LOADING

1E you have the tape versien, place . the
tape  1in wour recorder, Press:play,. and
type CLOAD <enter>. When the program
has finished 1loading, type RUN <enter>
to begin the game. There ddre Ewo copies
onavtbhe “kwapaj - one afitersbhc iobther: I
yourpave s bhe edilsice i plage  dtiiin thia
drave;:close the gdoor, and:tvpe RUN!'JET"
<enter> ., The game will start
automatically.

WARRANTY

ThiScuprogramens 1 ilve alil Prickly-Pear
Software programs, 1is guaranteed to load
For as long . as you: own 1 If it ever
Fanls s Eo do' So for anyipeason (even i f
the dog chewed it):, simply return it  to
s .for :a prempt replacement. 'There is
no other wartanty, expressed or implied.

OVERVIEW

You waldl Gcontrol the mighty 747€ Jumbe
detsine as simulation tof a@ . simullation.
This is a model of the actual simulation
of the Boeing 747 Jumbo: Jet. Many: O
the gauges and dials and such have been
removed, and the map and @ther features
added to make game play more enjoyable.

The main goal in this simulation 1is to
Flyi the pleanesfromn airpeort ""A' (in:kEthe
pper=kettahandicorner vofititthe  ‘mapls to
airport = 'BY o dan the lower-right hand
corner of the map). Tow complete « e
simulation ‘sueessfuldly, < you 5 must nob
only make a satisfactory take-off and
landing, but turn the plane 180 degrees,
lTand onia diegonal @airstrip, andide ‘all
of this . withoutis FuARTNg out ©f  Enall
without crashing and without subjecting
the plane to excessive amounts of stress
damage.

FOR TRS-80 COLOR COMPUTERS
WITH EXTENDED BASIC & 32K RAM

ZIRCHER

A FLIGHT SIMULATOR

TAKE OFF FROM ONE AIRPORT, FLY TO
ANOTHER, AND LAND SAFELY, USING FULL

INSTRUMENTS AND A
THRU THE COCKPIT WINDOW VIEW.

REQUIRES TWO JOYSTICKS v



CONTROLS

The right joystick controls the climb/dive and left/right banking
of .the J47C,

The left joystick controls the four throettles on yveur plane.

The right joystick buktton or the 'B' key khrns the brakes on/off.
The 'U' key raises/drops.the undercarriage.

The 'M! key turns a full-screen map on, and pauses the game,

The 'A' key will abort the game.

LEVEL OF PLAY

When you first RUN the pvrogram, yvou will be asked at which skill
ievel  you wish Lo playe. B you select skill Zevel lwa will
begin the game witih & Full wankg oFf fusl = @@ skill level 3, <vou
will have just less tham a full tank Of Fiel, and on level 3; you
Wild have ileéss than half a tank! Obviously, level 3 'is only for
experts!

STRESS

There are many ways to subject the plane to 'stress; which will
resUfE -~ in structual  damage, loss of poéints, Or in the esxtroms
case, the destruction of the plane. Banking too hard, climbing
at’ boc “tteep Of 3 rate. going Into foo Sharp of & dive, sscecling
999 feot vdm—aliibude or—excecding 850« Pofle il Spy oo
stress. I£ you: remainiin stress Bor -too lowg of a petiod, you
will lost points, and if you are in stress for excessive amounts
of time, the plane will weaken and be torn apart. The computer
will notify you that you are in stress by filling the hollow box
beneath the 'S' on the right side of the screen. Normally, this
box will remain hollow.

BRAKES

Theo 1B key {or-the right jeystick’s fire Bhation) will 'toggle’
the brakes on and off. 1If the brakes are on and you press the
B key, “ they  will turno @8F;  and  Vica~versa  JSihide on Ehe
grousc s brakes slow .the plane down abt a tate of about 4 ‘4D B
per second. You will begin the similation with the brakes on If
your brakes are on, you can tell in much the same way that you
find ouE" whether  or noti9ol @ee in stress, If the boy bofeith
the 'B) {jugt left of the small Masl isfilladeadn, your brakes
dre-on. - If 1t-ds hollew, your bratc orcYaEs

LANDING GEAR

The 0! Key will todgle the wndercarriatdes or langding gdar, up or
down. Lbr1s safe &0 Tand Ethe plane wikh the undercarriage down,
buksHlaving it - down. while ‘in flight will cuf your “airspeed
drastically. You MUST have your undercarriage down while on the
ground, Failure to do 50 will result in death {(yours). The ' U!



underneath the brake on/off indicator 1is the wundercarriage
up/down indicator. IT  the Dbox 1s solid, the undércarriage 'is
Qown; ‘and 1t isoagnfe - to  be i dn Ehe gfound, it not;othe
undercarriage is up, and you are in a better position to fly.

AIRSPEED

Your airspeed indicator is surrounded by a box, and is just above
the small map. It is abbreviated 'ARSP'. The number following
it indicates your airspeed in miles per hour. If ~Ehis exceeds
g0 P voli. will go into stress. You mush be traveling at
more than 100 M.P.H. to take-off, and you can't land at more than
450 M_ P H,

ALTITUDE

Your altitude indicator is just left of Ehe @alrsgedd  indicateor
it -Lop 1e surrounded by a box, and is labeled 'ALT'.  The three
digit number which follows indicates your altitude in feet. it
this exceeds 999 feet, you will go into stress. You can not land
unless you are at zero feet. You may not see the 1landing strip

at any height exceeding 100 feet.

MINI-MAP

Your mini-map is a large, white square between vyour brakes
indicator and your stress indicator. You will begin as a dot in
uhe "uppar-lefr corner of the map. As you fly aleng, Your course
Wikl pesspTotted: This 1s a crude representation of thé actuatl
map screen.

LARGE MAP

By pressing the 'M' key at any time while playing the game, you
will turn the map screen on.  This will display a ‘'large grid on
the screen. Airport 'A' will be displayed in the upper-left, and
Airport 'B' will be displayed in the lower-right. AS: evola Fly
along, your course will be plotted with dots. The flashing dot
QG tne s0réen 18 your current position.  This screéen can .alss pe
used as a pause if your phone rings and you don't want to lose
your current dame. By pressing any keyy et awiil bBa put baek
into the game,.

VIEWSCREEN

Filling most of the top of the screen is a large viewscreen, or
'window', of what you would be seeing out of the pilot's window.
When you climb, the terrain lowers. When you bank, the ground

Er kS When: yoh are . néar a runway, ybu can see 1iE out of kthe
viewscreen,

ARTIFICIAL HORIZON

On the cleft. side. of +the /screen  in about the middle is your
artificial horizon line. This shows the ground in relation to



your pilane, « It shows Ehe position of the: horizon, and EilEs Ehe
opposite way from the tilt of the plame. In other words, af you
bank vour plane so bhe-right wing s higher than Ehe left wing;
the artificial - horizon wWill have the left side higher than Ethe

right  side.. Do not confuse this . with a bank indicator.

HEADING

In the lower-left corher of the screen is a box marked 'HDG'.
This wis your: heading; 'or the’ directdon wolr Aireraft is
traveling, A line . extends from the middle almost to the edge
This line points »to the directicn syour 7T47C ds facing and
flving, An 'N' on the top of the box represents north, and this

will help you to orient yourself.

THROTTLES

In the middle of the screen are four vertical, empty bars. These
represent the four throftles =(four 'engines) of the {47G. = By
moving EhHes left  Jovystick Up ‘and. down,iyeu. c¢an control’the

increase/decrease of fuel to the engines which will, 1in turn,
speed:- - up orf sleow down s Ehes afrcrafkE. As you increase the
throttles, your airspeed will increase. These fFour. bars will
beginysato £ill up with white, This will indicate to you how much
fuel is being directed to the engines. If you decrease your
throttles, the plane will slow down. KXeep in mind that going too

fast brings you into stress, and slowing down may cause a loss of
altptuca

FUEL GAUGE

Just to the right of your heading indicator lies a small; upright
box ‘with @an - 'R'Y asbove  it: This a5 your fuel —sndieator. MThe
little colored strip in the middle represents your fuel level.
As you use your engines (move your throttles), this fuel level
will drop. ‘If:it:drops to the point of menexistance; you wilkl be

ot ofF fliel: Frrst,  your throttlies widl drop slowly to zero.
You will then lost altitude and speed, and crash. On the easy
and intermediate skill levels, you should have more than enough
fuel to complete the simulation. On the hard 1level however,

dontbEreeunt - on 16l

WING TILT INDICATOR

Sttuated: below the artificiale horizon  iss vour wing Ea e
indicator. Phisiris a ‘1ittle horizontal strip of white with g
line down the middle. This line represents the point at which
yau are flying:level,  AS you bank, thisiindicater will show Vvou

which wing is the higher ofiEhe two,and to what dedrees Gt will
do - 'this by placihg: g small tine to the leftuiof the middle 16 you
are banking right or by.pldaeing a small line to the right of the
middle  i1f “your ~are Dbanking left: The farther away from the
center the line is, the greater the degree of your bank.



CLIMB-DIVE INDICATOR

To the left of  the artifigial hotizon 15 the :rate of
climb/descent indicator. This is a small, upright white box with
a line through the middle of it. As vou ptull forward or back on
the stick, a small marker will move up and down 'in ‘the box in
much the same way as the little line in the bank indicator does.
Thig line Will show ¥ou the level of the tail of your plane. This
will help you to know when you are climbing or divzingswand £o
what degree. :

STOPPING THE GAME

£ At auy. time durimg the dane play You wish bto guibt; simply
press the 'A' (abort) key and the game will end immediately.

TAKEOFF
Take-off is  a. simple ‘procedure, It involves gaining speed and
1ifting off of runway 'A', «The first thing you need to do is ise

your throttle (left joystick) and get your engines going. Raise
your throttles until they are about three-quarters of the way
up. Next, release your brakes. You should begin to increase in
airspeed. When your airspeed exceeds 125 M.P.H., pull back on
Ehe control stick f(right joystick) until 'ved are just below
stress. levels. As soon as you begin to leave the ground, pull
Your -undercarriage . up. This will lower wind resistance, and
increase your speed. Remember, you begin the simulation -facing
ngrth, and airstrip 'B!' 38 to the sofheast. You are going to
have tag turn the 747C around! ‘Hatch that your airspeed doesn't
SXceed Sl M D H_ . and Werch your altitude too!

LANDING

Unlike takeoff, landing is a complicated process. You must first
be -perfectly  lined Gp. Wikl runway fB's  Ease ybur plane down
SLOWLY!!! TIf you come down hard, that's the end of you! Slow
Youtr - qirspeeq’ to less o khap 450 M P #H. . and come in easily.
Everyone will have their own methods of takeoff and landing, as
well as piloting the plane. You must experiment with it to find
the method which best suits you.

LOSING

There are many ways to die in this simulation. In fact, the only
'good' outcome is if you land the Dlane von airstrip 'B' .withé &
minimum of stress damage. Staying in stress too long will cause
the plane to rip apart. Coming down too hard while 1landing is
bad. Running off the map will make you lose contact with the
control tower, and will end the game,. Landing.. without  your
undercarriage down will destroy the plane. Even if you manage to
sucessfully land the plane, if you have stress-damage, you won't
be awarded any points! Oh, and what death would be complete
without a sorrowful telegram to the loved ones at home?

This program and documentation are Copyright 1984 by Steve
SKrzyniarz. All rights reserved.
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