KEYBOARD COMMANDS

COMMAND C-64 ? APPLE
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DESCRIPTION

CONNING | sp.AR | SPBAR | SP.BAR | SP.BAR Refur 0 he conning fower menu screen
(e | B e | SR | B | e npmyart
BRDGE | F3 * SHIFT2 | SHIFT2 | F2 N e e e
| SCoPE F5 | SHIT3 | SHFT3 | F3 (oo O Bt
GAUGES F7 | SHIFT4 | SHIFT4 F4 Select the Gauges and Instruments battie siation screen
| DAMAGE 2 | SHFI5 | SHFT5 | 5 Selectthe Damage Report b sion screen
LOG 7};747' : SHIFT 6 SHIF:'T 6 Feﬁ == Display the Quartermaster’s Log for the current patrol

el s e e el
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Return to the War Patrol Navigation screen to search

PATROL/END F8 SHIFT8 | SHIFT8 F8 for another convoy. This ends the game if playing a
| Convoy Action or Training scenario.
SUBMARINE CONTROLS
Raise/Lower This command also sefs

DEBRIS

PERISCOPE P 1 P P | P the visual beoﬂnqto be the same as your sub’s heading
= = = | S — you will be looking straight ahead.
THROWLE 0-4 0-4 ‘ 0-4 Throttie settings: all stop, 1/3, 2/3, full, and flank speeds.
oF = e o " Reversete Nofe that the furning effect of the rudders
REVERSE = = R = R RW | mlsrmnngwblsmo&?ggmm%m.m
Ca b to di
DIVE S ST B ee ﬁ—-*[! e ,,D, Cancel this w#ms“ar?gbyp'gmg RETURN.
! Ca b to rise foward surface.
7SEJBFACE = 28 7+77§ = § Cancel i command by pressing RETURN
LEFTii = : rﬁ = 71_ . ! t Left rudd%ge:sce ?%?legs 'QR'EETuU"R Left Rudder.

REHT 3 7_» 2 j’ . 77_:7 5 ngmiudo%go;?e?g’o;:s'géwi Right rucder.
CANCEL RETURN | RETURN RETURN Cancel all furn and dive commands.

— = = i
EMERGENCY | CIRLE = CTRLE | SHIFTE | CIRLE o o bt st
COMBAT CONTROLS
IDENTIFY | | | | | | Identity farget in crosshairs on scope.

E= =l e Fire Torpedo. Bow or ot hubes willbe selected automafical
TORPEDO 5 l,, e Ti == s T T e depending ono\:mmh toca: Ime farget mmg%uecw. 2
GUN G G G G Fire the 4-inch deck gun.

UP 25 + * > + Add 25 yards fo the deck gun range deflection

e e e s ot
DOWN 25 - e < - Subfract 25 yards from the deck gun range deflection
g(())(T);gEE LEFT J%LSJ{? K | J(())LSJE) K| } J%{ASJ E:K s HI<FT ) Rotate periscope/binoculars or bridge view fo the left
ggg)ﬁ?m(;m 'é%? ‘ E&ﬁ%* : r(‘:?Aho, w (smFr,) ofcls periscope/ bioct s e Iow D e (0T

== e = = ! ‘ = Enfer Angle-on-Bow esfimate. AOB is entered in degreesbynolonnq
AOB A A | A A the joystick left or right. Press the fire butfon fo enfer the estimate.

i Use positive for negative for Port,

EES e e e.0. 45 degrees Portis -045.

RELEASE 2 | 2 ‘ ? 2 Release debris and oil which.may convince

fhe enemy your sub has sunk.

Pause the simulation — 1o contil
WAIT =W W W W Vou ey oo gamEby m“nﬁ:’&mng sl
Increase the fi le o

FASTER = ‘. F F = F the s?muluﬁon fo ngocaw:d W?r‘ggidry.
NORMAL N N | N N Return fo normal fime scale.

ek = d the sifuation map display 1o foke
200M z z e z | z 5"&"82« Ioo: at neor:t;ry‘gips.sg ferrain.

== | Co the situgti display o

UN-ZOOM X X X | X o widmerprv'et:sw of ssnip I&ﬁr&a\g and land o%.

ﬁ = : o
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*Itis not necessary to press confrol key for Atari




TIPS TO NEW CAPTAINS

Before you take your boat to sea go over these helpful hints.

Strategic Controls: The War Patrol

When you select a “‘War Patrol”’ scenario you start out in a special form of play: the ‘patrol’ across the Pacific. Your shipis a
tiny dot near your starting port of Freemantle on Exmouth Gulf, Brisbane, or Midway (see the map on pages 24 and 25 of the
manual).

Joystick (or Cursor Keys) = Patrol Movement: These move your ship around the Pacific ocean.

Fire Button (or Keypress) = Patrol Exit: This exits the war patrol and sends you directly to the Map battle station (you
bypass the conning tower and zoom directly to the Navigation Map).

If you exit while an enemy convoy is nearby (red ocean, screen border or text message) but you can't see them on the maps,
try scanning the entire horizon yourself using the binoculars or periscope.

If you exit when you're at a home port the scenario is over.

F8 (IBM/C64) or Shift 8 (Atari/Apple) = Return to Patrol: If you are not on the war patrol screen, this retums you toiit.
(Waming: in Practice or Convoy scenarios, which have no strategic war patrol, this key ends the game instead.)

While you're patrolling . . . Time moves extremely fast— the light and dark blue changes to the ocean (just the border in
some versions) represents the change from day to night (exception: in the Apple version a 24-hour clock is displayed instead of
color changes).

Finding the enemy: When the ocean turns red (just the screen border in some versions, or just a text message in others)
you've spotted a convoy — exit the war patrol if you want to engage in battle.

Getting home: When the ocean tums green (just the screen border in some versions, or just a text message in others),
you've touched a friendly port — exit the war patrol if you want to end the patrol and record your score in the Submariners’ Hall
of Fame.

Important Note: NO OTHER CONTROLS function on the war patrol screen. To make any other controls work you must exit
the war patrol.

The Conning Tower

The Conning Tower is a visual reminder of which battle stations you can visit.

Space Bar always sends you to the Conning Tower. (Exception: on the war patrol map you’ll bypass the Conning Tower and
godirectly to the Maps battle station.)

Joystick Controls let you move around the Conning Tower. Pressing the joystick button sends you to that battle station,
where you can observe events and perhaps issue orders.

Function Keys (Shift-Number Keys in some versions) immediately send you to a battle station. You must use these in
the IBM keyboard-only version.

Important: In most computer versions the battle controls do NOT work in the Conning Tower per se, you must move to a
specific battle station to operate your submarine’s controls.

Battle Stations & Battle Controls

There are five battle stations where the various battle controls are active. The controls active at any one station are only those
appropriate to that station. See pages 15 and 16 in your operations manual for a summary of these controls.

The battle stations are:

Map: Here you can zoom and unzoom between three map scales. In some versions the entire Pacific Map is available for
reference. On the map you see what your lookouts, periscope (if up) and sonar detect. Sometimes there are Japanese out
there, but you haven't detected them yet! Your lookouts aren’t always reliable — it's wise to look around the horizon yourself
with the periscope or binoculars.

Bridge: This is a nice place on a sunny day or warm night, and gives you a panoramic view. However, most Captains prefer
to fight their ships from the Periscope/Binoculars station.

Periscope/Binoculars: You automatically get binoculars when you're on the surface, periscope if you're submerged.
Remember that the periscope won't work if it's lowered, it's at night, or you're below 44 feet depth.

Don'tforget that your ship might be sailing on a course quite different from the direction you're viewing on this screen.

TORPEDO or GUNFIRE orders should be given from this screen.

Gauges: This gives a detailed readout of your submarine (see page 13 in the manual for a full explanation of all the gauges).

Damage: If you're under fire or being depth charged, parts of your ship may stop working. Check this station to see what's
out of action.

Special Controls

These controls are only available in SOME versions of Silent Service. Other versions do not have these options due to
machine limitations.
V Key = Volume Control: In some versions this key is a three-way toggle that either tums off just the engine sound, all
sounds, or restores all sounds.
' Key = Software Concealment: In some versions this key displays a bogus ‘Processing Please Wait' message and locks
out the keyboard until this key is pressed again. If you're playing at the office and the boss walks by, this key can be very handy!
IBM PC Periscope/Binoculars f Inthe IBM PC version with keyboard control, rotate the view by pressing the "
or . keys. Holding down “shift” as well (the “<" and *‘>"' keys) accelerates the rotation.




