54,460 ft; Range: 870 miles; Armament: Three NS-23 cannons under nose, up to eight 
rockets. 
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BOEING B-52 STRATOFORTRESS · · 3W 
Specifications: Type: Strategic Heavy Bomber: Power Plant: Eight l~,750 lb thrust Pratt a~d Wh;neyj5J6~-4 h· 
turbo'ets· Wingspan· 185 oft· Length: 157.6 ft. Height: 40.7 ft; Weight: 480,000 lbs; Maximum_ pee_: mp , 
Ceili~g: 551000 ft; Range: 9,000 miles; Armament: Two 20mm cannon in remotely controlled tail pos1t1on, 20 SRAM 

missiles, bombs. 

ALL SOFTWARE AND DOCUMENTATION IS© 1991 ELECTRONIC ARTS 
ALL RIGHTS RESERVED. MANUAL BY David Luoto 

© 1991 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 
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PROBLEMS wml THE GAME 
If you ore having a problem installing or playing the game read , on. 
First, make sure you have read the installation and storHi Ii f I 
sure you have free hard d· k d d. p sec on o your manuo ' and make 
lowed th d· ecli . th isdocspace, ~ rng on the game you are installing. If you have fo~ 

e ir ons rn e umentotion, and are still having trouble in fa,,. . 
soffwore, here are some hints that might help solve the p bl B fo s rng or operating the 
I . . lea ro em. e re attempting any of the fo~ 
~1ngltsuggesDOtioSns, p se make sure you are familiar with the DOS commands being used 

onsu your manual for more information. · 

TSRs/DEVICE DRIVERS/DOS SHELLS 

TSR stands for Terminate and Stay R ·d t A TSR . 
when ou s es1 en . is a program that automatically executes itself 
AUTO~XEC ~~~~,r°~ c~mpDu~r from a hard drive. They are generally installed in your . 

. e. ev1ce rivers and DOS shells are also loaded lo ti lly, d 
usually installed in your CONFIG.SYS file Th TSR d . d . au ma :a ' ~n are 
with games, or toke up valuable memory ~e ge~~e mays o~~1caendr1.vt~rs sometilmlyes interfere 
mended that h • 1 is genera recom-
or play a go~~~ not run any sue programs, device drivers, or shells when attempting lo install 

DOS BOOT DISK 

!~~~~~r;0~~n~:~~;1:~n;:~~~~::~r :;~;a;o~x=~e;.ckingBloc1 kups, othr other prfooblems •. we 
a DOS boot d . k Pl foll is . e ow ore e steps r creating 

is . .ease ow these steps exactly IMPORTANT: To create a DOS boot d. k 
you need a blank disk the same size as your A: drive. is 

1. Type C: and press <ENTER>. 

2. 

3. 

4. 

5. 

Insert a blank disk into drive A: 

Type Format A:/S and press <ENTER>. 

tN~ If you aredfo:ma
1
tting low density disks on a high density drive use the fol-

owmg common s m pace of Step 3: ' 
5.25 inch low density disk: 

Type: Fonnat A: IS IN:9 IT:40 and press <ENTER> 
3.5 inch low density disk: 

Type: Fonnat A: IS IN:9 IT:BO and press <ENTER> 

Yodu ore prompted lo insert a blank disk into drive A:. Do so if you haven't air dy 
on press ENTER. ea 

Olnce the disk is finished formatting, you ore asked lo label (name) the d· k i; . 
a obel or press <ENTER> for no label. is . ype in 
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6. You ore now asked whether you wish lo format another. Type N and press ENTER. 

7 Follow Freeing Up Additional Memory using a DOS Book Disk (below) . 

CONVEN110NAL, EXTENDED, AHD EXPANDED MEMORY 

Most IBM and 100% compatible computers come with at least 640k of RAM. The first 640K 
RAM area is referred lo as Conventional Memory. RAM memory starting at 1 MB is known as 
Extended Memory. For example, if you have a system with 2MB RAM, you have 640K of 
Conventional Memory and 1 MB of Extended Memory available to your applications. Many 
games utilize Expanded Memory (EMS) in order to provide you with 256 colors with your 
Super-VGA cord. 

Note: The area of memory between 640 and 1024 is referred lo as Upper Memory Block or 
UMB. If you ore using MS DOS 5.0 or a memory manager such as QEMM or 386MAX, it 
will toke advantage of this area of memory. For more information, consult the manual of your 
memory manager. 

Extended memory con be converted lo expanded memory by using an expanded memory 
manager (soffware) that complies with the LIM 4.0 standard. EMM386 EXE from MS DOS 
5.0, QEMM.SYS from Quarterdeck, and 386MAX from Quolitas ore some examples of ex­
panded memory monger (EMM) soffware. In order lo toke advantage of your memory man­
ager, refer lo the next section. 

Freeing Up Additional Memory Using A DOS Boot Dislc 

Note: Please make sure that the game you are trying to run does not require EMS memory in 
the respective game references before making a boot disk. If the game does not require EMS 
memory, please follow the individual references or below for allocating EMS memory. 

USERS WITH MS DOS 5.0 OR HIGHER: Rather than change your permanent system soffwore 
configuration, you con use a Boot Disk and EMM386 memory manager soffwore included 
with MS DOS 5.0 or higher to temporarily free up available memory. 

Note: If you ore NOT using EMM3 86 memory manager, consult your manufacturer's manual 
for more information on the proper way to load the program through the CONFIG.SYS file. 

Read This Section Completely Before You begin: 

1. Back up your CONFIG.SYS and AUTOEXEC.BAT files before editing them so that you con 
return to the originals of you have any problems. To back up the files type: "COPY 
C:\CONFIG.SYS C:\CONFIG.BAK" and press ENTER. Then type "COPY 
C :\AUTOEXEC.BAT C:\AUTOEXEC.BAK" and press ENTER. 

2 .Copy the CONFIG.SYS and AUTOEXEC. BAT files from the root directory (C:\) on your 
hard drive lo the root directory (A:\) on the Boot Disk that you have just created . 
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Example: At the C: prompt, type "Copy C:\CONFIG.SYS A:\" and press ENTER. To copy 
the AUTOEXEC.BAT file, type "COPY C:\AUTOEXEC.BAT A:\" and press ENTER. 

3.0pen the copy of the AUTOEXEC.BAT file using the EDIT program from the MS DOS 5.0 or 
higher: 

a) Type "CD\DOS" and press the ENTER key. 

b) Type "EDIT A:\AUTOEXEC.BAT" and press the ENTER key. 

4. From the boot disk copy of the AUTOEXEC.BAT file, delete all lines, except the following: 

@ECHO OFF 
PROMPT $P$G 
PATH=C:\DOS 
LH C:\SB 16\DRV\<MSCDEX.EXE driver> 
LH <path> \MOUSE. COM (or insert other mouse device driver here) 
SET BLASTER=A220 D 1 15 H5 P330 T6 (default settings) 
SET SOUND=C:\SB 16 (defaul~ 

<path> is the directory in which your driver are located. 

The MSCDEX.EXE CD-ROM driver is located in a directory that was created when your CD­
ROM hardware was installed. M~S 6.0 user: the MSCDEX.EXE driver is also located in 
the C:\DOS directory. 

SET SOUND may vary if you did not use the default name of SB 16 

SET BLASTER may vary if you changed your sound card's configuration. 

The mouse driver is normally located in one of the following directories: C:\MOUSE, 
C:\WINDOWS, C:\ or C:\DOS. If you do not have a line that loads your mouse driver you 
must load a mouse driver before running the programs which require a mouse. All the en­
closed games, except Seven Cities of Gold, require a mouse. 

Example: LH C:\MOUSE\MOUSE.COM. 

Note: Your mouse line may be different if you are NOT using the MOUSE.COM mouse driver. 
Do not change this line if it looks different. Drivers that have a .SYS extension will be loaded 
through the CONFIG.SYS file and you should leave that line the same when you are editing 
the CONFIG.SYS file. If you have other questions about loading your particular mouse driver, 
consult your mouse documentation or DOS manuals. 

5.Save the edited AUTOEXEC.BAT file and open the Boat Disk copy of the CONFIG.SYS file 
from within EDIT. 

To save, press Alff to bring down the File Menu and press the "S" key To open, press ALT­
F, press the "O" key and then type • A:\CONFIG.SYS" and press the ENTER key 
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6.While still in EDIT, edit your boot disk copy of the CONFIG.SYS file to resemble the 

following: 

For Hong Kong Mahjong Pro, Populous II, Seven Cities of Gold, Space Hulk, and 

Yeoger's Air Combat. 

DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE 1024RAM 

DOS=HIGH 
DOS=UMB 
FILES=40 
BUFFERS=40 
SHELL=C:\DOS\COMMAND.COM C:\DOS /P 
DEVICEHIGH=C:\SB16\DRV\<CD-ROM Devi~e Driver> 
(Users with DBLSPACE should include the next line) 
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE . 
(Users with DRVSPACE [DOS 6.22 only] should include the next line) 

DEVICEHIGH=C:\DOS\DRVSPACE.SYS /MOVE 

Savag E . Ulti"ma Underworld and Wing Commander Academy. For e mpire, ' 

DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE 2048 /l=B000-B7FF RAM 

DOS=UMB 
DOS= HIGH 
FILES=30 
BUFFERS=30 
SHELL=C:\DOS\COMMAND.COM C:\DOS /P 
DEVICEHIGH=C:\SB 16\DRV\<CD-ROM Devi~e Driver> 
(Users with DBLSPACE should include the next line) 
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE . 
(Users with DRVSPACE [DOS 6.22 only] should include the next line) 

DEVICEHIGH=C:\DOS\DRVSPACE.SYS /MOVE 
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For Ultimo VII and Shadowcaster: 

DEVJCE=C: \DOS\HIMEM.SYS 
DOS=HIGH 
FILES=30 
BUFFERS=30 

SHELL=C: \DOS\COMMAND.COM C: \DOS /P 
DEVICEHIGH=C:\SB16\DRV\<C" "OM D . D. 

V'f\ ev1ce river> 
(Users with DBLSPACE should include the next line) 
DEVICE=C:\DOS\DBLSPACE.SYS /MOVE 

bu;;;~~Cth - \DDRVOSSP.\~CE [DOS 6.22 only] should include the next line) 
- · DRVSPACE.SYS /MOVE 

<CD-ROM DRIVER> will vary d d' 
your CD-ROM documentation. epen ing on your particular CD-ROM drive. Please consult 

If the HIMEM.SYS and memory manager file are not located . th . 
DOS with the names of that directory in th fi t 1· f th boin e DOS directory, replace 

e rs mes o e a ve example 
7. Save the edited CONFIG.SYS file and exit to th . 
then press the"S" key. To exit the EDIT e EDIT program. To save, press ALT-f and 

program press ALT-F and then press the •x• k 
B. You now have a Boot Disk. Your computer will boo th . . ey. 

passes the AUTOEXEC.BAT and CONFIG SYS on t up toh e A: prompt. This boot disk by­
puter in as clean a DOS · · . your ard drive and starts up your com­

env1ronment as possible. 

For more information on editing your CONFIG.SYS d A . 
your start up configuration, consult your DOS manua~.n UTOEXEC.BAT files, or on changing 

PRODUCT SUPPORT 
For these games: 

Hong Kong Mahjong Pro 
Populous II 
Sewn Cities ol Golcl 

Electronic Arts Technical Support 
(415) 572-ARTS (572-2787) 
Monday thru Friday 
9:30 a.m. lo 4:30 p.m. Pacific Time 

Space Hulk 
Yeagen Air Combat 

• PROBLEMS WITH THE GAME •PRODUCT SUPPORT• LIMITED WARRANTY 

Have the following information ready, if possible: product name, lype of computer you own, 
any additional system information (like lype and make of monitor, video card, sound card, 
mouse, elc.), DOS version number or lype of operating system, description of the problem you 
are having. 

If your question is not urgent, please write lo Electronic Arts Technical Support , P. 0. Box 
7578, San Mateo, CA 94403-7578. Please include the above information in your letter. 

For these games: 
Savage Empire 
Ultima VII 

Wing Commander Academy 
Shadowcaster 

Ultima Underworld 

ORIGIN Product Support 
(512) 335-0440 
(512) 331-8559 Fax (24 hours) 
Monday- Thursday 9:00 to noon and l :00 to 5:00 
Friday 9:00 to noon and l :00 to 4:30, Central Time 

ORIGIN Bulletin Board Service 
(512) 331-4446 
!W:iit, no parity, l stop bit 
Seven day/week, 24 hours 

Have the following information ready, if possible: DOS version number, free RAM (from the last 
line of the CHKDSK info), mouse and mouse driver lype, graphics card, machine lype, sound 
board, content of your CON FIG.SYS and AUTOEXEC.BAT files, whether you are using Win­
dows, Desqview or a DOS shell. 

Online Services and Bulletin Boards 
Many online services provide occess to ORIGIN company news, product updates, release 
dotes, technical support and game hints. In addition, ORIGIN hos established its own electronic 
bulletin board as a customer service. 

America Online. You con e-mail customer Support at ORIGIN CS or Marketing at OSI. 
To reach our Customer Support board in the Industry Connection, press~ for "Go to 
Keyword." Then lype ORIGINCS in the Keyword window. In addition to reading messages, 
you con download files from the "Origin Software Library." For membership information and a 
free starter kit, you con coll America Online toll-free at 1-800-827-6364. 

CompuServe. To reach our Customer Support board in the Game Publishers Forum, lype GO 
GAMAPUB at any "I" prompt. Then select Origin Section (12). In addition to reading mes­
sages, you can download files from the "Library (Files)" menu. Our Customer Service depart­
ment e-mail address is 76004,2612 (or you can post a message in the Origin Section) . For 
membership information and a free starter kit, coll CompuServe toll-free at 1-800-848-8199 
and ask Representative #361 for your free introductory membership and usage credit. 
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ORIGIN BBS. The ORIGIN BBS has modem support of. 300/1200/2400/9600/14,400 bps 
with N,B, 1. It is operational 24 hours a day, 7 days a week. Full support is provided. No mem­
bership is required and the only cost is any long dislance charges that you may incur. 

Internet Address. You can email ORIGIN at the following addresses: 
Product Support Internet address: support@origin.ea.com 
Marketing Internet address: marketing@origin.ea.com 
Origin Web page: http://www.ea.com/origin.html 

UMR'ED WARRANTY 
Creative Labs, Inc. warrants lo the original purchaser that the physical software Co.ROM and the 
physical documentation enclosed are herein lo be free of defects and workmanship for a period 
of sixty (60) days from the date of purchase. In the event of a defect in material or workmanship 
during the warranty period, Creative Labs will replace the defective media or documenlation 
when the defective product is returned to Creative Labs, Inc. by the owner. The remedy for this 
breach of warranty is limited lo replacement only and shall not cover any other damages, includ­
ing but not limited lo the loss of profit, special, incidental, consequential, and other similar claims. 

This warranty shall not be applicable and shall be void if the defect has arisen through abuse, 
mistreatment or neglect. 

Creative Labs, Inc. specifically disclaims all other warranties, whether oral or written, express or 
implied, including but not limited to implied warranties of merchantability and fitness for a partic­
ular purpose with respect to the defects of the products and program license granted herein. 
With respect lo the use of this product, in no event shall Creative Labs, Inc., be liable for any loss 
of profit or any commercial damage, including but not limited lo special, incidental, consequen­
tial or other damages. Some slates do not allow the exclusion of limilation of liability for conse­
quential or incidental damages, so the above limilation may not apply to you. This warranty 
gives you specific legal rights. You may have other rights that vary from slate lo slate. 

The software is protected by federal copyright law. Copying software for any reason other than 
lo make a backup is a violation of law. Individuals who make unauthorized copies of software 
may be subject lo civil/criminal penalties. 

For information on replacing defective media or documentation for these games, contact 
Creative Labs Technical Services. 

NOTICE 
=~·and ORIGf\I Syslems .........., !he righls lo make im~ in !he pmduct described in lhis manual at any time and 

This manual, and !he software described in lhis manuol, is CX>Dllriahlad. Al 'l!,."':' ,..,..,._j. No part cl lhis manuol or !he d& 
.aibed software may be oopied, ~. lranslalad or r8clucid lo 'i""f ic medium or mOchin&n>adable form whut lhe 
prior wri1en consent cJ Eledronic Arts, lQ Bax 7578, San IW:ileo, California 9440J.7578, Alln: C~ Support. 

© 199().1995 ELECTRONIC ARTS/ORIGIN SYSTEMS. All RIGHTS RESERVED. 
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