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Limited Warranty

Aviation Supplies & Academics, Inc. (ASA) warrants the On Top product, (that, if) when properly installed and operated
on a computer for which it is designed, (the program) will perform substantially in accordance with the accompanying
written materials for a period of 45 days from the date of purchase. ASA warrants On Top to be free from defects in
materials and workmanship under normal use. ASA does not warrant that the program will be uninterrupted or error-
free. This Limited Warranty is void if failure of the software has resulted from accident, abuse, or misapplication. The
sole and exclusive remedy available to the purchaser or user of this software and accompanying documentation, should
the program be found unsatisfactory, is a refund or replacement of the product. ASA will replace the software with the
same version once the entire package (CD, manual, packaging) is received by ASA during the warranty period. All
returns shall be sent to ASA, Software Warranty, 7005 132nd Place SE, Newcastle, Washington 98059-3153. ASA cannot
accept responsibility for lost or damaged parcels. If you are planning to run On Top on more than one workstation, call
ASA at (425) 235-1500 to register.

License Agreement

By opening the sealed packet containing the software CD, you indicate your acceptance of the following ASA License
Agreement. If you do not agree to the terms of this agreement, promptly return the complete product with the CD
packet unopened to your place of purchase.

1. You may use this program on a single computer or on a single networked group of computers that share a common
CD drive on which the program is stored, provided that access to the program is limited to a single user.

N

. The software is owned by Aviation Supplies & Academics, Inc. (ASA) and is protected by United States (U.S.) copyright
laws and international treaty provisions. Therefore, the software may not be copied except to transfer the software
to a single hard disk provided you keep the original for backup or archival purposes only.

3. You may not rent, lend, or lease the software, but you may transfer the software and accompanying written materi-
als on a permanent basis provided you retain no copies and the recipient agrees to the terms of this Agreement. You
may not disassemble, decode or tamper with the software. If the software has been updated, any transfer must
include the most recent update. You may not copy the written materials accompanying the software.

4. In no event shall ASA be responsible for any indirect, special, incidental, consequential or similar damages or lost
data or profits. The purchaser is entitled to the benefit of the warranties provided by this license and warranty
agreement only if the enclosed product registration card is completed and returned to ASA within 45 days of pur-
chase. You agree to the Limited Warranty stated in this Operating Handbook.

5. This license shall remain in effect until terminated as set forth in the Agreement. You agree that this Agreement will
be governed by the laws of the state of Washington.

Please contact ASA if you have any questions concerning this Agreement. Write to:
Aviation Supplies & Academics, Inc.

7005 132nd Place SE

Newcastle, Washington 98059-3153
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About On Top

The On Top IFR Proficiency Simulator was developed in 1993 to give instrument-
rated pilots a "virtual arena.* With On Top, pilots could fly approaches, holds,
cross-country flights, and even arrivals and departures at the airports and airspace
they actually flew in their aircraft. They could modify dozens of weather parame-
ters, creating the conditions they expected the next day or even next winter,
including shearing winds and disorienting turbulence. They could set up instru-
ments or entire systems to fail at a given time, or randomly within a range of time.
This realism was built into On Top to create the realm of instrument flying, which
isn’t really airspace above a point on the ground as much as a world of vectors,
angles, and positions in the pilot’s head that can be dynamically converted into a
visual picture of unfolding events.

Like riding a bicycle, fundamental flying skills are rarely forgotten or lost. Pilots
might get rusty on the smooth and simultaneous application of power and back-
pressure needed to initiate a climb from cruise, but they rarely forget how to do it.
A few minutes in the cockpit generally returns their old fluidity to them.

But instrument flying is a different matter. With just a little time off you can lose
the edge from your scan, get “behind” the airplane, and find yourself not knowing
where you are, where you’re going or how to get there. On Top keeps that from
happening by putting a professional quality IFR training simulator at every pilot’s
disposal, allowing them to regain the sharpness of their scan, review approaches
before flying them, and learn again how to “think ahead of the airplane.”

Each new On Top release continues the tradition of refining and improving the
program that first appeared in 1993. The ideas for improvements implemented
since then, such as PCATD capabilities for loggable primary instrument training,
came from users like you. We depend on your feedback, input and advice to help
make On Top the most capable and advanced PC-based IFR simulator on the mar-
ket. If you like a feature or element of On Top or even if you dislike one, let us
know. ASA needs your input to keep improving and perfecting one of aviation’s
best proficiency and training tools for instrument pilots— On Top.

Aviation Supplies & Academics, Inc.
7005 132nd Place SE

Newecastle, Washington 98059-3153
Phone: (800) ASA-2-FLY

International phone: (425) 235-1500
Fax: (425) 235-0128

Internet: www.asa2fly.com

E-mail: support@asa2fly.com



Connecting Your Flight Controls

On Top supports a variety of commercially-available joysticks or yokes, as well as
custom-made flight controls such as consoles and avionics panels. Before installing
On Top, connect the flight controls you will be using for your IFR flight simulation.

Use the following diagrams to connect your flight controls. Find the heading below
that best describes the controls you have, and follow the accompanying instruc-
tions and diagrams.

Yoke or Joystick
1. Connect your yoke or joystick to the game port on your computer using the
15-pin cable.

2. Follow manufacturers* instructions for setting up drivers for your specific controls.
3. For USB hardware, plug yoke into an available computer USB port.

Game USB Port
Yoke Port Yoke
|_|:| =7 |_|:|




PFC Cirrus Yoke (game port)

1.
2.

Connect your yoke to the game port on your computer using the 15-pin cable.
Install the drivers for the yoke as described below.

Installing drivers for PFC’s Cirrus Yoke
Win98/98SE/ME:

1.
2.
3.

From the “Start” menu go to Settings, then Control Panel.
Click on Gaming Options or Game Controllers.

Remove any existing drivers for controllers that are NOT physically attached to
your computer by removing the controller listing shown under the column labeled
“Controller” (highlight and click Remove). After the controller and its associated
drivers have been removed, click Add.

. Scroll through the listed drivers and click on 4-button flight yoke w/throttle. If you

do not use other gameport devices, most commonly rudder pedals, click on OK.
Skip to Step #6.

. If you do use rudder pedals, make sure “Rudders/Pedals” is checked if you are

connecting the yoke through your rudder pedals, and that the rudder pedals
are connected to your computer’s gameport; then click on OK. If you use PFC’s
throttle quadrant, and have the rudder pedals connected to your throttle
quadrant, leave the “rudder pedals” option unchecked; On Top will see the
pedals through the rudder pedal connection within the throttle quadrant.
When using PFC’s throttle quadrant with the rudder pedals connected to it,
we recommend you connect the yoke directly to the computer’s gameport.

. The controller status should show as “OK.” Click on Properties to verify its proper

operation in Windows, and calibrate the controllers, if desired.

Note: Calibration in Windows is optional; On Top requires its own calibration routine.
We have found it advisable to perform a complete calibration in Windows. If you
choose not to calibrate at this time and have a problem calibrating your controllers
within On Top, then calibrate in Windows to ensure that your controllers are being
seen properly.

Win2000/XP:
1. Follow Steps #1-3 above. For Windows XP users using XP’s standard desktop view,

select Start/Control Panel/Printers and Other Hardware/Game Controllers. If you
have Windows XP set to “Windows Classic,” then go to Start/Settings/Control
Panel/Game Controllers.

2. Scroll through the listed drivers and click on 6-button flight yoke w/two POVs and

throttle. Click on OK.

3. Follow Steps #5-6 above.

Note: For Win98/98SE/ME users, if you are using PFC’s newer 6-button yoke, in the
Game Controllers “Properties” box, you will notice that there are only four buttons
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listed, even though your yoke might have six buttons or switches (as on the newer
PFC yoke). This is called “multiplexing.” When you press one of the switches, sever-
al buttons light up on the screen. The user must tell On Top that the switches are
multiplexed. To do so, start On Top and go to the Calibration screen (calibration
details start on Page 18 of this manual). To select the multiplexed option in On Top,
go to the Calibration screen (CAL from the main menu) and select Flight Controls.
There are two columns of buttons on the right side of the page. Select the right-
most of the two buttons on the line listing the “4-button flight yoke w/throttle.”
A box will appear with radio buttons, labeled Normal, Multiplexed, ‘CH pro’. Select
Multiplexed. (If the button will not “change,” press Reset Calibration and try the
same procedure again.) Now select the leftmost box and configure as detailed in
the Calibrating Your Flight Controls section.

Yoke or Joystick With Rudders
1. Connect your yoke or joystick to the Y connector on the pedals.

2. Connect the cable from the pedals to the game port on your computer using
the 15-pin cable.

3. For USB Hardware, plug yoke and rudders into separate computer USB ports.
If your computer has only one available USB port, you will need to purchase a
separate USB hub. Connect this hub to your available USB port. Connect the
yoke and rudder pedals to the USB hub.

If you use a USB hub, you must ensure that the yoke is shown as device #1,
and the rudder pedals are displayed as device #2, within “game contollers”
found in Windows Control Panel.

Yoke
Yoke
H Game u
Port
E USB Port
'l
'
5 /\_ 15/
I
[
Rudders
Rudders




Adding the PFC Cirrus Throttle Quadrant
1. Connect the throttle quadrant to the ECI using the 25-pin cable.
2. Connect the ECI to the serial port on your computer using the 9-pin cable.

Note: If you do not have a 9-pin serial port, use the 9-to-25 pin adapter supplied
with your ECI.

Serial
! ! I Port
§9 or257
Throttle
Quadrant
Game ECI D
N5/ 2/ \Us/ °
Power
Supply

AV-1 Avionics Panel
1. Connect the AV-1 (using the port labeled “computer”) to the serial port on
your computer using the 9-pin cable.

2. Connect the power supply to the AV-1 with the 16-mm jack plug. Plug adapter
into wall outlet. Ensure red light on the AV-1 is illuminated.

AV-1
Avionics
Panel
Serial
Port
§9 0r257
To
To Throttle
Computer Quadrant
o \Z/
Power
Supply

Yoke or Joystick, Rudders and Throttle Quadrant
1. Connect your yoke or joystick to the Y-connector on the pedals.
2. Connect the cable from the pedals to the game port on your computer.
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I I I Serial
Port
Throttle
Quadrant
Game
\15/ \25/ N5 / Game
i o E| Port
§ R g
M [
|
Power
Supply
"Yokel\'—* 15/ \___15
Rudders

3. Connect the throttle quadrant to the ECI using the 25-pin cable.
4. Connect the ECI to the serial port on your computer using the 9-pin cable.

5. Connect power supply to ECI with 16-mm jack. Connect power supply to wall
outlet.

6. For USB Hardware, plug yoke and rudders into separate computer USB ports
(see figure below). Or use USB hub (see details on Page 9).

Note: If you do not have a 9-pin serial port, use the 9-to-25 pin adapter supplied
with your ECI.

l l I Serial
Port
Throttle
Quadrant Power J
Game SquIy
USB Port
N5/ \25/ \ 15/
i I: El - USB
I; ECI o__l USB
r Yoke _‘ | | | |
Rudders
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Yoke or Joystick, Rudders, Throttle Quadrant and AV-1 Avionics Panel

12

1.
2.
3.

Connect your yoke or joystick to the Y-connector on the pedals.
Connect the cable from the pedals to the game port on your computer.

Connect the throttle quadrant to the AV-1 using the 25-pin cable. Use right-
hand port labeled “to throttle quadrant.”

. Connect the AV-1 (use left-hand port labeled “to computer”) to the serial port

on your computer using the 9-pin cable. If you do not have a 9-pin serial port,
use the 9-to-25 pin adapter.

. Connect the 16mm connector that came with your Avionics Panel into the

16mm jack on the back of the AV-1. Plug the power supply into an available
wall outlet. Make sure that the red light on the AV-1‘s front panel illuminates.

Yoke AV-1
Avionics

Panel
Power
Throttle o

Quadrant To Throttle
Game Computer  Quadrant
s/ B/ U5/ o \(B/

B Serial

(Y15 7 Port

l l l l Game

Port

Rudders




6. For USB Hardware, plug yoke and rudders into separate computer USB ports
(see figure below). Or use a USB hub (see details on Page 9).

Yoke AV-1
Avionics
Panel

Power
ItTT
Throttle To
Quadrant To Throttle
Computer  Quadrant
Game
s/ N2/ \s5/ o \25/
Serial
Port
| L1 | USB Port
USB
Rudders
USB

Note: When you are finished flying and would like to power down the system or if
you need to move/remove the AV-1, unplug the power adapter from the wall outlet
to remove power from the AV-1. Do not simply unplug the power supply jack from
the AV-1. This is a hot lead, and should not be left disconnected. Power should not
be restored in this manner either.
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PCATD Connections
1. Connect your yoke to your computer‘s game port using the 15-pin cable.

2. Refer to PFC Cirrus Yoke for instructions on loading drivers.

3. Connect the rudder pedals to the throttle quadrant port labeled “rudders”
using the 15-pin cable.

4. Connect the throttle quadrant to the AV-1 using the 25-pin cable. Use right-
hand port labeled “to throttle quadrant.”

5. Connect the AV-1 (using port labeled “to computer”) to your computer serial
port using the 9-pin cable. If you do not have a 9-pin serial port, use the
9-to-25 pin adapter.

6. Connect the 16mm connector that came with your Avionics Panel into the
16mm jack on the back of the AV-1. Plug the power supply into an available
wall outlet. Make sure that the red light on the AV-1‘s front panel illuminates.

Note: When you are finished flying and would like to power down the system,
unplug the power adapter from the wall outlet to remove power from the AV-1. Do
not simply unplug the power supply jack from the AV-1. This is a hot lead, and
should not be left disconnected. Power should not be restored in this manner either.

‘ | | \ Serial
Yoke Port
Game
Port
1mn"nT -
Throttle
Quadrant
\ 15 / \ 25/ A_‘V';
Avionics
Panel
m “ Power
Supply
To
To Throttle
| | | | Computer  Quadrant
o \(268/
Rudders 4
I

PCATD Wiring Diagram
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Flight Control Hardware for On Top

These pages detail some of the hardware options that can be used with On Top.
Refer back to these pages to see photographs of the actual controls discussed

throughout this handbook.

Marker Beacon On/Off
Automatic Noise Reduction

Frequency Selector*
Frequency Set COM1
Ident COM1

Frequency Selector*
Frequency Set COM2
Ident COM2

Edit
Database
Route
Direct-to

Pointer Select
Pointer Select
Ident

Freq Swap

Up/Down

Push together JHeading Hold
for Fit Dir || Altitude Hold

Timer
NAV/GPS

Moving Map Controls

DME 1/2 Switch

Cowl Flaps

Carb Heat/Cowl Flaps (Twin)

Look left

Out-the-Window view On/Off

Look right

ADF Compass Card
NAV2 OBS
NAV1 OBS

Look up
Look level
Look down

Frequency Selector*
Frequency Set NAV1
Ident NAV1

Frequency Selector*
Frequency Set NAV2
Ident NAV2

Enter
Character Select
Cursor Position

Frequency Set ADF
On/%ﬁ

On/Off
NAV, APPCH, BC

Transponder
Heading Bug

No assigned function
with OT v8.0

Fuel Selector
Alternate Static Source On/Off
Pause button

Altimeter Set
Heading Indicator Control

*Moves active frequency to standby, or activates the standby frequency.

AV-1 Avionics Panel
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FRECEIDHE FlEEHT CONTROR S

Flaps Up/Down

Gear Switch

Throttle  Prop Mixture

PFC 3- and 6-Lever Throttle Quadrant

Right Rocker Switch
(Transmit and Timer
suggested)

Left Rocker Switch
(Trim up and Trim
down suggested)

== -
FEED ST COMTEOLY

g,
" " Stand-Alone
# [ Wcarto Throttle

PFC Cirrus Yoke

Installing and Running On Top

Minimum Requirements

Before installing On Top, make sure your computer system conforms to the
basic minimum requirements needed for smooth and steady flight simulation at
all times.

1. Pentium-class processor, 166 MHz or faster (Win98), 200 MHz or faster
(WinME), 300 MHz or faster (Win2000/XP)

2. Windows 98, ME, XP, or 2000 operating system
3. 64 MB (WIN98/ME), or 128 MB (XP)

4. 20 MB available hard drive space for a Compact installation; 34 MB for a
Complete installation

5. CD-ROM drive (4x or faster)
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6. 800x600 SVGA video adapter and monitor
7. Windows DirectX-compatible sound card and speakers
8. DirectX 8.1 or newer
9. Mouse
10. Joystick or yoke

When you install On Top with the “typical” installation option, at first you will
have four program executables loaded onto your computer. The differences are
that one version uses a 32-bit color mode, one a 16-bit color mode, one a 15-bit
color mode, and another an 8-bit color mode. The differences between these
modes are primarily in On Top’s Out-the-Window views, with the 8-bit version pro-
viding a more traditional cloud base and visibility image. However, if your comput-
er supports the 16- or 32-bit versions, you will see terrain texturing, enhanced haze
modeling, and more realistic cloud base and visibility graphics.

If the program detects that your system does not support HiColor, a “compact™
installation is done. “Compact” includes only the 8-bit graphics executable and
graphics library file; therefore it requires one-third less space. When you run

On Top for the first time, it will automatically detect which of the versions your
computer and video adapter can support and will run that version. You may not
know until starting the program whether you’ve got 8-, 16-, or 32-bit color. To
detect which On Top version you are running:

1. Right-click on the On Top shortcut.
2. Select “Properties.”

3. Look at the command line on the “target” line. This is where you can edit the
program executable if necessary.

Note: There are a total of 4 .exe files that can be used to start the program: 8-, 15-,
16-, and 32-bit. Each higher number designates a higher graphic capability.

Installation
1. Be certain your computer meets the minimum system requirements.

2. Connect the hardware components (yoke, joystick, etc.) you will be using with
the simulation.

3. Place the On Top CD-ROM in your computer’s CD-ROM drive.

4. The installation process will begin automatically. If it does not, then click on
your “Start” button. Select “Run.” In this box, enter your CD-ROM drive letter
followed by “setup.exe”; i.e., ’D:\setup.exe”. Or, select “Browse” to locate the
file and your CD-ROM. Then select “setup.exe.”

5. Select “OK” in the “Run” box.
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6. The On Top installer will prompt you through the rest of the installation process.

7. The default drive for installation is ““C,” but you may change the drive and
path.

8. After installation, a new group will appear in your START menu called “ASA
Interactive.” Click Start, select ASA Interactive, and then On Top to run the
program. Or simply double-click the On Top icon which has been placed on
your desktop.

Upgrading From Previous On Top Versions

If a previous version of On Top is installed, installing a new version of On Top will
create a new “ontop” directory on your hard drive of choice. You can keep the old
On Top installation, or delete it at any time after your new version is installed.

Calibrating Your Flight Controls

When starting On Top for the first time, you are automatically taken to the
Calibration menu. This is where On Top evaluates the input of your flight controls,
and where you tell the program what kind of physical control equipment (i.e.,
yoke, rudder pedals, throttle quadrant, etc.) you have attached.

After using On Top for some time, or if you experience erratic control response in
later flight, you might want to return to the Calibration menu. Similar to readjust-
ing your heading indicator to match your compass reading, returning to the
Calibration menu ensures that any changes on your physical controls, such as loos-
ening springs or manually altered trim settings, can be compensated for by the pro-
gram. To return to the calibration screen from the On Top cockpit, click CAL at the
bottom of the cockpit screen.

The Calibration menu consists of several different screens:

1. FLIGHT CONTROLS, where you identify the flight controls you wish to use with
On Top.

2. LIMITS, which evaluates and adjusts the complete range of motion for the
control axes.

3. BUTTONS, which allows a range of cockpit functions to be assigned to the joy-
stick or yoke.

4. DONE, which saves the settings and returns the user to the On Top cockpit.

5. TEST, which permits you to verify the action/reaction of the flight controls to
ensure functionality.

6. RESET CALIBRATION, which erases the data file storing the settings and clears
the control settings.

7. ADVANCED MODE, which is for experienced users to permit the use of non-
standard controls.

When first entering the Calibration screen, you find a column of buttons from
which the calibration sequence begins.
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Flight Controls

The first required calibration screen to select is the Flight Controls screen. It is
important for On Top to know what kinds of flight controls are being used, and
this list allows you to select them. By selecting the FLIGHT CONTROLS button from
the main calibration screen, you will have the opportunity to perform a “quick cali-
bration.” In the Flight Controls menu, a list is displayed of the flight controls that
your computer “sees.” (If your screen does not list the controls you have physically
connected, check to ensure that they are connected, and the manufacturer’s drivers
are installed. Then press the “Scan” button in the upper left portion of the screen
or Reset Calibration from the column of buttons on the right side of the screen.)
Choose the flight controls you wish to activate by using the mouse to click on the
leftmost of the two small boxes on the right side of the screen until an asterisk
appears in the box.

Note: In the Flight Controls screen, two columns of buttons appear to the right of
the listed flight controls. If you noticed in Windows’ Properties when calibrating
the flight controls that there were only four buttons listed, even though your yoke
or stick might have six buttons or switches, the buttons are “multiplexed.” When
you press one of the switches, several buttons light up on the screen (this will also
be noticeable in the Buttons section below). The user must tell On Top that the
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switches are multiplexed, so they may be correctly programmed. To select the mul-
tiplexed option in On Top, press the rightmost of the two button boxes on the line
listing the yoke or stick you wish to use. A box will appear with radio buttons,
labeled Normal, Multiplexed, ‘CH pro’. Select Multiplexed. (If the button will not
“change,” press Reset Calibration and try the same procedure again.) Now select
the leftmost box and configure as explained below.

Limits

After selecting the flight controls to be used with On Top, click the LIMITS button
to proceed with the calibration process. On this screen you will need to fully cycle
all the flight controls you wish to use —yoke, rudders, and throttle quadrant, as
applicable — through their full range of motion. It is important for On Top to know
how much travel is available in the physical controls. If the yoke or joystick has
manual trim control wheels or levers, center them before continuing. The limits
must be set every time you enter the LIMITS menu.

Cycling the Controls

Move your selected yoke or joystick full forward, full aft, full left and full right.
Release it, and verify that the dot representing the center position is within the
central green box. It need not be in the exact center of the box, just within it.
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Verify that the dot has turned from red to green. Note: You must move the con-
trols in both the pitch and roll axis before the dot will turn green.

If attached, apply full left and full right rudder pedal deflection. Verify that the dot
representing rudder position is near the center of the horizontal rudder scale bar
at the bottom of the display, and the dot is green.

If you have an external throttle quadrant or built-in throttle on your yoke or joy-
stick (and you wish to use it), cycle the levers full forward and full aft. Verify that
the levers show full deflection, and the green dot has traveled to the full top and
full bottom of the vertical scale. If this is not the case, reset the limits and cycle
your controls again.

Note that the first controls you actuate will be the controls that are calibrated. For
example, if you have a throttle on the yoke, as well as a throttle quadrant, the first
throttle selected will be the one that is calibrated. Should you choose incorrectly,
you may reset the limits and start again by pressing Test, then pressing Limits
again. When each control is fully articulated, the red dot will turn to green to
indicate satisfactory calibration. (If the controls are not calibrating properly, an
Advanced Mode calibration might be required.)

Note: Should you decide not to use the throttle on your yoke or joystick, do not
cycle the throttle control, thereby leaving the throttle dot red, and the mouse will
actuate the throttle lever.

Considerations for Configuring the Flight Controls

While it might seem you would want every physical control option to be used, con-
sider the throttle function of the mouse or the yoke/joystick. For example, if you
wish to attempt engine-out maneuvers in the Beech Baron, but are using your joy-
stick or yoke’s built-in, single-lever throttle, you might not want to use this feature.
Using the joystick or yoke’s throttle “welds” the left and right throttles together,
making it impossible to advance one and decrease the other. An engine-out emer-
gency in this flight control configuration ends up being a poor choice for accurate
simulation of the event.

The Precision Flight Controls (PFC) throttle quadrants shipped from ASA are typical-
ly 6-lever quadrants. These allow you to use the leftmost throttle, propeller, or mix-
ture lever to control the single-engine aircraft, while fully advancing or retarding
the rightmost levers to keep them out of your way. You may also keep the levers
together when simulating single-engine aircraft, and treat the pair as single levers.

PCATD users: always calibrate your system with the 6-lever quadrant attached. You
will be able to replace the 6-lever attachment with the 3-lever attachment at any
time without re-calibrating your controls. But if the 3-lever is used for the calibra-
tion process, On Top will not allow you to fly the twin-engine aircraft without
undergoing another calibration process.
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Buttons

On Top lets you assign functions to the buttons and knobs that appear on your joy-
stick or yoke, making the simulation easier and more realistic, because you can per-
form cockpit functions without ever taking your hand off the control. Gear can be
extended or retracted; flaps can be lowered or raised; the timer, an all-important
tool in precision and nonprecision approaches, can be stopped or started without
ever reaching for the mouse. All this is accomplished through the Buttons screen in
a simple and straightforward one-time setup.

When finished with the limits, press the box marked BUTTONS.

1. On the Buttons screen you’ll see the labels and symbols of the cockpit functions
that can be assigned to joystick or yoke buttons (trim, gear, flaps, look, trans-
mit, map, timer, autopilot disconnect). To assign one of the buttons a cockpit
task or duty, press and hold the desired flight control button while simultane-
ously clicking the left mouse button with the mouse arrow. Once activated, the
mouse arrow will turn into a “crosshair.” Release the button on your controller
and the function has now been assigned. When correctly assigned, the triangle,
square or circle associated with the function will turn from gray to black with
green filling the symbol when the control button is depressed.
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2. If you wish to change button assignments, depress the button on the control
and at the same time left-click the mouse pointer in the “Unassign” square in
the lower right area of the screen. Then reassign the button as desired. You
may also repeat the process in step 1 above, and the new assignment will
override the previous one.

3. If you press a button on the yoke or joystick and multiple switches light on
the Buttons screen, the switches are “multiplexed.” To correct this condition
so the buttons may be correctly assigned, return to the Flight Controls screen
and change the selection from “Normal” to “Multiplexed.” Detailed direc-
tions for this procedure are listed on Page 19 of this manual.

Note that while the Buttons are optional in the Personal Use mode, mandatory
components are required in the PCATD mode.

Done
When you are satisfied with the button assignments, press the DONE button and
return to the On Top cockpit to fly the simulator.

Test

The test page appears as a graphic compilation of the Limits and Buttons screens.
When the flight axes, throttle or buttons are actuated, the respective green dot or
symbol will appear.




Reset Calibration

At any time in the calibration routine, you may choose to press the Reset
Calibration button to start the calibration routine over. You would start by select-
ing the Flight Controls and proceed as outlined in the previous steps.

Advanced Mode

If you are unable to properly calibrate the flight controls in the basic calibration,
and you are an experienced computer user, you might use the Advanced Mode. The
Advanced Mode is more powerful, and therefore, requires a more detailed under-
standing of the calibration process. Unless you are confident of your abilities, we
recommend that you call ASA (800-ASA-2FLY) or check for support updates at
www.asa2fly.com.

The calibration interface model has been developed to permit new flight control
devices to work in conjunction with On Top. When fully implemented, ASA will
produce DLLs as new flight control hardware is developed for the simulation mar-
ket. For the present, flight controls that have been successfully used in the past will
work without requiring special accommodation. However, flight controls previously
not used, or incompatible, with On Top will require either the use of the Advanced
Mode calibration or development of the new drivers.

When you enter the Advanced Mode, you have command of the majority of cali-
bration settings. Across the top of the Advanced Mode screen, you will find but-
tons labeled, Exit, Reset, Calibrate, Scan, Buttons and Simple.

The top row buttons function as follows:

1. The “Exit” button returns the user to the On Top cockpit and saves the cur-
rent settings.

2. The “Reset” button functions in the same manner as the “Reset Calibration”
button in the basic calibration mode, which erases the data file storing the
settings and clears the calibration data.

3. The “Calibrate” button performs a quick calibration on the enabled devices
asterisked on the list (functions similarly to the basic calibration mode). When
the calibration is in progress, an asterisk is visible in the Calibrate button box
at the top of the screen.

4. The “Scan” button forces a poll of the devices attached to serial, game and
USB ports.

5. The “Buttons” box permits buttons to be assigned as in the basic calibration.
When the Buttons box is pressed, an asterisk appears to indicate that assign-
ments may be made or changed.

6. “Simple” returns the user to the basic calibration screen.
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The main portion of the screen displays a listing of the Human Interface Devices
(HIDs) reported by Windows, as well as specific DLLs written for known flight con-
trols that interface with On Top (e.g., the PCATD approved devices). HID is
Microsoft Corporation’s term for their built-in USB drivers that vendors such as CH
Products use to activate the yokes/joysticks in Windows. A listed item is therefore
either automatically detected or the program is “told” (by a DLL) that the device is
present. At the lower right portion of the screen is a graphic depiction of how the
simulator “sees” the inputs (Controls As Seen by the Simulator or CASS), similar to
the Limits and Test screens in the basic calibration.

To the right of the list are pairs of box buttons. When asterisked, the leftmost but-
ton on each line indicates that the device listed on the line is enabled (i.e., the sim-
ulator is actively using the device). The rightmost button has two possible functions
depending upon whether the left box is asterisked. If the right box is selected
when the left box is not enabled, a device configuration window appears. If the
left box is asterisked, or enabled, and the right box is also selected, an individual
calibration box appears for the flight control listed.
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Device Configuration Window

The configuration window varies by type of device. Most yokes and joysticks will
have a configuration box with four sections shown: Buttons, Default assignments,
Filter and Required precision.

In the Buttons section, there are three “radio-button” choices. ““Normal” indicates
that it is a HID device using the typical default settings. “Multiplexed” indicates
that the device has up to 15 buttons, which are encoded into a standard four-but-
ton sequence. If a device uses this setting, and is set to Normal, a button pressed on
the physical control, will cause two or more buttons appear to be pressed on the
screen. By selecting Multiplexed, On Top will be able to interpret the signal so that
each of the 15 control buttons may be individually assigned. ““CH Pro” is the name
given to the older multi-button flight controls that used the standard six-button
and two 4-way switch protocols. Examples of such controls are the CH FlightStick
Pro and the CH Virtual Pilot Pro yoke. The default setting is Normal.

The Default assignments section permits changeable or fixed channel assignments.

“Fixed” assignments are the default channel assignments predicated on the intend-
ed usage being known. For example, the hardware and software would read the
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gear switch on the throttle quadrant as fixed. Reassignment of this function is not
allowed in the calibration window. However, if “Changeable” is selected, the
default assignments would again be used, but reassignment of the function would
be permitted. The default setting is Fixed.

The Filter reads the signal being transmitted from the flight control, as the On Top
software recognizes it. Since the signal from USB devices is strong, a setting of
None will often suffice. Max of 2 indicates that a minimum of two, software reads
will occur to sample the signal (many errors are caused by dust on a resistor, caus-
ing a momentary ‘open circuit’ condition, which will produce an artificially high
reading). The Best of 3 selection will poll the device and discard the poorest read-
ing while averaging the remaining two. The default setting is Max of 2.

The Required Precision section allows for controls of lower resolution quality to
function with the simulator. If flight control is not capable of turning the red dot
to green, it could be due to inadequate resolution. There are three choices for
gauging the precision, Normal, Low and Very Low; these variables are self-explana-
tory. The default precision setting is Normal.

Individual Device Calibration Windows

The individual calibration window is potentially different for each device. It has
been designed so that future development in flight controls may be adopted to
make the simulation more realistic.

With both boxes associated with a single flight control asterisked, the individual
calibration window will appear. At the top of the box is a Calibrate button. When
pressed, the button will display an asterisk to indicate the listed flight control is
ready to be calibrated. A series of horizontal lines and boxes will appear within the
box. Before Calibrate is pressed, the CASS area will first display orange highlights
to indicate the anticipated functions to be calibrated. When Calibrate is actuated,
the orange will disappear and other color combinations will come into play (see
below for color-coding explanation).

You may now proceed to calibrate the controls as you normally would. Fully deflect
and articulate the controls, until the lines are black and the dots are green. Then
configure the buttons by simultaneously holding down a flight control button or
switch, and pressing the left mouse button with the arrow on either a box in the
calibrate window or a button symbol at the bottom of the screen. The crosshair will
appear, and the highlighted corresponding button (in either the calibrate window
or the button symbol) may now be pressed to complete the assignment. The order
does not matter, but the button must be “linked” from one part of the screen to
the other to complete the assignment.

Calibrate each flight control device separately (by placing an asterisk and removing

it after calibration), and when completed, asterisk the left box of the flight controls
being used. To resolve conflicts, you may alternately asterisk the right boxes of the

27



T Erwer B EEE SR E —

controls to determine which functions are double-assigned (see the color-coded
section below).

For the present, the calibration is depicted by lines with dots that move within the
limits of the line. A line may represent any control input. For example, on a typical
control yoke, the lines represent pitch, bank and yaw axes. The calibration box is
active when both the left and right buttons associated with a flight control are
asterisked.

All of the calibration modes are color-coded:

« A black line with a green dot indicates the line is active, assigned, and has
““good” data. If the dot remains red, “bad” data would be indicated and the
input would not be reliable (for yokes and joysticks both the pitch and bank axes
must be calibrated before either will turn green in the CASS area).

= A gray line indicates that the line has not been assigned, and no dot will appear
on the line. A gray line with a yellow dot indicates the input has a fixed assign-
ment and is presently disabled.
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 If the line is red, more than one function has been assigned. For example, a
throttle that is assigned from a yoke as well as a throttle quadrant will show a
red line in two calibration windows. For On Top to function correctly, one of the
assignments would have to be unassigned.

< In the lower right corner of the screen is the control box that depicts how the
simulator “sees” the controls (CASS). When a control is selected for calibration,
orange lines depict which functions the simulator expects to calibrate.

« Dark gray indicates that the channel has a fixed assignment, but is presently
disabled.

< Cyan indicates that an assignment has not been made, but the function is
“assignable.” Cyan can appear as a dot on a line or filler for a button symbol and
might appear on a white, gray or black background, depending on its status.

Altering Channel Assignments

A channel is assigned during a calibration routine. Once calibrated, you may assign
a control function, or remove the assignment, as you wish. To do so, place the
mouse pointer on the line or button and click the left mouse button. For example,
if the throttle on the yoke and the throttle on the quadrant are both assigned, first
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bring up the Calibrate window associated with the flight control function to be
removed (in this case, the yoke/joystick). Move the mouse pointer to the line that is
red, depicting the throttle, and click on it. The line will turn gray with a yellow dot.
(It is assumed in this example that you would want to use the throttle quadrant.)

Button States
A button can indicate four states:

1. Inactive —If a button is inactive, control hardware has not been assigned to
this function. The button or symbol would indicate a gray outline (circle) or
solid gray (square or triangle).

2. Off —The hardware has been assigned but is not actuated at this time. The
button or symbol would indicate a black outline (circle) or solid black (square
or triangle).

3. On—The hardware has been assigned and the flight control button is
actuated. The button or symbol would indicate a black outline, filled with
solid green.

4. Error — More than one button has been assigned. The button or symbol
would indicate a red outline and/or red fill.
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Calibration Data Files

On Top creates two files that determine the control settings. The plugins.dat file is
a machine-readable-only file, which automatically saves the calibration settings. It
was developed so that ASA might better support complex configurations. The user
cannot alter or modify this file.

The other file is one that the user generates, called a plugins.txt file. In the
Advanced Mode, the small plus sign in the upper right portion of the screen gener-
ates this text file. This file can be viewed with a text viewer, and will also be used
to troubleshoot calibration routines. ASA technical support may request that one
or both of the files be transmitted to help determine the most effective manner in

which to resolve unusual control configurations.

(Please note that adjustment of the flight controls in the Advanced Mode may not
be approved for use with PCATD configurations.)

Starting On Top: Personal and PCATD Use

Each time you start On Top, you will see the Title Screen. You may expedite the
introductory scenes by clicking the left button on your mouse, anywhere on the
screen after the ASA wings appear. You must choose Personal Use or PCATD (per-
sonal computer aviation training device) mode before the simulation will begin.

The distinction between On Top’s two modes is important. Selecting Personal Use
allows you to run On Top with virtually any yoke, joystick or rudder commercially
available. You will have use of external radio stacks and throttle quadrants (options
that are required in the PCATD mode), but the system won’t test for their control
response and presence.
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When PCATD is selected, On Top searches for the hardware required by the FAA to
qualify as a PCATD. After verifying the presence of these external flight controls,
On Top runs a self-test in which it gauges the response of the controls and estab-
lishes they are within the allowable limits. Only then does the PCATD mode launch
and allow you to fly On Top.

Do not select PCATD mode unless you have purchased your simulation package for
that specific task. Even if you have all the required hardware to qualify your simu-
lator setup as a PCATD, it might still be the case that you are not allowed to use
your unit as a PCATD, and may be in violation of Federal Aviation Regulations if
you do. Among other requirements, a PCATD must be used “in an integrated
ground and flight training curriculum,” it must be used in an instructor’s presence,
and it must be used jointly with “instructional material for flight lessons.”

If you purchased your system as a PCATD, then you have copies of the requisite
approval letters and registration documentation. For more details and information
regarding On Top’s PCATD mode, see the section of this handbook titled “PCATD
Mode” on Page 91.
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The On Top Cockpit

Once you have calibrated your flight controls, you are sent to the On Top cockpit. If
you look at the cockpit controls, switches and knobs, and think of them as belong-
ing to a real aircraft, you might not even need to read further. In other words,
while every knob, switch or toggle has a function, the switch gear acts just as it
does in the aircraft.

Generally speaking, every on-screen switch, lever, and knob can be “grabbed” by
the mouse (which acts as an extension of your hand), and applied just as in the air-
craft. Place the mouse cursor on the gear handle, left-click and hold down the but-
ton while sliding the mouse down to extend the gear, just as you would in a real
cockpit. Click the left or right side of a knob to rotate it. Many of On Top’s mouse-
activated controls can be replaced with physical controls such as external throttle
quadrants, flight consoles, and an avionics panel.
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The Control Menus

There are a series of buttons at the bottom center of the cockpit screen. The but-
tons provide a gateway in and out of the cockpit environment:

Map: Takes you to the On Top Map screen (see Page 72).

Setup: Takes you to the Setup Main Menu, where position, aircraft type, failures,
weather, and more can be defined (see Page 53).

Reset: Returns you to your “Default Startup” position (see Page 70).

Cal: Takes you to the Calibration screen (see Page 18).

Info: Provides details about your version of On Top.

Quit: Ends On Top, returns you to the Windows desktop.

Pause: If you need to momentarily “freeze” the simulation, press the “pause”
button. Press it again to resume flight. (You can also pause the simulation with the
AV-1 avionics panel by pressing the button in the lower right corner.)

Out-the-Window Views

Changing the Out-the-Window view is handy for circle-to-land approaches, and
when you want to look somewhere, other than straight ahead, to find the runway
or airport lights. There are two ways to adjust the Out-the-Window view: mouse
control or using the avionics panel controls.




1. Mouse

By left-clicking in the Out-the-Window area (above the cockpit) with the
mouse button, and then holding the button in and slowly sliding the mouse
from left to right, you can view the area on three sides of your airplane. If you
move the mouse slightly up or down at the same time, you can also see slight-
ly below or slightly above the horizon. When you release the mouse button,
you return to a level, straight-ahead view.

2. Avionics Panel

The buttons located at the top of the avionics panel adjust the Out-the-
Window view.

a. The top left and right buttons slew the view.
b. The top center button activates and deactivates the new view.

c. The lower buttons, from left to right, angle the view down, level the view,
or angle the view up.

Throttle, Prop, and Mixture

There are three ways to adjust power settings in
On Top: a built-in throttle on the yoke or joystick,
mouse control, or by using an external throttle
quadrant. In the first two cases, the methods are
often combined to handle all of the 3 or 6 levers
of high-performance singles and the twins.

1. Yoke or Joystick Built-In Throttle

If you calibrated your game controller’s throttle, it will be used to move

On Top’s on-screen throttle. Sliding it forward will increase the throttle, and
aft will decrease the throttle. If you are flying a twin-engine aircraft, the two
throttles are “welded” together, making engine-out work difficult at best,
and not recommended for proper multi-engine proficiency. We recommend
the Cirrus 6-lever throttle quadrant.

2. Mouse

On Top’s cockpit display shows the throttle and prop mixture levers at all
times. To use the mouse to control these, simply left click on the desired lever
and slide the mouse forward and aft—that’s all there is to it. If you previously
assigned your joystick or yoke to control throttle, this mode won’t work for
you.

There are six levers in the Beech Baron (as well as the Beech 1900*) cockpit.
Each of these can be moved independently, as described above, or together by

* (For a complete description of power management as well as other operating considerations, see the
Beech 1900 Basic Procedures section, Page 86.)
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TIP! If you are deep into a particular flight with the wind blowing you
off-course and the turbulence bouncing you against your seat straps, you
might not want to have to reach out, grab the mouse, place it on the on-
screen throttle lever and move it backward or forward. You might not have
time. In this case, simply click the right mouse button anywhere on the
screen and move it back and forth. It immediately grabs and activates the
throttle lever (and only the throttle lever) so you won’t have to take your
eyes off the primary flight instruments.

clicking between the lever pairs and sliding the mouse forward and aft.
Additionally, you can “synch” the engines or props by clicking between the
levers and slowly “twisting” the mouse left or right. This separates the levers
enough to synch the throttles or props if necessary, but doesn’t provide
enough difference between the two lever positions for engine-out practice.
You can also grab the left or right controls independently with the mouse by
clicking in the center of the control you want to adjust.

. External Throttle Quadrants

The external throttle quadrants are the simplest to use and the most realistic-
feeling. The levers move and feel just like those in the aircraft you fly. See
Page 10 for details on connecting and calibrating external throttle quadrants.
Only those external throttle quadrants or flight consoles listed and detailed in
the section, “Connecting Your Flight Controls” beginning on Page 7, are certi-
fied for use with On Top in PCATD mode.

Carburetor Heat and Cowl Flaps

Each On Top aircraft has the appropriate carburetor heat, alternate air or cowl flap
controls, and these show on the cockpit display on-screen. To move these levers in
the PCATD mode you must use the controls on the AV-1 panel. The changes to con-
trols will be reflected in the engine gauges on-screen, and the on-screen indicator
will show the relative position of the control.

In the lower left section of the AV-1 panel are two “rocker-type” switches labeled
CF and CF/CH, for carburetor heat and cowl flaps. Applying continuous pressure to
either or both of these rockers makes the on-screen carburetor heat or cowl flap
handle move, and selects the proper range. When flying the Beech Baron, both
rockers control cowl flaps, one for each engine.

Pitch Trim

Maintaining a constant pitch trim is arguably the most important flight task in
instrument flight. On Top gives you three methods to adjust pitch trim, but we will
first discuss the one wrong way.
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Many yokes and joysticks include pitch and bank trim controls on their bases or
sides. These controls may increase or reduce the amount of travel the mechanical
controller can use, but they have no affect on the aerodynamics of the simulator. It
would be like holding forward pressure as your real aircraft gradually increases
speed, until you are using all your arm strength just to maintain straight-and-level
flight. Not only would your arms get tired, but the amount of available elevator
travel is so limited that your aircraft becomes dynamically unstable in pitch. In the
three correct methods for adjusting pitch trim, On Top simulates the forces acting
on an elevator trim tab to more accurately mimic real flight.

1. Yoke or Joystick Buttons

If your joystick or yoke has at least two buttons, use these to control nose-up
and nose-down trim. Under “Buttons™ on Page 22 you’ll find instructions on
how to assign nose-up and nose-down trim to these buttons for the simplest
control of pitch trim. Once this is done, a quick, short click on the appropriate
button activates nose-down or nose-up trim, which you can verify by watching
the on-screen trim indicator on the cockpit display. Use small adjustments to
trim, gradually testing for the amount that will allow you to fly hands-free for
an extended period with only occasional control inputs.

2. On-Screen Trim Wheel

The On Top cockpit display includes a trim wheel. By left-clicking the wheel
and slowly moving the mouse up or down on the desktop, you will not only
see the wheel move, but “feel” the immediate changes in aerodynamics. This
method is not as precise as using your yoke or joystick’s pre-assigned buttons
to control trim, but it is the fastest way to stabilize trim.

3. Auto-Trim

Near the on-screen trim wheel is a button marked AUTO. This is the auto-trim
switch, and when pressed it immediately trims your control surfaces to obtain
the indicated pitch attitude.

a. Establish a stabilized airspeed; since airspeed is a function of pitch and
power, adjust the pitch/power setting as desired. Wait for desired/expected
airspeed to stabilize.

b. Mouse-click on the auto-trim switch, and hold down the mouse button.

c. Release your joystick or yoke, allowing it to center while the AUTO button
is being held down.

d. Release the AUTO switch by letting go of your mouse button.

Note: Trimming a simulator yoke or joystick is counter-intuitive to a pilot. In the air-
craft, the yoke is correctly positioned, and the trim is actuated to relieve the pres-
sure. In a simulator, pitch is established, trim is set, and the yoke is released until a
neutral or centered position is achieved. Thus the sequence is pitch, trim, release,
and pitch, trim, release until hands-off, level flight can be achieved.
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Gear and Flaps

As with pitch trim, there are a number of ways to set
gear and flaps in On Top.

1. Mouse

One way to control gear and flaps is to reach out

with the mouse pointer, left-click and hold the gear or flap handle, and drag
it to your desired position. Both gear and flaps show the appropriate delay in
transiting, so wait for a few seconds after setting the levers, until you see the
indicators reflecting the desired setting, before moving them again.

2. Yoke or Joystick Buttons

You can also use your yoke or joystick buttons to control gear and flaps by
assigning these tasks in the Calibration screen. See Page 21 for details.

3. External Throttle Quadrants

If you have a throttle quadrant and the required external controls interface
(ECI) or avionics panel, you can use the gear and flap levers built into these
devices. See Page 7 “Connecting Your Flight Controls” for details.

Alternate Static Source, Fuel Selector, Fuel Pump and Pitot Heat

Each of the Alt Static Source control, Fuel Selector, Pitot Heat (PH), and Fuel Pump
(FP) switches can be toggled on or off, or moved into another position, by clicking
with your mouse on the appropriate knob or switch.

gTatic | ALT
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Using the Avionics Panel

The picture and text on Page 15 show the location of these control switches on the
AV-1 panel.

NAV/COM Radios

Two COM radios and two NAV radios occupy the upper half of the on-screen radio
stack, with the same dual knobs and other features you would expect to see in real
aircraft.

To tune these knobs, left-click the left or right side of the inner or outer knob,

and watch the frequencies ascend or descend in the display area of the radio. The
frequency is tuned in the Standby window, or right half of the display, and activat-
ed by clicking the “flip-flop” button with the double-headed arrow between the
frequencies.
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To identify a particular NAVAID, click the Ident knob labeled VOL on the NAV radio
face. The audible Morse identifier for that station can be heard through your com-
puter speakers.

Suppose you don’t know the frequency of a particular NAVAID, or your chart is in
your airplane — On Top allows you to Auto-tune VORs, NDBs and localizers from
the map screen.

1. From the cockpit screen, click MAP.

2. Your current position is shown, along with
NAVAID symbols. If you can’t see the
NAVAID you are trying to tune, use the IN
and OUT buttons below the four directional
arrows (not below Profile*) to change the
map scale.

3. Click on the NAVAID you want to tune.

4. In the ID box that comes up, you will see
”Tune Nav 1 or ”Tune Nav 2,“ or in the case
of an NDB, simply ”Tune.*

5. Click your choice of radio to tune and that
frequency will be set in the cockpit.

6. Click RE-FLY or RESUME to return to
the cockpit.

Note: While the Map screen gives you this great tool to help you tune radios effort-
lessly, tuning in this manner does not save the frequencies in a saved scenario. See
Page 57, “Cockpit Options,” for setting frequencies in saved scenarios.

Using the AV-1 Avionics Panel

The frequency displays are shown on the simulated on-screen cockpit display, not
on the AV-1 panel. Each radio (COM1, COM2, NAV1, and NAV2) has a knob and
two buttons.

1. To change frequencies, turn the knob left or right to change whole digits;
press in and turn left or right to change numbers to the right of the decimal.

2. The white button (with double-headed arrow) acts as a Standby flip-flop to
swap frequencies from inactive to active.

3. The round gray button is the ident controller. Press it to hear the audible
Morse code identifier from the selected station.
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OBS and CDI Indicators

As with the frequency set knobs on the NAV/COM radios, all omni-bearing selec-
tors, course deviation indicators, and heading bugs in On Top can be set by clicking
the left or right side of the appropriate button.

You can rotate the desired function continually, with no need for repeated clicks, by
holding these buttons in. Simply hold the mouse button down until your heading or
course is under the indices. If you go too far, click the opposite side to realign it.

Using the Avionics Panel
The heading, OBS, and CDI controls are in the lower center of the Avionics Panel.

1. NAV1 controls the OBS or HSI selection of the NAV1 indicator.
2. HDG controls the heading bug.

3. NAV2 controls the OBS of the NAV2 indicator.

4. ADF rotates the compass card when RMI is selected.

Aligning Your DG

Repeatedly check that the heading under your Directional Gyro (DG) matches that
displayed by On Top’s “wet” compass mounted above the radio stack. Prior to start-
ing a flight, and several times in-flight, rotate the DG alignment knob by clicking
the left or right side with your mouse, until the heading matches the one displayed
by the compass. As the compass incorporates turning, acceleration and deceleration
errors, make sure you are flying straight and level in unaccelerated flight when you
adjust the DG.

Attitude Indicators

On Top’s Attitude Indicator can be adjusted by clicking left or right of the round
knob below the Al on the on-screen panel. As on the model it emulates, there is no
Attitude Indicator adjustment for the Flight Director attitude indicator.

Activating Runway Lights at Night

You may want to activate the runway lights on an approach down to minimums at
night. On Top does not automatically turn these lights on, but relies on its own
unique type of Pilot Controlled Lighting (PCL).
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To activate runway lights at night, ensure that the NAV1 OBS is tuned to within 10
degrees of the runway heading that you are the most closely aligned with.

For most precision approaches, the runway lights
are always lit on the landing runway since the
localizer or ILS points to the runway approach
end, and therefore the OBS is set within the requi-
site 10 degrees. But on an NDB approach, your
OBS may be set to the initial missed approach
heading. Or you may have flown a nonprecision
VOR approach on a final course of 70 degrees to
Runway 5. In either case, prior to landing or on
reaching the MAP, remember to rotate your NAV1
OBS to within 10 degrees of the runway heading.

RMI and ADF

On Top’s in-cockpit ADF unit controls either the ADF indicator or RMI head, as
selected in the Aircraft Setup screen and your Panel options (see Page 55).

On the face of the radio are single- and double-barreled pointer buttons. Clicking
each button rotates through the choices of what can drive that pointer: A for ADF,
N1 for the NAV1 radio and N2 for the NAV2 radio. In this way either the single or
double pointer can be tuned to VORs or NDBs.

To tune the NDB on this radio, click the left or right side of the outer knob to set
the first NDB digit, and the inner knob to control the second and third frequency
digit. To tune 388 on the ADF or RMI, you would use the outer knob to set 3, and
rotate the inner knob until 88 is shown on the display. Clicking the IDT button
audibly identifies the selected signal.

Using the Avionics Panel
The ADF controls, from left to right, are:

1. Single-needle NAVAID or station select.
. Double-needle NAVAID or station select.
. Frequency ident.

e

. Frequency swap, standby to active.
. Off, on, or standby switch.

o O~ WDN

. The frequency set knobs. Turn left or right to control ““hundreds” digit, press
in and turn left or right to control tens and singles.
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Transponder

Transponder squawk codes are set using the four round knobs under the face of the
transponder. Click left or right of the knobs to rotate them through the available digits.

Using the Avionics Panel

The four round knobs on the transponder (found below the ADF) represent the
four digits available for tuning a given squawk code. The leftmost white button
controls Ident, and the rightmost round knob controls the Off, Standby and Alt
functions of the transponder. Squawk codes set here are read from the transponder
display on the on-screen instrument panel.

Timer

On Top’s timer is located on the bottom center of the cockpit. i rir
Clicking START starts the timer. Clicking START again stops the LI

time. Clicking RESET resets the timer to zero. STARAT| RESET

Using the Avionics Panel

The TIMER switch on the left side of the panel below the transponder starts the
timer. Press the switch again to stop and reset the timer. Press it a third time to
restart the timer at zero and begin counting again.

Marker Beacons

The marker beacon receiver audio selector is a rocker switch
marked MB in the bottom left corner of the display. Press this
switch in by clicking on it, when marker beacon audio is desired.

Marker beacon indicators, located in the upper left-hand corner of the DG or HSI,
show the appropriate colors for outer, middle, and inner markers in the square as
the airplane crosses each beacon. They provide the audible signal only when within
the range published on the appropriate approach chart.
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Engine Sound

The automatic noise reduction (ANR) button is located in the upper
right corner of the glareshield. ANR simply cuts the background
engine noise to help the pilot discern the marker beacon tones.

Using the Avionics Panel
The upper left buttons, marked MB and ANR, control the corresponding functions.

Brakes

Once on the ground, press forward on the yoke or joystick to apply the brakes.
Gradually apply braking pressure so that you do not put excessive pressure on the
nosewheel. To activate the parking brake, hold the yoke or joystick fully forward
for 5 seconds, until the Brake light comes on. The light will flash yellow, with for-
ward yoke pressure, then turn red when this brake is set. To release the brake, hold
the yoke or joystick fully aft for 5 seconds, until the light goes off.

Autopilot

On Top’s cockpit includes a 2-axis autopilot with flight director, approach, back
course and navigation modes. It is located above or below the Heading and
Attitude Indicator cluster.

1. To turn the autopilot on, click the AP button.
2. To hold an altitude, establish that altitude, then click the ALT button.

3. To climb or descend from a set altitude, click and hold the DN or UP button
and the aircraft will descend at 500 feet per minute until the button is
released. Upon reaching the desired altitude, release the UP or DN button.

4. To hold a heading, rotate the heading bug on the DG or HSI to the desired
heading by clicking the left or right side of the heading bug knob. Click HDG.

5. To track direct to the station tuned in on NAV1, click NAV.

6. To track a localizer or ILS approach, navigate to within 30 degrees of the final
approach course and click the APP button. The autopilot might “hunt” for some
time depending on the intercept angle, but will eventually settle to the localizer
heading. If intercepted below glideslope, when the glideslope indication reaches
the center of NAV1 (or the HSI) the autopilot will control pitch trim to establish
a descent angle. Use power, gear, and flaps to further adjust speed and pitch.

7. To track a localizer back course, intercept the course within 30 degrees and
click the black button.

8. If the Flight Director is selected as an option in Aircraft Setup (see Pages 48-49),
an FD button will turn the command bars on or off.
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Using the Avionics Panel
The autopilot controls occupy the space below the DG/HSI. The buttons on the face
of the panel mimic those on-screen:
1. The left rocker switch controls the UP and DN functions of the autopilot.
2. The two leftmost buttons control (from left to right) HDG and ALT functions.
3. The three center buttons control (from left to right) NAV, APP and BC modes.
4. The rightmost button is autopilot ON/OFF, or AP.

5. When the Flight Director is installed in the cockpit using Aircraft Setup, simul-
taneously pressing HDG and ALT turns the command bars on or off.

DME

The DME readout is below the DG or HSI and above
the autopilot. Clicking N1 selects the distance from
NAV1, N2 selects the distance from NAV2 (this rocker switch is in the bottom left
part of the cockpit). If the tuned NAV1 or NAV2 frequency does not have distance
measuring equipment built into the station, no readout is available.

The On Top DME measures “slant-range” distance, just as DMEs do in real life. At
an altitude of 5,200 feet above the station, your DME readout will show one mile
on station passage. After passage, the distance will increase. When associated with
an ILS, DME distance originates at the localizer transmitter location. Thus, the DME
will display the distance to the localizer transmitter when over the runway thresh-
old; e.g., approximately 1 mile with a 5,000-foot runway.

Using the Avionics Panel

The N1 and N2 DME controls are located in the lower left side of the avionics
panel, above the “Cowl Flaps/Carb Heat” levers. Pushing the buttons selects the
respective NAVAID just as clicking N1 or N2 in the cockpit does.

GPS

On Top’s GPS-1000 is a VFR GPS with a complete database of On Top’s airports, NAVAIDs,
and intersections or fixes. It functions as a point-to-point navigational aid and can store,
edit, and fly pre-programmed routes. When actively flying a Route or Direct-to naviga-
tion, the GPS-1000 can be slaved to either NAV1 or the HSI, whichever is currently

being used.

The GPS-1000 uses 4 primary control switches, two Control Knobs (left and right)
and one ENT, or Enter, button.

1. D> is the Direct-to button, for flying direct to a desired waypoint.
2. RTE is the Route button, and opens the Route Selection page.
3. DB opens the Database page.
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4. EDT is the Edit function, used with the Route
and Database functions.

5. The left control knob controls cursor position
in the Direct-to, Route and Database pages.
Rotate the knob clockwise to move your cursor

sEmmem O O

right, counterclockwise to move it to the left. LPS

6. The right control knob controls the alphanu-
meric characters used in these pages. Alpha characters are followed by num-
bers 0 through 9 and an “empty* character, before starting again with the
”A* character.

When the GPS is not actively running a route or Direct-to navigation, the display
provides a readout of ground speed and current latitude/longitude, along with a
”Not in Use* message. The lat/long is accurate to the real world: overflying a
NAVAID or airport reveals the actual lat/long of that point.

When running a Route, or in Direct-to mode, the display shows:
1. The next waypoint identifier.
. CDI needle.
. To/From arrow on CDI needle.
. DTK, the desired track to the next waypoint.
. TRK, the actual track to the next waypoint.
. GS, the actual ground speed relative to the selected waypoint.
. TTWP, time to waypoint in an hours:minutes format.

00 N O O A WDN

. NTRK, when it appears, means next track in a route, the heading to the next
waypoint that will appear on the GPS.

Direct-To Navigation

On Top’s GPS-1000 allows Direct-to navigation to the airports, NAVAIDs, and inter-
sections contained in the program’s database. When selecting one of these destina-
tions for Direct-to usage or creating Routes (as explored later), remember that each
airport, NAVAID, or intersection must be preceded by the appropriate identifier:

« K goes before airports, as in KORD for Chicago O’Hare.

< V precedes VORs, so the OED VORTAC (Medford, Oregon) is entered as VOED.

< N precedes NDBs, so the Prahl NDB (PLV) in Aurora, Oregon, is entered as NPLV.

< F precedes intersections (fixes), so the MERMA intersection is entered as
FMERMA.

(Note: When using international database features, the ICAO country code must be
included in the identifier.)
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To navigate Direct-to a NAVAID:
1. Click the D> button on the GPS.

2. Use the right control knob to select K, V, N
or F for the waypoint identifier.

sEmmem O O

3. Use the left control knob to move the cursor LP5

to the second display position, by clicking
the right side of the knob once.

4. Rotate the right control knob to select the first character of the desired air-
port or NAVAID; for example, “O” in OED.

5. Use the left control knob to move the cursor to the next position.

6. Rotate the right control knob to select the second character of the desired air-
port or NAVAID; “E” in OED.

7. Use the left control knob again, to move the cursor to the third position

8. Rotate the right control knob to select the third character in the identifier;
“D” in OED.

9. When the desired waypoint identifier (K, V, N or F) and waypoint is displayed,
as in VOED, click ENT.

10. When you return to the CDI display you will see the identifier, the CDI showing
the direction to turn towards the course, TRK, DTK, Groundspeed, and TTWP.

11. If you make a mistake while entering a NAVAID identifier, use the left control
knob to reposition the cursor over the error, and use the right control knob to
re-enter the letter or number.

The cursor now shows the bearing to your selected waypoint. It always shows the
bearing from the time you selected ENT, not from your current position. If you
delay in turning to the correct heading, the deflection angle may be too great to
compensate. To get a new bearing, click D> again, and press ENT. Since your
NAVAID is already selected, the GPS-1000 will recalculate the bearing and show you
a new CDI deflection from your now-present position.

Important: The GPS may be slaved to your primary navigation unit, whether HSI or
CDL. In either case, it is now showing the displacement between your course and the
desired course, but it is not aligned with the GPS DTK heading. Rotate the OBS until
the heading shown in DTK on the GPS is under the index on your HSI or VOR head.
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Creating a Route

Follow the steps below to learn how to create, store, and fly a route from Portland-
Troutdale Airport (KTTD), to the Prahl NDB near Aurora, OR (NPLV), to the Eugene
VORTAC (VEUG), to the Rogue Valley VOR (VOED), to our final destination, KSIY,
Siskiyou County Airport in Northern California. For the purposes of this example,
the aircraft may be in flight, however, you might wish to position it on the ground
so you can devote your attention to the task at hand. If you want to position your-
self at Portland-Troutdale for immediate takeoff when the programming is com-
plete, refer to ”Position* on Page 59. Make sure altitude is set to the field eleva-
tion and airspeed is set to zero, and the gear, if applicable, is in the down position.
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1. Click the RTE button to see the Select Route page. Routes are numbered 0
through 9, and when in use an active route is labeled A.

2. Under the Select Route page, rotate the left control knob to select 1, which
will be the Route Number for our new route.

3. Click EDT to open the Edit Route page.

4. If ”Insert* is showing on the screen, there will also be an ”up* arrow on the
screen that shows where the waypoint will appear in the route. START and
END in the route are always the first and last waypoint, respectively. Your
departure airport (or first NAVAID) should be placed after START and your
destination before END. Click ENT if “Insert™ is on the screen with the “up”
arrow following START.

5. If “Insert” is not on the display, click the clockwise side of the right control
knob until “Insert” appears after START. Click ENT.

6. You can now enter your identifier. Click the left control knob to move the cur-
sor to the second position (since K is already selected in position 1, for Airport).

7. Using the same combination of left control knob and right control knob as in Direct-
to navigation, set KTTD (the display will read “Portland Troutdale” for verification).
When finished with the identifier, proceed to the next step without clicking ENT.

8. Rotate the left control knob clockwise to move the cursor right, until the
“Insert” notification appears. Click ENT.

9. Now you can enter your second waypoint. This is NPLV, so you must change
the first character from “K” to “N” before preceding. Use the left and right
control knobs as before.
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10.

11.
12.
13.
14,
15.

When NPLV is entered, rotate the left control knob to move the cursor right
until “Insert” appears again. You now have a route consisting of “TTD to PLV,”
and you will enter another waypoint. When “Insert” appears, click ENT.

Using the left and right control knobs, select VEUG.

Rotate the left control knob until “Insert” appears, then press ENT.
Enter the fourth waypoint, VOED.

Rotate the left control knob until “Insert”” appears, and press ENT.
Enter the destination airport, KSIY. Press ENT.

After this you are returned to the CDI page, and may fly the route.

Note: The route is not yet saved.

Saving and Storing a Route

1.
2,
3.
4.
5,

From where you left off in the previous example, click the DB button.

Rotate the left control knob to select Route 1 (or the route number desired).
Rotate the right control knob until “Store” is displayed.

Click ENT and the route is stored as Route 1 (or the selected route number).
Other options on the DB page are erasing a stored route, or activating a route.

Flying a Stored Route

You have created a route, saved it as Route 1, and now are prepared to fly it. If you
continue from the previous examples, you can just begin to fly— but first, suppose
you have left this route and need to recall it.

1.
2.

Click the RTE button to see the saved routes.

Rotate the left control knob to select Route 1. The route notations may show
as “5 - 5” on this display, which is shorthand referring to the route that the
GPS uses.

. Click ENT to confirm this route and return to the CDI display.

4. If you want to view this route to review and verify the waypoints, click EDT

and use the left control knob to scroll through the route and read the way-
points. When satisfied, make sure neither “Insert” nor “Delete” is showing on
the display (if so, move the cursor one click to the right or left with the left
control knob) and click ENT again.

From this point, you can be anywhere in the world and still fly the route. The GPS
will simply give you a track and time to get to the first waypoint, KTTD. However, if
you are across the country and didn’t position yourself at Portland-Troutdale, the
time remaining may show something like “23 hours:28 minutes.” In the interest of
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time, reposition yourself at KTTD for departure on Runway 25, airspeed zero and
altitude 125 feet. (See ““Position,” Page 59.)

On the ground on Runway 25 at Portland-Troutdale, advance the throttles and the
CDI display comes alive. It shows KTTD as your waypoint (it won’t proceed to the
PLV NDB until you reach the center of the runway on takeoff), and it shows your
time to next waypoint and ground speed. It displays the current track under TTK
and the desired track under DTK. The CDI indicates the direction to turn to achieve
the desired track.

Editing a Route

You might want to change the route you’re flying by either adding or deleting a
waypoint. After programming a route, you can edit the route in flight to accom-
plish this.

1. With the route running, click EDT to select the route.

2. Use the left control knob to select A, the “Active” route. Warning: If you
select Route 1, the currently running route, this deletion or addition of way-
points will be permanent.

3. To delete the second waypoint, the PLV NDB, use the left control knob to
move the cursor through the route description until it rests just before the
NPLV identifier.

4. Rotate the right control knob until “Insert” changes to “Delete,”” and click ENT.

5. Now the Active Route proceeds directly from Portland-Troutdale airport to the
Eugene VOR. Route 1, however, still contains NPLV.

6. Rotate the left control knob one click either direction. This moves the cursor
away from the waypoint “Insert/Delete” position. Click ENT to return to the
CDI display and the revised route.

7. Adding waypoints to active routes is performed the same way, using the left
control knob to determine entry position, and the right control knob to select
“Insert” rather than “Delete.”

GPS Approaches

The GPS-1000 can be used to monitor approaches as well as gain an operational
understanding of how an IFR GPS approach works. The GPS-1000 simulates a VFR
GPS; this method was chosen because each GPS is different in the way they select
their airports, runways, and approaches, and warn of an approach outside GPS
approach limits. Each one has, to an extent, its own rules. Alternately, the GPS-1000
can be programmed to fly GPS approaches that are generic in terms of how they
are loaded or created, yet point you through the route just as specified on GPS
approach plates.
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Creating and flying GPS approaches in On Top is no replacement for achieving a
thorough and complete understanding of how the certified IFR GPS in your air-
plane operates, loads and flies approaches.

However, as an example, use the GPS Runway 15 Approach into Renton Municipal,
near Seattle. To create the GPS Approach, follow these steps:

1. Click RTE to select an available route. Route positions are numbered 0
through 9, and a previously-stored route will contain numbers or one of the
identifier names.

2. When an empty route location is selected, click EDT to begin editing the route.

3. If “Insert” is already selected, click ENT to enter the first waypoint on the app-
roach. If not, rotate the right control knob until “Insert” appears and click ENT.

4. Looking at the plate reproduced on Page 51, one of the initial approach fixes
in the approach is the waypoint Havho. Using the left control knob for cursor
position and the right control knob for character, enter FHAVHO.

5. Turn the left control knob until “Insert” appears and click ENT.

6. Enter the second waypoint, Lutsy, as FLUTSY (the preceding
F stands for “fix’"). Click ENT.

7. Turn the left control knob until “Insert” appears and click ENT.
8. Enter the third waypoint, Bleir, as FBLEIR.
9. Turn the left control knob until “Insert” appears, and click ENT.

10. Enter the fourth waypoint, Enedy intersection, which is also the Missed
Approach Point, as FENEDY.

11. Enter the final waypoint, Blako, which is also the missed Approach Holding
Point, as FBLAKO.

12. Click ENT. You've returned to the CDI page; click DB to bring up the
Database page.

13. Select 4 (Route number 4, or whatever route you initially chose to edit to make
this approach) with the left control knob, select STORE with the right control
knob, and press ENT. The screen indication changes to “DONE”” and you have
saved the route that makes up the Renton GPS Runway 15 Approach.

Note: As you pass the final waypoint that was programmed, On Top’s GPS receiver
returns to the “NOT IN USE” screen. If you plan to fly the missed approach proce-
dure, you may either program Blako into your route multiple times (i.e., each time
that you anticipate crossing the fix) or press the Direct To button on the GPS receiv-
er, which will suggest the last programmed waypoint, in this case, Blako.

If you now position your aircraft at 2,000 feet east of Havho, (explained in detail in
the section “Position,” Page 59), and wish to fly the approach, click RTE to choose a

50



Orig-A 01053

GPS RWY 15

AL-5396 (FAA)}

RENTON MUNI (RNT)
RENTON, WASHINGTON

2000
" 155° (5.3}

ATIS *126.95
SEATTLE APP CON
119.2284.7
RENTON TOWER *
124.7 (CTAF) § 256.9
GND CON

121.6 256.9
UNICOM 122.950

3148
2160 A A
<3020

MISSED APPROACH

N
ELEV 29 | Rwy 33 Idg 5039
Rwy 15 Idg 5082’
MZE ] Nisatro
22

Procedure
Turn NA Climb to 1700, then climbing
BLEIR left turn to 5000 direct st
sy BLAKO WP and hold. ‘&~ ENEDY
2000 | 154 % b
2000 eNnepy ¢
3.63°
TWR =
5NM 3.3 NM—f=—1.7—
CATEGORY A [ B C D 206 A
R - 740-2 740-2V4
15 740-1 718 800-1) 718(800-2) | 7181800-2%) |, 446
CIRCLING 900-1 900-1v4 920-2% 920-3
871 (900-1) 871 (900-1%) | 891 (900-2%) 891 {900-3)
When control tower closed, use Seattle- Tacoma Intl altimeter setting.
VANA
286 A

MIRL Rwy 15-33 0

REIL Rwys 15and 33

NOT TO BE USED FOR NAVIGATION

51



route, dial in the selected route number with the left control knob, and click ENT.
The GPS will give you an immediate vector to Havho and start the approach.

The GPS can be slaved to the NAV1 or the HSI (unless you are using the direct-to
function), and you will want to manually change the OBS to match the indicated
desired track, or DTK, shown on the GPS. Additionally, keep close watch on the GPS
readout. When the indication shows NTRK, next track, station passage is imminent.
Rotate your OBS to the heading indicated under NTRK, but continue to fly your cur-
rent course until station passage is confirmed by the change in waypoint identifier
on the GPS. The distance to the waypoint is only accurate when less than 100 NM.

This method for programming and flying GPS approaches does not guarantee pro-
ficiency with your IFR-certified GPS. However, by programming and flying GPS
approaches in On Top you can become comfortable with the system before encoun-
tering these approaches for the first time in the air.

Using the Avionics Panel

The AV-1 panel has controls for the GPS-1000, located below the NAV/COM controls.
Four white buttons represent (from left to right) the D>, RTE, DB, and EDT buttons
that appear on-screen. The two round knobs represent the on-screen left and right
control knobs. The far right button represents the ENT button. All programming
remains the same, with the CDI, Route and Database pages appearing on-screen.

Moving Map

A basic Moving Map display is included as a panel setup option in the On Top cock-
pit. Page 55 gives details on selecting panel options, under “Aircraft” in the Panel
section. When the Moving Map is selected, IN and OUT buttons appear below it on
your cockpit display. Clicking IN zooms-in your map view, clicking OUT zooms-out
the display to show more area.

Using the Avionics Panel

The AV-1 panel includes IN and OUT buttons that
correspond to the on-screen Moving Map controls.
These are located below the Timer controls in the
lower left quadrant of the AV-1 panel.
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Flying On Top
Once you know how all the controls work, and have an understanding of the cock-

pit layout, you are ready to start flying. Until you change the STARTUP sequence,
each On Top aircraft will start on the runway with the engines running.

Aircraft, cockpit, position, weather, and failure setups are called ““scenarios.” A sce-
nario is not only the position of your aircraft prior to an approach, cross-country
flight or departure procedure (DP), but the environment as well. What is the weath-
er? How will it change in the next hour? What are the chances that a system or
instrument will fail? This section will detail different ways you can use On Top’s
“Setup” screens to create realistic, challenging flight scenarios.

Setup Screens

From the On Top cockpit, select Setup to enter any of On Top’s Setup Options:
Aircraft, Cockpit, Position, Weather, or Failures.

When you select Setup, all values of posi-
tion, failure status, weather, RPM and
throttle setting, even aircraft attitude, are E‘UUF"JE& pi FLAPS | ey
brought into the Setup area. Anything or
everything can be changed; it’s all up to
you. All current conditions are brought with you. In other words, if you have just
crashed at a 90-degree nose-down pitch and with 25 degrees of bank, and go to
Setup to change your heading, altitude, position, or even your aircraft type, but fail
to change your aircraft pitch and bank, you will start your new scenario 90 degrees
nose down and 25 degrees on your side. See the instructions on using the Set and
Reset Setup buttons for more details.

e a
EITFI'”':E ALT “:':'WLII‘ SHLrI.

MAF | ZETUF| RESET| CAL IHFO | QUIT |FRUSE

Click the Setup Button to reveal the following Setup screen choices:

1. Aircraft. Choose the aircraft you will be flying, and configure its weight, fuel
load and cockpit instrumentation.

2. Cockpit. Determine the configuration of all the cockpit controls for your
flight, and preset navigation and communication frequencies. These controls
include your airspeed, RPM and manifold pressure settings, gear, flap, carbure-
tor heat, and a host of other cockpit settings.

3. Position. Allows you to select the starting point of your scenario, along with
aircraft altitude and heading.

4. Weather. Determine cloud tops, bases, winds, turbulence and more.

5. Failures. Select which instrument(s) or system(s) will specifically or randomly
fail, over what time period.
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Below the buttons that select which Setup screen you’d like to work with are the
Setup Menu’s control buttons. From left to right:

6.

10.
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Load Startup and Save Startup. Allows you to recall and modify your start-
up position (Load Startup), or create a new default starting position for every
time you begin On Top (Save Startup).

. Load Setup and Save Setup. Allows you to bring up a saved scenario (Load),

or save the current scenario for future use (Save Setup). All changes to
Aircraft, Cockpit, Position, etc. will be saved.

. Reset Setup. Returns all the values in the Setup fields to what they were

when you entered Setup. Returns aircraft to the original location and condi-
tions to original settings.

. Set. Sets the options you’ve just selected and returns you to the On Top cock-

pit. This is different from Reset Setup in that Set also lets you make changes
in mid-flight without resetting or reloading the entire scenario. Changes
made to any Setup screen affect the course of the flight currently being
flown, but when you return to the cockpit you will be in the same geographic
position from which you entered the Setup Menu unless you changed the air-
craft position.

Cancel. Voids all changes you’ve made to the Setup Screens and returns you
to the cockpit.



Each of these options remains visible at the bottom of your screen as you go from
Setup Screen to Setup Screen within the program. This allows you to set two areas,
such as Aircraft and Failures, yet leave all other options untouched.

More on Reset: If you've set up the perfect scenario, but want to now try it with
gusting, 30-knot winds blowing at right angles to the runway, simply go into Setup,
change Weather, and return to your cockpit by clicking Reset Setup. You will return
to the beginning of your last scenario, in terms of position, aircraft, etc., but with
all-new weather. If you want to try it in another aircraft, make sure you adjust the
settings for engine and configuration when setting cockpit options (Page 57).

More on Set: You can change settings in mid-flight without having to re-fly an entire
route, by changing one option such as cloud bases, and clicking Set. This returns you
to where you entered Setup from, but with only your last changes activated. You
won’t have to re-fly everything leading up to the time you entered Setup.

Entering Your Data

Next to every field in the Setup screens are UP or DOWN arrows for scrolling
through numbers 0 through 9 until the one you want is selected. You may also click
in any field, and use the backspace key on the keyboard to clear the field. Then type
in the desired number, and press Enter to set the desired number in that field.

Aircraft

Click “Aircraft” to go to On Top’s Aircraft Selection screen. On the left side of the
screen are your aircraft choices. Click any of the aircraft, and the right side of your
screen will display (if your computer

supports 16-bit graphics) an image

of your selected aircraft. Below the

aircraft image are buttons labeled

Panel and Weight.

Panel

To select the cockpit instruments for
your flight.

1. The cockpit image has several 4]
positions, representing avail-
able instrument locations.
Below each is a column repre-
senting the positions, and fol-
lowing horizontally to the
right, options available for that
position. Click one instrument
for each position.

b
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2. When clicked, each instrument name is highlighted to show you which instru-
ment will be in what position when you return to your cockpit.

3. In some aircraft panels, instruments will be shown in the on-screen avionics
stack in the cockpit.

Note: The FD option allows you to use a Flight Director with your autopilot.

PCATD and Personal Use modes have different choices regarding Panel setup, as
dictated by FAA Advisory Circular 61-126 which governs PCATDs and their usage.
The above description is used in Personal Use mode only. See the section “Personal
vs. PCATD Use” on Page 92 for a description of the distinct choices in the two sepa-
rate modes.

Weight
Click “Weight” to reveal the weight and Weight

loading options for the selected aircraft.
9 9P A Empty Welght Lbs
1. The aircraft’s empty weight is shown at
the top, and is not adjustable. Passengers and Load [ Lbs

2. The weight of passengers and payload &l
can be modified by clicking the UP or Fuel Left  [IEDN Gals IELCN Lbs Ix

DOWN arrows next to the weight Fuel Right [N Gal= IEXE Lbs [ 4]
shown. =
3. Fuel Left shows the gallons and weight Gross Weight IEIEN Lbs
(in pounds) of the fuel in the left tank.
. . .. THETS PRI P FOF DRRRLNCH NRPTREE ST
You can modify this by clicking the UP P CULR WOT B LTI E) PN RGP NTMITEAPK) AL

or DOWN arrows next to this amount.

4. Fuel Right shows the gallons and Panel __

weight (in pounds) of the fuel in the
right tank. You can modify this by clicking the UP or DOWN arrows next to
this amount.

5. Gross Weight is the total weight of all the aircraft options selected above, and
is shown in yellow if the weight is below the published gross takeoff weight
for that aircraft, or in red if the weight is above this value.

Important: The weight affects the aircraft’s flight dynamics and handling qualities.
While the program will let you fly at over-gross weight, do not be surprised if the
performance numbers are inaccurate, and the aircraft handles poorly.

When you finish selecting your aircraft, weight, and panel options, click Set to
return to your last position with only a new aircraft selected and all other variables
the same; or, click Cockpit, Position, Weather or Failures to continue with other
Setup options.
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Cockpit Options

The Cockpit Setup screen is where your aircraft conditions are set prior to the
flight. What are the radios tuned to? What are the aircraft’s altitude, airspeed and
heading? How are your flight controls set? The Cockpit Setup screen determines
these factors.
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