


Enjoy these other great games from MPS Labs:

Aitbomne Ranger: the game of real-fime man-to-man combat
You parachute deep info enemy ferifory on desperate
solo missions against overwhelming odd.

“An arcade-slyle game from MicroProse? Yes, and a
damed good one.” Compute!’s Gazefte
-19 Stealth Fighter: the levo\uﬂcnalv contol foht mioior
based on America's fadar-elusive jet. Super 3-D Graphics
display fer ‘ergets on Thowsands of missons with
breathtaking clarify and detall. Sneaking past enemy radar
adds unprecedented excitement.
# Winner, Best Smulation Award, Software Publishers Assn. <
1Colly 19 Stecih Fghter  compuier game i ke calling
the Pacific Ocean a puddle. PC Resource

Gunship: the bestseling simuiation of the world's most
formidoble aftack helicopter. The AH-64A *Apache” skims
freetops at 110 knofs o surprise fargets with a 30mm gun
and air-fo-ground missiees. Solic-filed 3-D graphics draw you
o the Getln for infense, heart-pounding combat.

kable piece of simulation soffware.”  PC Week

Piratest: oction-adventure role-playing simulation of fortune-
hunting on the Spanish Main. Infriguing scenarios develop
around sailing, smuggling. sea battles, sword fights, land
campaigns, artilery bombardments, rescues, freasure-
hunting, poitics and love affairs. Over 50 historically
authentic Caribbean fowns fo visit, frade with, and plunder.
*Action Game of the Year, 1988.* Computer Gaming World

Red Storm Rising: Immerse yourself in nuclear submarine
fechnology. ano\m enemy ships and subs with sonar and
rador — and keep them from zeroing in on you. Once you
know who's out there — and where — you have the latest
torpedoes and missiles designed just for them. Based on
Tom Clancy's best-seling novel, developed with his advice.
*Don’t miss this one... highest recommendation.” Compute!

Look for this mid-1989 release from MPS Labs:

M Tank Platoon: You're in command of four tanks, each with
four men. Give orders fo Lt ane M1 or all four at once.
Toke over as com v gunner or diver in any fank. Call
in air support, -nlanw " ofoer Tanks fo holp. Spectaculor
Super 3-D Graphics create reak-ife, real-war roling ferrain,

And Coming Soon:

Sword of the Samurai. Unparalieled action-adventure, role-
playing simulation in feudal Japan. A true advance in the
art and science of game design
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The F-15E Strike Eagle.

Designer/Manufacturer: McDonnell Dougias, USA
Role: Strike Fighter

Crew: Two

Mission Weight ot Takeoft: 35 fons

Engines: Two General Electric F110 engines
Range: 1200 kms

Ceiling: 65000

Maximum Speed at 0: 810 kis.
Maximum Speed ot 36000': 1260 kis or more
Maneuverabilty: Very Good

The F-1SE Strike Eagle s the latest in a long line of F-15 Eagles, whose
development began i the mid ‘60s. Originally conceived as on ultro-
powertul, ultra-fost fighter, the design info
an air-superiority fighter with ground-attack capabilies.

The F-15 Stike Eagle is one of the fastest. most maneuverable. and
Iafest aitfo-air and airto-giound amament n addifion o fis 20mm
oo, T ctes venicr of e/ Strke Eagle is equipped with a sophis-

IR/TV /laser targef thot allows the pilot fo
26 cioas up views (o TV & thesma of he terge af ol rmes,




Dear Friends and
Fellow Computer Pilots

Itis with great pleasure that we at MicroProse bring you the
sedquel to our award winning, all-time-best-selling product F-15
STRIXE EAGLE, which started the combat flight simulator market
Whitten in 1984 by Mr. Sid Meier, MicroPrase Co-Tounder, and
platested by me, Major “Wild Bill” Stealey, -15 STRINE EAGLE
set a standard that is hard to top — but we are going to try!

We have taken all of our flying and flight simulation experi
ence, combined it with our Super 3-D Graphics system, and brought
you F-15 STRIKE EAGLE I1. We think we ‘ve done it again: a
combat flying simulation that is fun, exciting, challenging, and
educational. We hope you agree!

So, with our best wishes and opes for your continued success,

and also our desire to continue to do the best combat flying simula
tions in the world, Sid and I bring you F-15 STRIXE EAGLE 11!

Good flying to you,
U ke /5 edd lealtiey
WAL Bill” Stealey, President
Fighter Pilot
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NTRODUCTION

The pilot glances up at his HUD fo verify his suspicions. It's true: the.
Iranian SAM battery ot Bushehr s stil active — the computer says it fired
fhe SA-12 that almost fook off he wing of the fighter.

erinto a90°
sk, cousing he screaming ke Eoglafo angelef i o deep tun that
to the max. The pilot

o his AGM 66D “Maveriek- misle ond a mall square box appears on
JD showir

already sees the target. The SAM rodar at Bushehr. 30 iicks away. pops
into view on the fracking camera CRT.
Just 0s the box on the HUD changes fo a circle, indicating the
A e

ighton
MIG-29 fiing AA-10.

“S0, the Russians are getting involved in this litie party tool”

The pilot taps another button and the range of his scanning rador

xpands 1o show the enemy MIG behind him about 20 kicks. At that

seconds from impact. The pilot squeezes the frigger to release @ chaff
cartridge and swings into a fight right furm. The missie flies through the
chaff and om ma ofher side only fo discover that the sieek Strike Eagle
hos disappe

The pnm .ous the f.gme: upside-down and pulk fhe stick ol the way
back. the fight
heading. Tho MIG is here,right i fronf The pmv Quicky taps tho buffon
fo arm an AIM-9M *Sidewinder.” The tracking box appears around the
enemy jet and immediately becomes a circle.

s o o phot 2 s He e L35 o ok G me
Sidewinder finds
explosion 15,000 below.

before the enemy jet sams info the ground. another hom
sounds. The message on the HUD now is: SAM radar t Bushehr firing SA-

pilot rearms his Maverick, Circles around so that he’s flying
perpendcmar 10 the approaching missile. and begins fo fum i
. but the pilot g

o't keep up. I ushes harmiessly pas fhe Sike Eagie’ fal. Now the
fighter tums foward Bushehr with G vengeance.

One hundred-wenty miles away. high above the Middle Eastern
plains, an American AWACS defects two MIG- 2\5 faking off from the
funway at Bar tothe

company. He switches his tactical rodar display fo long onge and
begins "uckmg the progress of the MiGs.

as fhe piot adjusts his heading o bore in on the enemy SAM sie of
Bushehr. As he crosses the lranian coastiine his fracking box changes fo



a circle and he launches the missie, which has made an electronic
snapshot of the target with ifs video-like camera and will fiy directly info
its center.

Betova the Maverick hifs the torgef he pilot heads back foward Al

hethovs e energy advantage on the MiGs he's been wotching. He
«arms an AIM-120A AMRAAM and gets ready to fire.
The MiGs are 40 Kicks away now but coming on fast os the Strike

125,000
for the two MIGs. A hor sounds and another message appea
Maybeit's ot no' 1o

chauenqs ailof them. but the

The pilot launches @ pair  of AVRAAMs, then recches over ond i
the ansmumev switch. Thefe is @ sudden explosion s fuel is dumped
| The piot pitches.

e noso down nd begins o ive, gaining even more

With a resounding crash, the Eagle breaks the sound bartier, as first
one. fhen the other AMRAAM finds its mark. By the time the last MiGs
reach the wreckage. the F-15 Strike Eagle will be home.




QUICKSTART

The most
‘obvious and perhaps the most fun way s the fry-and-see approach. But
for those who prefer a litie guidance we have provided a short futorial
fo help you get started,
TRY-AND-SEE METHOD

We suggest that you try this method. Just dive in and fry things out,
refering fo the We
strongly suggest that you

eyboard Reference Card, and

« glonce over Aicraft cwm in Chopter 2 (pgs 2228)to familaize
yourself with the HUD and
TUTORIAL METHOD

Tutorial™
your first fiight, or ore detailed
13-19. If you lke fo be guided through a situation. we suggest the ful
tutorial. Note that the tutorial urges that you af least skim through
Chapter 2 (pgs21-34).
STUDY METHOD
You cans
crath, then afempt 1o fy . This s what eci plots 4o, n i case, ead ot
of Chapter 2 (pgs 21-34) before flying and refer to the section as neces-
sary. You can use the tutorial on your fist fight or skip i, as you prefer.
However, we suggest a practice mission as your first flight.
Abbreviated Tutorial
SET-UP AND OPTIONS

1 you
have one). See “Instaliation” in the Technical Supplement for details.
at your records can be

saved
2. Load the Simulation: see “Loading Instructions” in the Technical
Supp\emem for details and specific commands,
onto the Pilot Roster: Following the on-screen instructions,
erase one of the pilot names and fype your nar
4.Difficulty Level: As G new pilot, you should ry the “Rookie” difficulty.
level fist
5. Theater: Then accept fhe Libyan Theater.
6. Today's Mission: Your commanding officer informs you of your
mission for foday. He always gives you a fwo-part job fo complete, a
primary and a secondary farget.

Stop! Now, before you push the selector to continue:

A QUICK CHECKOUT
Before starting the game, examine the Keyboard Reference Card.
This is an invaluable aid in flying your fighter. You will nofice that the
you'll need most is, they will




keys in the game.
Find the Pause key. This is G very useful key while leaming.
Skim through Aircraft Controls (Pgs22-28) of this manual for an over-
of the cockpit and HUD (head-up display). You'll need some
vqmmam vty ineta before yoiu fy.

(Pgs 29-
31), especialy the Out of Plane Views. Exporment with mese on your first
few flights. You'll find the views quite interesting and useful
START THE GAME

Now. while the mission screen is sfill before you, fap the selector
button and you'll find yourself already airbome. (I you didn't select
“Rookie” from the Difficulty screen, see How To Fly, pg 38. for how fo take

off).
FLY TO YOUR TARGET
m on the autopilot (tap the Pior. Aufomatic Key) to get on course
fo your farget. Every time you fouch the control snck !he autopiiot
tums oft. Therefore,
farget, then tum w get back

on course.
Note that
of the HUD hat Indicates e boaring of Your forget: make sure s
indicator remains centered on the horizontal line s you fiy fo your
fargets. Altematively. the autopilot will always get you back on course.
During the fight to the farget. you will undoubtedly encounter
enemy akcratt that are tring fo s1op you flom completing you task.
You'llwanﬁom t atleast
/eapons and Defenses (Pg28) for more \nve.mqnon
'ATIACK THE TARGET
Look at the map on the left side of your cockpit. You wil see two

Libya, ¥ these,

Il cppecrn the gt cockoi ‘CRT, and o box wil uocear nyour HUD.
This boy
M ond cockp CRY st Ccle frough ail available ground
fargets by topping the Target Search Key repeatedly. When you find the
primary of secondary farget stop searching and gef ready 1o fire.
You get closer, the fracking box in the HUD changes fo an oval,

and the CRT “Missile Lock.”
is now locked on and ready fo fire

Tofite. tap the Fire Missile Key. The missiie wil find ifs own path o the
farget. If you want insurance. wait @ second of two, then fap the Fire

Missile Key again o fire a second missile at the same target.

FINISHING THE MISSION

fions, or you can retumn home immediately.
ta

p the Waypoir y to display
the waypoints in the center of your HUD. Repeated tappings of the
Waypoint Select Key wil cycle through the waypoints for the primary.



seconidy. and Hendy cMScse. When "Woipsors: ity Altiose
appears there, fum on your auto piot (fap the Plof, Automatic Key) 1o
get on courss for homa

LANDING

y K
Key 1o switch the HUD fo AIRGROUND mode. When you are near the
landing strip. it will appeat in your fight-side cockpit CRT. When you are
very close 1o the aifbase, your fighter will be set down safely onto the
Newey This happens automatically. You have completed your first






1. TUTORIAL




'YOUR FIRST MISSION

This futorial is designed fo help you fhrough your irst mission. Though
recommended, flying this futorial is not required; It s provided purely as
fiist gome, tum to

Tutorial on pg 9. If you prefer to dudy the arcraft belors you f . 0o
directly to Chapter 2, starting on pg 2

In either case, before you start me sdion i ey Coliinid
it sither on floppy disks or G hard disk (see “Installatior echnical
Supplament for Getal), You can run the simuation iihout stalafion
but your score will not be saved ot the end.

To begin play. load the installed game (or the original disks, if you
dian't install it) info your computer. See “Loading” in the Technical
Supplement for details

Terming
Kmmnkqmahmcmmm appears on the
Keyboard Reference Cord. A master list appears in the Technical
Controlier or Control tick refers fo the poining device used by your
mmmuummummm

key, your See the
for details.

the

Fire Missile
Key.

Preflight Briefing Options— ——
Log onto the Pilot Roster: Follow the on-screen instructions fo enter

'your name into the roster. Use the controller to select a name to erase.

press the proper key to erase it. and type your name. Finish entering your

ne

toster. see The Piof Roster pg 32).

Choose your first mission: On your first mission. be sure fo choose the
following options

« Rookie difficulty level. then press the selector:

« Libya Theater, then press the selector

Next, your ¥ todoy's
mission is. After reading this screen, press the selector.

Helpful Hints. _— S

TRAINING

not The fi
s tap the Training Key. In fraining missions. enemy weapons do no dam-
and missies. .you




have an automatic barometric altimeter that adjusts your altitude o
keep you above 300 However., it only makes mid corrections, and is
useless if you make wild maneuvers.
PAUSE

To get the most from Pause.
Key) and read the next few paragraphs, then "un-pause” and resume.
action for a short period. Whenever you're confused, just pause. Note
that tapping any key (except pause) will “un-pause” and resume the
action.
RESUPPLY

In training missions (only) you can get an infinite supply of fuel and
ammunition. Each time you tap the Resupply Key. your fuel tank is filed
and your ammunition is increased to the maximum possibie level. This
option is especially seful in farget practice.
A LIGHT TOUCH

Use alight fouch on the Confrol Stick. The most common pilot error
is @ "ham-fist” on the sfick. fhiowing fhe piane around the sky in uncon-
" your stick
(push It up Ggainst he sloppers, beyond which ff cannot move)
CHASING THE GAUGES

. change the
fhroftl or e brakes, f Tokes fime for fhe piane 1o sefle out - Good
plofs fly by making @ change, then waifing @ couple of seconds to see
the results. it you don't. you'lljust “chase gauges” that are themselves stil
changing

Alspeed sefties out much more siowly than ofher seftings. It fakes
ime for your plane to buiid up velocity or lose momentum in leve fight.

Check Out the Cockpit and the HUD
THE CONTROLS

Look at your ard. showing all
yourfighter. they
ar6 easy fo remember once you are famikar wih fherm
THE HU D

upperhalf of transparent HUD (head-

w awuy) through which you can see the world beyond, The vertical
scale on the left side of the HUD indicates your aifspeed and that on the
fight. your altitude. The horizontal scale across the top of the HUD
indicates your heading. A full explanation of the symbols and numbers
are described on pgs 22-25.

The HUD has two operafing modes: AIR-AIR for gerial combat. and
AIR-GROUND for ground attacks. Aiming a missie (tapping the Short-
a

range. .or HUD
10 the mode needed to operate the armed weapon automatically. For
example, Short-range ys. your
FUD s outomaticaly sef 1o AR-AIR mode. becouse fhese misles are i
fo-air missiles; topping the Ground Affack Missie Key places the HUD in
AIR-GROUND mode. because your ground atfack missies are air-fo-
ground missiles.




THE COCKPIT

The lower haf of your screen s the cockpit of your aircraft. The
various elements are described on pgs 25-26. We suggest you look at the
three CRT displays fo get familiar with them

« The leff-side CRT shows a map of the world in which you will be
fiying. By topping the Zoom Map Key you can zoomvin on the map: by
tapping the Expand Map Key you zoom back o

« The center CRT contains o rador factical display showing the
situation occurring in the immediate vicinity of your aircrot

« The right CRT is your fracking camera display. When your onboard

P v

in this dkp\cy
the CRTs is a series of waming lights. The two leftmost
(marked R' and "I rmecwely) are missie waming lights. When a
“R” light
homing missile is coming at vou the "I" light flashes (see Dealing with
Missile Aftacks, pg 51. for detas).
The other fwo lights indicate when your landing gear is extended
("L") and when your brakes are on ("B").
On the far left hand side of the cockpit is your fuel gauge (labeled
“F*) and between the tactical display and tracking camera screen is
your throttie gauge (labeled *T*).
Flying to the Target
LEVEL FLIGHT
Or

Then make fine adjustments until you're neither gaining nor losing alti-

ude.
FLYING ON COURSE

Now it's fime to get onfo the right course. Look at the heading
indicator across the fop of your HUD and the INS Direction Indicator (the

small, bright P of the scale). Tur
indicator. As you fum, the fiangle moves foward the center; when the
friangle is in the center of the scale you're "on course” to the first
waypoint, your primary orget.

To fum, push the sfick left or right — but do it gently — and the piane
will bank. Release (centen) the stick when the bank angle of the horizon
is about 45°, To fum faster, pull back on the stick somewhat, but watch
your speed (on the left of the HUD) and altitude (on the fight). A tum with

but
plane and rob you of ift, causing a drop i altifude.
Minimun safe speed varies with the current situation of your aircraft.

bar v
travel oo slowly. If this bar reaches the fick-mark in the center of the
scale, your plane stalls — it is no longer ainworthy, and begins to fall out
of control. If this happens, lower fhe nose fo regain speed; then pull out
into level fight

Minimum safe altitude is about 300'. However. in this fraining mission
stay ot least 800 above the ground

16



AUTOPILOT

If you're confused about which direction to fly. and how o do i, just
fap the Piot, Automatic Key. It will toke over immediately. tuming you
onto the correct course. If you're below 4000' the autopilot will climb to
thot altitude. If you touch the control stick the autopilot automatically

furs off.
ENJOYING THE FLIGHT

n course, enjoy yourself by tying out the nifty viewpoints
avaiable by fogging through the View Keys. You can retum 1o the
cockpit at any time: just tap the Cockpit Key.

‘can see out fhe front. rear. and sides of the cockpit canopy
using the Look Front, Lok Rear, Look Left, and Look Right Keys. In moun-
tain valleys and over urban areas the scenes can be thriling.

You can also step “outside” your aircraft and watch It sing the
Chase Plane, Sio View. and Side View Keys. Bank he plane left and right
to observe you appear
fo be in a plane following in the “footsteps™ of the fighter) and the siot
(where you remain behind the fighter and olways remain level)

The Tactical View. Reverse Tactical View. and Missie Views Keys are

keoping both on he screen. (See pgs 29-30 for a more defalied descrip-
tion of these options.)
ACCELERATED TIME
o fime by tapping the:
Accelerated Time Key. This doubles the rate at which time passes. To
rewm 1o normal time, simply tap the key again. Combat activity of
nding wil automatically refum you to nomal fime.
Aﬂucking Enemy Aircraft
While fiying. you wil. no doubt., see enemy aircraft. These fighters wil
atfempt fo stop you from reaching your farge. You may want fo desfroy
them

To do 50, tap the Medlum-range Missie Key. This arms one of your
AMRAAM missies and switches the HUD to AIR-AIR mode so that your
targeting system will frack enemy ai fargets. The fracked target will
appear in the tracking camera CRT on the right side of the cockpif, Look
at the display: it gives you the range fo the aerial farget (in kiometers)
and the heading you must fly to get fo it

If G tracking box appears on your HUD. the target i in front of your
aircratt; f not, Iook ot the heading in the fracking camera CRT and fumn

HUD. , woit for i s
not tap the Y. Formore
d \g with enemy air

attacks. see Chapter 4 (pgs 44-62)
If the enemy fighter is within 15 kms you'll want o use your Sidewind-
AMRAAMSs tap the Shortrange

Misie Key. then follow the procedure above.
You could. if you're feeling parficularly heroic. attack the enemy

17



fighters with your cannon, This is more difficult, but it saves missiles and is
y uhit. Top iumn- %
foget AIR-AIR mode. ircle o appear
inthe center of the HUD; thisis the gunsight. The gunsight is historical. fhat
is. it shows where the shells would be hiffing now if you had fired them 2
seconds earfier herefore you must lead your farget. (For details about
the cannon and missiles. see Atfacking the Enemy. pg 44
ing the Target

‘As you approach the primary target and the coast of Libya s on the
horizon, f's time 10 start thinking about taking that target out.
ARM YOUR MAVERICKS

Tap the Ground Affack Missie Key. This switches fhe HUD to ARR-
GROUND mode and arms one of your Maverick missiies. As you get necr
the target. appear in your Don'
be concemed if other fargets appear there fist: the fracking svstem
locks-on 10 the nearest forget. A message wil fell you when the primary
or secondary farget is being fracked.

You can search for your primary or secondary fargets, of any other
ground target. by tapping the Target Search Key. in AIR-GROUND mode
his will cycle through all ground targefs that your fracking system can
find. You can stop anytime you find  forget you want fo attack.

WAIT FOR RANGE, ALTITUDE, AND MISSILE LOCK

You'llnotice that @ small box appears n the HUD. This s the “farget
box.” The target seen on the fracking camera CRT s in the middle of this
box. When you gef within missile launch range, fhis box changes 1o an
oval shape. In addifion, “Missile Lock™ floshes on the tracking camera
CRT.

maximum
speed. if you wait longer. eventualy the ovol changes color. This means
the missie can hit regardless of your speed It's imporfant that you nof
launch a weapon too low. You may be caught in the missile’s explosion,

Asimple rule fo get you started s that safe launch of misslles requires at
least 500 alitude.
LAUNCH
You have "missie lock,” launch the missiie by tapping the Fire

Misie Key. After launching. you may want o fum away siighy. since
fiying through an exploding farget could damage your aircraft. Shortly
affer the launch the missie should hit the farget. A successful hit causes
a fite and sends a cloud of smoke info the sky.
THE SECONDARY TARGET

You can now fly fo the secondary farget and attack it as well, using

Or,ifyou wish,

start for home.



Home
SETTING THE INS TO THE LANDING POINT
Tap the Waypoint Select Key until*Friendly Aitoase™ appears in the:
middie of your HUD. This moves the Waypoint marker along the heading
frack at the top of the HUD fo a new position indicating the heading to
your airbase.
FLYING HOME

use pilot or manualy fly the pi - As

before, guide yourself using the heading scale (horizontal scale af the

10p of the HUD). When the INS Direction Indicator friangle is ined up on
the center of fhis scale, you're on course foward your home base

our plane

will land outomaticaly.

You' pleted y as
a fighter pilot.









AIRCRAFT CONTROLS

What follows provides instructions for how fo operate the game

using ihe keyboard controks It describes brefly what each confrol de
tion on the best way 10 use your
hapters 3.ond 4, Fight Techniques and Al

The Head-Up Display (HUD)
The HUD s designed fo provide crucial fight and weapon nfoma-
uD

phic format.
pane In he front of the Cockpit. You look thiough oD o autsce
world. As a result, valuable information is right in front of your eyes. where
you can see it and fhe outside situation simuttaneously.
HUD MODES

The HUD display has fwo modes: AIR-AIR and AIR-GROUND. When
you tap either the: Missile or the Mex
the HUD switches to AIR-AIR mode automatically. When you tap the
Ground Aftack Missie Key. the HUD automatically switches to AIR-
GROUND mode.

AIR-AIR mode is for attacking enemy aircratt; your fracking system
will rack these targefs only. AIRGROUND mode is for attacking ground
fargets; your tracking system is restricted to these targets.

Some HUD information is universal across all modes. O'hei informa-

s specific. available in just one of the modes.
AIR-AIR MODE INDICATORS

the following

Missile Torgeting Envelope: This s  arge, faint circle fixed on the
HUD. It represents the area of sy in which an ai-to-air missie can be
aimed and “locked on” fo a farget.

Gunsight: In AIR-AIR mode the gunssqm circle replaces the fight
path indicator. The g
You'd fied two seconds ago (ihe fime if fokes them 1o fravel the 6
Kilometer maximum range). If you're tracking G target that's closer than

2



6 km, it shows where the shells would land f you'd fired the proper fime
inthe past for them fo travel that range. See Your M61A 1 20mm Cannon
(pg 47) for details on using he

AIR-GROUND MODE INDICATORS

AIR-GROUND mode s indicated by the absence of the missie tar-
geting envelope and presence of the fiight path indicator, which re-
places the gunsight. This indicator shows the direction you are flying
(which may be different from the nose indicaton).

The piane is geometrically level when the nose indicator and fight
path indicator overiap. However, this is rare in an aircratt, Furthermore,
level fight (where you are neither climbing nor diving) often requires he
nose 1o be pitched slightly above fhe fight path, fo achieve a useful
angle of attack. See Flight Techniques, pg 35. for more information.

M TE——
[ INS Waypoin | Abtuce
o
1 Py !
- e 6 tgury A e
—

UNIVERSAL HUD INFORMATION

The great majority of information displayed on the HUD is available
10 you regardiess of the mode your HUD is currently in. This information is
described below.

Airspeed: Your irspeed appears on the left-side vertical scale, in
knofs. Beside fhe tick-mark showing your curent speed is o digital
readout of your speed.

Your heading (the absolute direction toward which you

are flying, where 00°=North and 180°=South. 90°=East, and 270°=West) is

op of the HUD. By aligning

the tick in the center of your HUD with one of the ficks on the scale you
determine your absolute heading.

Alttude: Your omwe appears on the right-side vertical scale. in
feet. tothescale’s
fickmark unfl you exceed 20,000, f which point only he siding scale
remains.

Tracking Box: Your fighter is equipped with a computerized optical
ocker flsmal b gtk Bok. fappetes olnd tha nedied
forget ahead,
ground o ai forges are fracked Oreouser e fracking box is visible
only when the farget s in front of you

st systems the racking box s color-coordinated with the
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current armament. The color of me box indicates whether the current
being See the Technical

Supplement for detais on colors.

Lock: The tracking box furns info an oval when the currenty-
armed missile is “locked on” fo the target. This is  maximum range sho.
A missie fired at this point may or may not hit. When the oval changes
color, the shot is now @ *sure fhing.” with hardly any chance of missing.

t
your airspeed scale; this represents he stall speed. If if fises above the
center fick-mark, your plane stals (see Stals, on pg37 for more informa-
tion),

fiohtar' vrll velochy

VI bar extends ok Your pi itthe
Wit artonts Upward, your plane is gaining alffude. Each fickmark
represents 100 feet per minufe. Therefore, the lorger the bar. the faster
you're gaining of losing aitude.

ppears on he aifitude
y 1%
WI forlanding. If the
markeron
he fop of fhe heading scale shows the heading you should fiy fo reach
int.” Toget

“on course.” align the diamond marker with the center fick-mark

v
land after completing your mission. You can cycle through these way-
points by tapping the Waypoint Select Key.

Nose Indicator: This cCross-hairs symbol is fixed in the middle of the
HUD. and represents the direction your nose curiently points.

G-Force Indicator: This readout in he upper left comer of the HUD
indicates the current G-forces on your plane’s airframe. In general, the
plane can withstand more G stress han the pilot, whose limits are
between -3 G and +9 G, depending on fraining ond experience.

due to ing. Each pitch 10° of pitch
up or down. If your aircrafts. geomemccliv level, pitchis0°.f your aircroft
s climbing straight up or diving straight down, the pifch is 90

ind nose indicator. If the horizon or a pitch line is perfectly
horizontal, your craft is level.If the line siants to the left or right, your craft
s rolled fo the right or left.
Radio Messages: Cooea burst transmissions arrive by radio periodi-
cally.
fext Gcioss he fop of e HUD
WEAPONS AND DEFENSES UPDATES

v by fapping
Key. o message Gppears n e middle of the HUD indeating s Wher
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ever you fite a missile or your cannon, a message appears in the HUD
indicating how many of the weapon you have remaining.

Whenever you release chaff or a fiore (see Dealing With Missie
Attacks, pg 51. for details) o message appears indicating you have
released the defense and how many you have remaining,

Rodor Mop
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sotette Mop “
&
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FESCE=S D OO0 D
Modu shon-Rangé Ground Atlock  Waming Ughts  ThvoRe Gouge
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Misios  (Sowinders Moverckn

Misto Boct

— |__—curent Torget sox
t——— tnemy piane
———vour1s

Runway Other Torgets

Rodar Dih —— |

Cockpit Displays.
Yourfighter is equipped with three CRT displays inside the cockpit fo
help you identify threats and fly o your target area.
THE SATELLITE MAP
This CRT appear
graphical features of the region. It is oriented so Narm is always foward
the top of the CRT. Your primary and secondary targets appear on this

map as colored crosses.

radar, radar. Ground are entire 360°
circles. while ground fire-control fracking radar o shon arcs. Aircraft
radar hor fire-control, WSC aircroft (the.

1176 *Mainstay” or E-3C "Sentry"), which have an enﬂve 360° circle.




See the Technical Supplement for defais
and Expanding the Map: You can zoom in on o expand
the map by tapping the Zoom or Expand Keys.
THE TACTICAL DISPLAY
This map is drawn by your computer from analysis of radar signals. It
pomavs the tactical situation suncundlr\g your fighter and is oriented so
your fight path. Thus turn,

o.mems sl ks Gend 'ovge!s A |bkm square grid is superim-
posed See the for detois on

the co\ov coding of this map.
/aming: The Girbase symbols on this map are icons only. They may
not be correctly aligned. Do not use fhis map for landings!

Radar Ranges: You can adjust the range of the radar signals that
drow thismap. Tap the Radar Range Key to change to short, medium, or
fong range radar. thus changing the scale of the factical dispiay.
TRACKING CAMERA CRT

The camera CRI. located on the right side of the cockpit. shows @
close-up view of the: Vurge' being fracked. In addiion. i displays the type.
oftorget
the forget, and the heading af which you must i fo reach

Pimary and secondery oblocives exe iled as such, Chlon and
friendlly targets (which you shouidn't hif) are noted aiso.

FUEL AND THROTILE GAUGES
Voul F-15 cockpit has fwo gauges: a fhvatle gouge and  fuel
ockpit T" beneo

gau
itis me throttie gauge and \ndlcc s o amoum of thrust being gener-
ated. ofthe.

with an F bsnemh u ‘ths s vcur fuel gucge As you use fuel duing o

mission this bar short
MISSILE WARNING LIGHTS
At y or rked
R* and The "R"

stonds forInfrored and his ugm Hoshos when an marea homer s m the

air and tracking you fighter
LANDING ‘GEAR AND BRAKE WARNING LIGHT
n your landing gear s extended, the "L” light is iluminated. If

you hgmev i gohng 100 fast for the gear to be saney ‘extended, this light

WEAPONS READOUT
Along the lower leff side of the cockpif is a panel fhat gives a
constant digital readout of the number of each fype of missiie you have.
remaining. The leftmost shows AMRAAMSs (medium-range AAM), the.
ceme« shows Sidewinders (shoﬂ range AAM), and the right, Mavericks
ur missies, see

Flight Conirnk
CONTROL STICK
Your fighter has a standard aircraft control stick. Pushing the stick
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. puling it up. Pushing the
stick left rolls left. while pushing it fight rols ight.
Note that the more you push the stick. the more the aircraft pitches
o rolls in that ditection. When you release the stick (... center f) the
aircraft remains in the new attitude until you move the stick again.
e control stick may be represented by a physical joystick, nu-
meric/cursor keypad, of some ofher device (see your Technical Supp\e—
1 etals). If you
Box Gppedrs n he lower ght Gome of e HUD 16 show you the curent
posiion of your “stick.”
CONTROLLING THE THROTTLE
The fhrottie controls the power output of your engines. Maximum
throttie ("full military power”) gives you maximum speed ond perform-
ance, but also uses up fuel fasfer.
Throttie C : The Maximum Power Key 1mrned|me\y opens the
throttie, thrust. The.
shutting down he engines. Tne Increase Thoftie Key opens the hioftie &
il Srmount e Decrease, ThioMe Key cioses g Tt & smo
amount

Afterbumer: Your fighter is equipped with an afferburmer that
allows you fo gain @ sudden burst of thrust power at he expense of @
great deal of fuel. To use the afterbumer. fy ot op speed then fap the

Y as your This
can be very useful in fight situations where escape is the better part of
valor
EJECT (BAIL OUT

There are situations when it i best to bail out of your aircraft. When
You are 5o damaged by enemy fire that you can no longer keep the
aircratt in the air. it's probably fime to eject. Just tap the Elect Key and
you're out. Do not, however. eject f your fighter is inverted or if you are
less than 100 fiom the ground; you'll end your caree i you do.
LANmN(; GEAR

your landing gear The
0 ugm In e Cockpit Indicates e landing gear postion (sse e
Technical Supplement for colors)

I the °L” ight fiashes, f means the gear is down a 100 high a speed
— you should either siow down or raise the landing gear. Extended
landing gear siows you down, and high speeds can rip it off entirely.
BRAKES

if your aircraft is aitbome, the Brake Key toggles the alfbrake re-

en
slows down because the aitbrake causes extra drag.

If the aircratt is on the ground, he Brake Key foggles the landing
gear brakes on and of. In either case, if the brakes are on, the "8 light
is fluminated in the lower right comer of the cockpit.
AUTOMATIC PILOT

The Pilot,

autopiiot, when active. fiies you toward the current INS waypoint.
you're below 4000 altitude. the autopiot climbs fo that aititude. When
the autopilot is tumned on. a message appears in the center of the HUD.
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If you touch the control stick in any way, the autopilot turns off.
Waming: The autopiot does not avaid hils and mountains!
Weapons and D
These instructions give only the bare rudiments of how fo operate

) Ar
WEAPONS

Missiles: To fire o missile you must first arm it. This is done by fapping
the appropriate key for the missile you want fo fire. Once a missie of G
particular fype has been armed all missies of that fype are armed until
You arm G missiie of another fype.

To am your:

« medium-ange ai-to-air missies (AMRAAMS). tap the Medium-
range Missie Key.

« short-range air-fo-ir missiles (Sidewinders), top the Shorf-range
Missile Key.

« ground aftack missiles (Mavericks). top the Ground
Attock Misiie Key.

When a missie is amed, a brief message appears in the center of
your HUD indicating the nome of that missile. When a missie is fired o
message indicates how many of that missile remain.

Once armed a missile may be fired by fapping the Fire Missie Key.
Betore fing a misle, moke are you targelng syiem b kocked onfoa
farget (the
hit. wait for the oval o change color. (For more information about vow
missies and how and when fo fire them see Fiing Your Misies, pg 46).

Missile Torgefing: When you arm a missile, the fargeting system in the

inyour RT y be the farget you want
fo track
If you've armed an air-fo-oir missile, the fracking system will focus
only on the closest farget. But if the missie you've armed is  ground-
you e

target. You can cycle though all possible ground targets by repeatedly
tappingthe ne target you want o frac

Note that when an armed ground-attack missio (@ Maverick) finds
the primary or secondary torget. o message appears on the fracking
camera CRT informing you of this.

non: Your 20mm cannon is always available for use (unless out

ofammoor
press the Fire Cannon Key 1o fire one burst
DEFENSES

Your fighter is equipped with fwo fypes of missile evasion devices:

c

Aftacks,
pg 51. for more information).

«To release  chatf cartridge. tap he Choff Release Key.

« To release a flore, tap the Flore Release Key.



VIEWS AND SIMULATION CONTRO

View:

As an aid fo leaming fight maneuvers. a variety of out-of-plane.
viewpoints are avaiiable. In all these views your viewpoint is outside of
your aircraft, looking at it and/or the enemy. These alfemative views can
be very helpful in learning maneuvers because you can clearly see the
effect your actions have on the flight of the plane.

Other controls are aiso available that allow you to manipuiate
various aspects of the game ifself, such os the level of detail that you
want fo see, how many sounds you want o hear, and so on,

RETURN TO COCKPIT

Press the Cockpit Key 1o fefur o the nomal, in-the-cockpit view-
point.

This control is used fo get you back info the cockpit — looking
through the HUD — afer you've switched fo another view.

LOOK FRONT

Tap the Look Front Key 1o look out the front of your fighter.
LOOK LEFT

Tap the Look Left Key 1o ook out the left side of your fighter.
LOOK RIGHT

Tap the Look Right Key to look out the right side of your fighter.
LOOK REAR

Tap the Look Rear Key 10 look out the back of your fighter.

SLOT VIEW

Press the Soof View Key.

Here you are positioned directly behind your fighter. This view is
named for the famous “in the siot” position used by aerial acrobatic
teams. Unike the chase plane view, siof view remains level with fhe
ground, 50 you can clearly see the degree of pitch and roll your fighter
Is making,

The Zoom and Expand Keys function in fhis view, moving your
Viewpoint closer to (Zoom) of farther from (Expand) the fighter.

This view is an excellent one for leaming the most efficient and
effective fight maneuvers
CHASE PLANE VIEW

the Chase Plane Key.

Hiero you ot postioned in G hypothefical “chase arcraft that
follows a short distance behind your fighter. Although this view is very
dramatic, s use as @ feaching and leaming aid is imited.

SIDE VIEW

Press the Side View Key.
Here your vi ihe fighter. The nd
i, v to Zoom)
o farther from (Expand)

woy fo check the siae of our lencing gsar. Mlmte launches are most
dramatic when seen from this viewpoint.



MISSILE VIEW

Press the Missile View

In this view. you are positioned directly behind your own missiie as it
flies fo its target. If more than one wsupon L fight. you are positioned

behind in fight, you
are postioned behind he piane. ndwil vonow the first fomn launched.
or

vurmer from (Emand) the missile.

1o the farget. If you're having frouble understanding why your weapons
sometimes miss. switching fo this view after launch can be helpful
TACTICAL VIEW

Press me Yac!rca/ View Key.

re posiioned near your fighter, but looking past it at

whatever 'arget is being fracked on your fracking comera ws view

your fight The

Zoom and Expand Keys Rvction n i view, movg Your viewsoint
closer o Zoom) o farther from (Expand) the fighter.

This view s invaluable when dogfighting. it heips you outmaneuver
and ine up on an opponent (although it's wise 1o refum 1o the cockpit
before shooting, o avoid wasting ammo). The view is also useful if you
‘want to return for a second or third attack run on o ground torget.
REVERSE TACTICAL VIEW

Press the Reverse Tactical View Key.

Here you are positioned near the fighter's farget, looking past it to
your own fighter. The target may be another plane. or a ground target —
whatever your tracking comera is following. In either case. you see the
rc:gea ¥ e fragroin, ond yous fighter for away. In fact. offen your

dot in the sky.
Pans 1o koo bai 1 Yoge)crd four penel v
The Zoom and Expand Keys function in this view, moving your
Viewpoint closer o (Zoom) or farther from (Expand) the torget.

Experienced pilofs find this o very dramatic view when making
attack runs on ground targets. It's a great showolf view, swinging to
follow your plane as you fly overhead.

DIRECTOR MODE

Press the Director Mode Key 1o turn director mode on o off.

Director mode is provided fo allow you fo watch all the neat views
described above ot the most appropriate fimes. Whenever you receive

as an enemy plane scrambiing to mvevcepv ks SAM site fiing @

amissle or someone fires at you
Director mode can be very entertaining but is not recommended
when you are in close proximity o enemy fighters, because i can be

Director mode only when not near the enemy. or when you are showing
the game off 1o your friends



\ Controls

PAUSE

The Pause Key immediotely and instanty freezes fhe simulation. To
resume action,press any key. Some computers have a special “pase”
o 'mu- e ‘yourmachine, this key

may also work
ACCELERATED TIME
Tne Accelerated Time Key doubles the rafe at which fime passes.

ing any signiicant theats or opposiion. “ACCEL” appeas on fhe HUD
hen the accelerated time option s on. Tapping the Accelerated Time
Key again returns the simuiation fo its normal fime rate.

You should fetur fo nomal fime before combat: i's very hard fo
control your fighter and respond o enemy actions in accelerated fime.
DETAIL ADJUST

tail Adjust Key allows you to change the amount and depth
of ground defail visble through the cockpit. See the Technical Supple-
ment for details.In general, the siower your computer, the lower the level
of detail you should use.
VOLUME ADJUST

The P
sounds used in the simulation. See the Technical Supplement for details.
When you press the key. the new sound setfing appears briefly on the

RE-SUPPLY

The Re-supply Key is available only in training missions. Pressing this

key fils the plane’s fuel tanks and gives it extra weapons. Re-supply is
designed for sight-seeing and target practice.
BOSS, HIDE GAME

The Boss, Hide Game Key immediately pauses the simuiation and
clears the screen, effectively concealing what software is really running
on the computer. To resume, press any key.

This key is not only useful at the office, but also fo forestall rate
parents, children, spouses, and relatives who complain about your
computer gaming!

Quir

The Quit Key immediately ends the simuiation. It does not save any
information to disk, 50 your score will be lost

For any addifional smulation controls, see the Technical Supple-
ment.



Your Career as a Fighter Pilot.
As a fighter pilot in F-15 Strke Eagle Il you wil fly missons af four
different levels of difficuty — Rookie, Piot. Veteran, and Ace — and in
four theaters — Libya, Persian Gul. Vietnam, and Middle East. (For more
information about the theaters, see chapter 5. Theaters. pgs 63)
PROMOTIONS AND MEDALS
For each mission you fly successfully. you receive points. When
you've accumulated enough points you wil be promoted. and if you
receive a lorge number of points in a single mission, you may receive
special commendation in the form of @ medol.
ot Roster.
£ach
Wil b shown tho Piot Roster. This screen shows fhe ks, scores, ond
medals of pilofs that have flown before, and allows you fo continue the
career of a pilof who sl active or begin @ new pilot’s career. You may
erase apilof from the roster. but f you do it is permanent and cannot be

undone.
Difficulty Levelsand Theaters
After each mission you are given a choice of difficulty level and
theater. You may choose any theater or difficulty level you like. but be
‘warmed that he higher difficult levels are no “piece of cake” and you'll
probably want some time in the easier ones to gain experience.
The four theaters are ananged in order of difficulty: Libya is the
easiest and Middle East is the hardest: Vietnam is more difficult than the:
Persian Gulf. You can score more points in the higher risk areas. but you
may last longer f you progress fhrough the theaters and difficulty levels
sJowN You are never forced fo progress to a new theater o level of
iculty. but the game does suggest a siow, steady progression
Endlng Vour Career.
Apilot's c¢
ways: 1) he crashes ot umuccesstuuy bails out of the fighter duv\ng a
mlsﬂcn c« 2)

BECOMING A CASUALTY

igh il
under less than desirable circumstances.
Croating: A2 yourore hi by enemy fire during @ misson and your

— harder to fly, siower, and e merouvrcte. Your airspeed wil
decrease 1o the extent where you may go into a stall from which you
can't recover. Finally, your fighter will crash,
It's @ good idea fo ball out before you reach this point, because if
your ﬁgmsv crashes while you are aboard, you'll be kiled.
Fatal Bail Out: f you eject (by tapping the Eject Key) at an alfitude
less than 2,000 or greater than 14,000 you stand @ good chance of being
kiled. In aadition. if hil
certainly lose your ife.
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y : The Air duty
if Y s, the fighter
100 offen during @ career, you end your Career.

Mission

Your career as a fighter pilot is a series of missions in each of which

object of enemy SAM and AAM fire and may have to dogfight enemy
vour object

figh
MISSION OBJECTIVES

u foyou by your i
officer on the “Today's Mission" screen. There are always two objectives
and they are aiways the destruction of enemy ground fargefs
SCORING

youmust primary
fargets and shoot down as many enemy aircraft as possible. You should

im cs much as passle. Therefore, desfoying enemy ground istolo-
and

50 on s also very good. Remember, mougn that your primary cnd
secondary forgets must toke priority.
Ending a Mlsslon

in you
have anded or balled ou safely
SAFE LANDING

After you' P rgefs you con

off your engines. Once you've destroyed your main fargets, you cannot
replenish fuel or ammunition (see Landing the Fighter, pg 41).
¥ your targets, you cannot

end a misson bv \anding the fighter.

landing ot any
friendly clrbase But Vou canno' end the mission at this time unless the
primary and secondary vgel; have been destroyed: you may only
replenish your supply of weoy

Vo0 o et lond unfl 5 oin targets cre destroyed ond you

@ mission costs you a substantial porion of your indl sCore
SAFE BAIL OUT

When you bail out of your aircraft under safe condions (no' in-
verted. and not v he mission. If y

Though you didn' bring e fighter home — fhese hings happen!

Safe ejection can be accomplished befween 2,000 and 14,000
afitude with the fighter in a gentle climb. Ejecting outside of these limifs.
especially at low alfifude o in an inverted dive. can killyou, thus ending
your career.

Warning: Strike Eagles are expensive pieces of equipment. The Al
Force it It you bail out too many
. the Al
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You a desk job, ending your career.
Caplured: Where you eject is important as well. Ejecting over
friendly territory. or over water away from an enemy coastiine is ideal —
'you can easily be rescued.

If you eject over enemy feritory or near an enemy coastine,
however, you may be captured. You, of Course. are o fop pil. so the
authorities will not let you languish in @ POW camp: you are exchanged
if you are captured. Your career doesn't end — but you willnot receive
a good score.

MISSION REVIEW

After comp\enng @ mission, you may watch a replay of what hap-

pened. Just select *Review Mission” from the “Mission Debriefing” screen.
Multti-Player Option
Ifyouwantto piay r~ 15 l/compem\vely against another player, mere

50"
s acrmr o imméciion preceding mision, 110 game ot
askif you want to fly the same mission as the one just completed. If you
say yes 1o this question. the next mission will have the same primary and
secondary fargets as the previous one and the fighter will begin the
mission from fhe some boss

Each player
can iy Hs owh pl n deniical mésions and f 1o 5core the most points
You could. of course, use this option in soltaire play just for grins.



3. FLIGHT
TECHNIQUES




FUNDAMENTALS OF FLIGHT

This discussion of the principles of ight s not scientifically precise nor

mathematically rigorous. It is provided here only to familianze new fighter

pilots with the fundomental principles at work while fiying and landing o
mbat fighter.

TheForces—
Four basic forces oct upon an aircratft in fiight: thrust, drag, weight,
andlift, Thrust pushes the plane forward: it varies with engine power. Drag
(friction) reduces the effect of thrust and s refatively constant. Gravity
pulls the plane foward fhe ground, regardiess of the planes attitude. Lift
pushes upward from the wings, directly opposing gravity.
uFT
Arcraft fly because of the difference in pressure created by air
flowing over and under the wings. The wing design causes air fo flow
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faster over the top of the wing than under the bottom. creating high
pressure beneath the wing ond low pressure above it This difference in
pressure pushes the wing upward and is called it If the pressure differ-
ence is great enough. the upward it is greater than the plane’s weight
(i.e.. the force of gravity) and the aircraft flies
SPEED AND LIFT
The amount of lft generated by the wing varies with airspeed. The
faster the plane flis, the faster fhe aiflow. so the greater the pressure dif-
frence
quses  descent (even though you didn’t point the nose down).
ANGLE OF ATTACK AND LIFT
amount of it generated aiso varies according fo the angle
between ifyou pul

the angle of the wing relative to the aiflow), you increase the pressure
difterence, increasing . If you dive, the reverse occurs. This aerence
between the aiflow direction and a line hrough the wing (the wing
“chord") is the

Angle of attackis visble on your HUD in AIR-GROUND mode. In level
ohi whenever your nose ncicaior & cbicie You g parh fhe ifer

@ between the two is the angle of attack.

e EFFECT OF A ROLL

Lift s @ force perpendicuiar fo the wing. If the wings are tiited (you
are rolling or banking the fighter) the lift force s no longer straight up.
Instead it has two components: one moving the aircraft sideways, the
ofher straight up. This causes the plane fo fum. However. it aso reduces
the force opposing gravity

During @ tum a pilot can adjust the angle of attack by control stick
“backpressure,” that is, by pulling back sightly on the stick. The amount
ee ¥ Scgpent needed s very small. Overcorrecting is a common efor

jinner pilofs

ACHIEVING LEVEL FLIGHT

To achieve “level” fight at a given power setting, raise or lower the
nose of your fighter until fhe VI shows zero (.e.. no ascent or descent

ing on airspeed. Nosing up of down 10 G new “angle
of attack” adds or subfracts lift as needed fo achieve level fight. Never
assume that a pitch of zero automatically means level fight.
STALLS

An cerodynamic stall occurs when the wing’s angle of attack
Doceme s \ome The ck dops fowno ooty cver ne g, ond

path. This

erases the pvesuve difference, vastly reouces fft, and generally causes
the nose fo drop. Stall speed varies considerably depending on aircraft
attitude. flap configuration. efc. Tight fums increase the stall speed.
Simultaneously. the act of tumning wil tend fo decrease your aitspeed. As
a result,stals are quite common n fight fums.

Yourfighter thin, colored bar
showing stall speed on the HUD's aifspeed indicator.




HOW TO FLY
It you are flying at Rookie level, you will not have fo worry about
mkeom and lenangs you begin the game dlready flying, and affer
v

Toword o Hendly akcee ond 6 kinded auiomaIcol.
Al other difficulty levels require you to fake off. Following are some

guidelines on how to take off. fly, and land in your fighter.
Taking Off
CHECKLIST
Look at

primary rgets for you iow
look at the heading scale along the fop of your HUD and tap the
Waypoint Select Key several times, noting the positions of the waypoint
marker. Leave the marker pointing to the target you want to aftack first.
Check your ordnance (tap the Short- and Medium-range Missile
Keys and the Ground Attack Missile Key) to familiarize yourself with the
Weapons you are canying.
ACCELERATE
Tum on your engines by tapping the Maximum Power Key. As you
‘move down the runway OY ccmevdeck watch the speed scale (left side
of the HUD)
gradually go down. Thisfs 11 ot oeed redoaton When e barcrops
below the center tick-mark your plane is past stall speed. This happens:
very quickly on a carrier deck, and somewhat siower on @ runway.
CLIMB AND TURN ONTO COURSE
Once past stall speed. pull back gently on the stick. Watch the
altitude scale on the right side of the HUD: you'll start climbing. Push the
control stick left or right until the waypoint marker along the top of the
HUD matches up with the center tick of the headir
Alternatively. you can simply tap the Piot, Automatic Key and let
your autopilot turm you onto the correct course to the first waypoint.
Flying the Fighter
A LIGHT TOUCH
Use a light touch on your controller. The most common pilot error is
@ “ham-fist” on the stick, throwing the plane around the sky in uncon-
trolled abandon. That kind of heavy-handed flying may be fun in o
dogfight, but it's fotally useless for lining up @ cannon shot, or making a
landing. Unless it's an efergency use light, smooth stick movements.
CHASING THE GAUGES
wnsn you change an aircraft's operating regime. by moving the
happen
ir\smrmy [ vwocoryw oo
out” and show the new s For ying a pilot
@ change, then observes the effects. Constant ad|us?mem and correc-
fion should be avoided, because il you'll do is “chase the gauges.”
overcortecting every move.




STRAIGHT & LEVEL FLIGHT
To'bea good comba pht, you s Jomaser ool ot D i
ina nunmg scenario, rather than redl

the HUD.

75% 'o achieve an economlm cruising speed.

Although the nose indicator on the HUD may appear level with the.

horizon, a glance at the VI probably shows that you are gradually
Itcimbing.

let go to see what happens: if you're descending pull back. Your goal is

to keep the aitimeter rock steady.

‘You'll notice that your fight path indicator aims at the horizon, but
your nose indicator may be pointed above or below it. depending on
your speed. Generally. the siower you're fraveling, the higher you must
pitch the nose to achieve level flight.

Experiment. Tap the Brakes Key. This slows your plane. Watch the
HUD and nofice how the fiight path indicator drops as your speed and
alitude drop. To achieve level fight at this new, lower speed, pitch up
(pull back on the sfick) until the fight path indicator is level with the
horizon. You may need o adjust once or twice fo find the sefting.
TURNING

t fums. As your roll
beymas-(msnfummnqmorlem your stall speed rises from the
normal 120 knot range fo over 200 knots (ina 90° o). Since tight furns can
“bleed off” airspeed. a long, tight tum may reduce your airspeed
the stall speed. Keeping an eye on your speed is especially important
when making tight fums at low dltiftude — a stall can mean a crash!

Tomake @ very fight tum, foll o 80° or 90°. Then you can significantly

39



increase your fum rate by puling back on the stick. However, this trick

increases accordingly.
CLIMBING
Balistic (*straight up") climbs cannot be maintained for excessive:
: the engi ient for a climb.

Remember that any vertical maneuver greatly reduces
airspeed, However, going verfical is a very clever maneuver for chang-

pohig youn

For detalls
These fypes of maneuvers, see Dogfghting (60 56
ToW ALTIUE FLYING

downdirafts,
and ciher inegularles fhat moke fivng diffcut. Also bewara of low

Y
Gaod plofs develop a “Cross check” foutine o scanning e eniva HUD
pettockcaly,fo moke aurs everyhing b olay.

* and “Piot” fight options you have @ barometric/iaser
cmmeter lfvouaopbekywmmlsdevbem Iy but gently

pushes your
nm:mvmenmlundlnqcecvlsdovmmvmsnmagmknring The.
device is not proof against power dives, stals, or other racical maneu-
vers, but works fine in normal fiight regimes.




In fully redlistic fiight the automatic altimeter that keeps you above
300 is tumed off. This allows a skilful piot fo cruise at extremely low

alfitudes.
Landing the Fighter
One of the more difficult maneuvers in fiying the plane is getting it

the base. fhe piane wil be set down on fhe airtrip almst immediately.
If playing in higher difficulty levels, you have the choice of landing the
plane yourself or allowing the autopilot fo land it for you.
ABOUT AIRBASES

fion. On approach, a course of 000 (if coming from the south) or 180 (if
coming from the north) will aim you directly ot the runway. Aitoase

Ks, 50 you have a large safety margin.
Alcraft carers have arenov ‘wires on the stern. You must fouch
on these wir your plane. If you
miss you'll roll off the deck. Dommﬁsmpnolanaonmbowmm
aircratt carter. There are no arrestor wires there, and  other dircraft
spofted for launching may be positioned there — you don’t want fo
crash into them!
AUTOMATIC LANDING
Players who don't want fo worty about leaming to land the aircraft
mmeanwmvowmdunsramem To do this, select friendly
Piot, Vousvllmw
enemy aircraft and ground-based weapons, but
uu'oD\b! will land your aircratt perfectly every fime.
is approach can be quife useful in leaming fo land. Watch the
fighter's HUD and panel fo get an idea of timing, descent, braking, and
50 on in opproaching the runway. After a few times you'll probably be
ready fo aftempt a landing unassisted.

S\"RAIGHT IN APPROACH LANDING

‘easiest way 1o land the fighter. short of autopllot, is fo
fake me straight-in approach.

Simply put. you find the aifield, approach it from directty North or South.
and slowty descend toward the runway. Just before fouchdown, open
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the brakes. That's it in o nutshell. but for more details read on.

Line-up the Approach: Set the waypoint marker on the airbase (by
tapping the Waypoint Select Key). Set your course so that you approach
with heading 000, or 180. Beglnners should man fo find this approach
about 00k i
el L e 20 v from base. s ot Gaveed for
beginne

Appvocch at 300 kfs: As you approach in level flight. reduce your
throttie until the aifspeed shows 300 knofs (about 70% throttie). You'll
need to raise the nose 5° to 7° to maintain level fight until you're about
20 km from the airbase or cartier.

Throttie This
slows the pane o about 230 s. As v reach this speed, lower Your
Ifyou're 9 fend the Brake
Key) for a brief period, hen refract Thom o
Descend: There are fwo mefhods for descending. One is to reduce
the power slightly. If you were in level fight, you now have less thrust and
will gvoaunuy descend. This memoa s generally preferred by pilofs.
e pifch of Typically
uo about 5°10 7°,
mgm ot low power. Therefore, reduce ihis Upward pitch a fow degroes fo
—donot point the

runway.

In either case, your nose should always have @ posttive pitch (the
nose indicator should be above the fight path indicator).

Keep an eye on your airspeed and stall bar. f the stall bar indicator
5100 close fo your Current airspeed (within 25 kis), your throtie is too low
oryou're flying with brakes on. Increase the throttie or take off the brakes.
Conversely. if you're moving 100 fast (over 250 kfs). extend the brakes
(tap the Brake Key) for a brief period, then refract them again.

125 on an aircraft carrier deck. These are your *fouchdown” altitudes.
The safe touchdown vertical velocity is shown by an arrow on the VI
portion of your HUD altimeter. A VW1 of 400"/minute o less (4 ticks on the
scale) is aiways safe.

o v
descent until you're on the runway. Then cut the power (tap the No
Powsr k) and engage he bakes 1op he Brokes Key.

Touchdown on arier s sig
difficult, To avoid
overshooting the cables. increase your Mrkiioon by lowering the nose a
little extra, then at the last second extend the air brake (fap the Brakes
Key) as you pull the nose back up a bit

If you miss the carrier’s arrestor cable area. don't bother trying to
touch down. Instead close the brakes (if you opened them earlier) and
hit maximum fhoftie (tap the Maximum Power Key). Since your nose is
pointed up. you'll climb upward again.
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ATTACKING THE ENEM

Your Strike Eagle is equipped with three fypes of missiles and one
cannon. Two of fhe missle fypes. the AIM-9M Sidewinder and the AIM-
120A AMRAAM, are air-fo-aif missiles, or AAMs. They are used for destroy-
ing enemy aircraft. The ofher. the AGM-65D “Maverick.” is an ai-fo-
OrAGM. The cannon
(MTA1 20mm ~Vulcan) may be used effectiely against efer oif or
ground, although it is far more difficult o hit targets with the cannon.
Missiles in General.
RADAR-GUIDED MISSILES
There are essentially three fypes of radar-guided missles: beam
riders. i radar-
guaed ‘missiles fall into the fist two categories, relying upon a radar
from the launcher to guide it to the target. This means
ey e Kamchr,wholher an aleraft ot ‘ground-based radar station.
must continue to track the target until the missile reaches it. The third
type. called active homers, i the most fechnologically advanced, the
most expensive, and the most deadly; they transmit and receive their
own radar signals. so once fired, they guide themselves to the target.
These are commonly calied *fire-and-forget” weapons.
Most long- and msdium-lar\ge missiles are radar-guided, because
of the penetration power and range of radar beams.
INFRARED-HOMING MISSILES

- - weapons. These
home-in on the heat coming out of your fighter’s exhaust system or from
the tips of the wings, where air friction makes them hot.

Erly IR homers were somewhat unreliable because they were not
very sensiive fo differences in temperatures; they were easiy confused
by non-farget heat sources. such s the sun or even hof focks on the
ground. Modern IR-homing systems are tuned o finer changes in fem-

rature and ignore all but heat signatures characteristic of aircraft.

Your Missiles

AMRAAMS
Your AIM-120A AMRAAM missie is one of fhe best medium-range
weapons in the worid. s the only “fre-and-forget” radar-guided missle

enemy
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defenses, and sufficient maneuverabily fo chase down most fighters,
not to mention nailing bombers and fransports. Because the AMRAAM
17km). pilofs
ypicaly open fte Gt long fange with fhe AIM-120, fhen swifch fo Side-
‘winders if any enemy aicraft survive fo that range.

for year:

though.

SIDEWINDERS
The short-range. IR-homing AIM-9M Sidewinder is probably the best
dogfighting misslle in the world. It is more maneuverable than the
AMRAAM, giving it a better chance of “hanging on” fo a twisting, tumning
target. isupthe
enemy’s tailpipes. The next best
the top (hot side) of the enemy piane. The third best posiion is directly
info the enemy’s nase. Shofs against he enemy as it crosses in front of
You, or at ifs underside (the cold side) have very littie chance of hitting.
The main weakness of the Sidewinder is ifs imited range.

MAVERICKS

for destroy-
ing targets on the grouna It is @ *fre-ancHforget” weqpon of almost
theright farget. it's
st matter of wolting for the fracking box fo changs from a squars fo
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an oval (indicating lock-on). and then for the oval to change color
(indicating a high-accuracy fiing solution). When firing ot ground tar-
gefs. it usually wise fo wait for the oval fo change color before launch-
ing the missile. Once the missie s lounched you can find ofher targefs
and maneuver as you please.

The Maverick uses a highly-advanced guidance system. When you
lock-on fo a farget. the missie fakes a *snapshot” of the target's infiared
image which it then stores in memory. When fired, the missie smply flies
foward its “memorized” farget. The missie is smart enough fo hit the
farget in the center.

FIRING YOUR MISSILES
You must aways amm the appropriate missle before you can fre i,
fopping . Short-
range. or Ground Aftack). Once a missle is armed, it will begin tracking
the nearest target (the target appears in your tracking camera CRY).

If you are aftacking @ ground farget and wcm fo track a ame.em
target, tapthe
targets). Tapping It repectedly cycles thiough all curently avalable
ground fargets. Stop when the farget you want appears on the tracking
camera CRT. I you have amed an air-fo-aif misslle, you cannot switch

If the tracking box appears in your HUD. the target isin front of your
fighter and you can fire the missile once it locks on. Ifthe fracking box
does not appear, check the heading of the farget in the tracking
camera CRT and fum fowards that heading until the box is in your HUD.

Always remermber fo wait for lock-on before fiing a missie. If you
don't wait for the target box fo become ovakshaped, you'te mm

ot your airspeed. If you'te moving fast (around 500 o more ki) or e
farget is closing, o maximum range lock-on shot will probably hit. How-
ever, if your speed islow of the farget is fying away fiom you, wait unfi

3 until Then smply hit the

Fire M»swe Key.

ment or evasive maneuvsdng First line and elfte fighter aircraft may
prove more difficult to hit. Although the *Mainstay” AEWSC craft maneu-
vers poorly. it has superior defensive equipment that may make your

‘oumay find o »
flown by capable crews.
Remember fhat 30010 400 powertul

encugh 1o guide them away 10 1ho forger. i youTe dhing 10 \ow
alfitude. the missie could siom info the ground before it can fly away

wisest method is o fire only when you're level and above 500
Sidewinders and AMRAAMs always home on the most prominent
farget, which is usually the nearest. They will do 5o even if you wer
racking someone else. You may be tracking a farget. fie a missie. and
then discover it goes for one of the fighter escorls fhat happens fo be
clos




Your M61A1 20mmVulcan —
Jet aircraft travel so quickly that conventional machine guns and

‘cannons cannot fire fast enough to guarantee a hit: a plane could

iteraly fly between the shels. Therefore. modem aircraft cannon are
atmera group of guns (such as the twin 23mm cannons in many Russian

iGs) or
Sﬂ(eEoﬂlS)
\ge of 0.5 to 3 kilometers, with
Inside 0.5 use of a cannon s
unsae, nger
farget wil hit you.

THE HISTORICAL GUNSIGHT

F-15 hos the most modern. advanced gunsight avaliable: a
“historical” gunsight
tion this gunsight *assumes” you are firing Gt maximum range (6 kiome-
fers). However, if your torget. ge
is used instead for gunsight Calculations.

fight path. and
balistics for you. It then displays where your shells would be if they were
hitfing the farget now. The gunsight continually calculates firing. delays
the appropriate fime. and dispiays potential hifs as they would occur.
Therefore, the sight s “assuming” that you fired at the correct fime in the
past (hence the ferm *historical” gunsight).

The historical gunsight requires conscious “refraining” fo use well,
since it doesn't require you fo “place fhe sight on fhe farget.” However.
this weakness is more than compensated for by the advantages of
anticipation firing. The sight allows you to fire sooner and more accu-
fately than any other sight in existence. The historical gunsight is the
device of choice among "in-the-know fighter jocks.

ANTICIPATION FIRING
bout two seconds for the Vulcan's shels 1o travel the
range. Therefore, ge the

speed v .
meet. If than 6 km, wait a littie
less. For example, ot 3 km wait unti farget and sight are one second
apart; at 1.5 km wait unti target and sight are a half second apart, efc.

You can use this sight lie an old fashioned predicing sight. That is.
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wait until the sight is on the target. then shoot. But af 6 km range you'll
have to hope the target stays on the same course for fwo seconds fo
insure a hit.

In short, the key fo using a historical gunsight is anticipation. Don't
wait for the sight o reach the target. Instead. learn to anticipate the
meeting of sight and target, then shoot ahead of time.

STRAFING GROUND TARGETS

Using your

y
Because the cannon gunsight is opfimized for air-to-air combat. “walk-
ing” your shels across the ground is the best way fo hit a target, but this
uses a lof of ammunition. Experienced pilofs confine themselves fo
ranging burst i hey re close

s ost it prclo g fyour e ange: Wexira
kilometers. This
means you have only G ouple of seconds fo hit fhe va-gec before it
passes beneath your gun.

A common erfor when strafing is “target fixation” where you ignore
alfitude. Remember that stiafing means diving — and you've got fo
come up again sometime! Affer you pass your farget, open the throftie
and fumn away. Keep an eye on your missie warmings and be ready to
drop chaf of flares.




ENEMY ARMAMENT

v to

v vpe:
Air Missies (SAMS). that are fired from ground installations, and Ai-to-Air
Misiles (AAMS). ke your AMRAAMS, and Sidewindrs, tha are fired from
his fighters.
Hs aircraft ore also equipped with rapi-fiing cannon, fike your
Vulcan, Ingeneral, the enemys cannon are not as effective as your own.
but be careful of the lucky sho.
Enemy Missiles
ENEMY SAMS
you fly info enemy radar search zones, which include just about
all of the areas info which you wil fy. the enemy wil affempt o destroy
your fighter from ground-based missile launch sites. In order 1o avoid
Baing ot down by SAV s mpartontfo undtond how ey work
: Medium- and long-fanged SAMs are radar-
gmded ge!

of the sky.

(2) Rador tracking: atarg
plane) it “handsof™
your craft. At this point a missie is launched

(3) Radar control: Once the missle is launched, the narrow beam
continues fracking your piane so the missile’s course can be updated
and corrected

IR-Homing SAMs: Short-range SAMs are usualy infrared-homing
missiles. The only significant difference between the method used for
kiling you with IR SAMs and that for Radar SAMs is that once fired. an IR

doesn't rely upon the rador fo updafe ifs course duting fight

instead. it guides ifself to the torget.

(1) Radar search: A search fadar finds your aircralt.

(2) Radar tracking: A tracking fadar follows your aircraft

(3) Missile launch: The IR homing missil is launched. A this point
fracking radar is unnecessary. as the missle can guide ifself to fargef.
ENEMY AAMS

The enemy has o wide variety of thveatening AAMs but probably

~Alamo.

itis @ "fire-and-forget” medium range missie, and s it o have. A
ofher Russian medium- and long-fange AAMS are radar-guided. semi-
from the firing

aircraft to guide the missile to your fighter.

By definition, all IR-homing AAMs are fire-and-forget” weapons

These are usualy short-range (812 km). dogfighting missies. The most
AA-8 *Aphid,”

¥
Sukhois close fo AA-8 range. you could be in trouble; only your dogfight-
ing skill may save you.



Enemy Guns.
The enemy has cannons equivalent fo yours in range and power.
However, the enemy sfill uses old predicfing gunsights. This means fhey
are virtualy required fo get behind you before they can make a decent
shot. In addition, all but the mast eifte pilofs willbe siow o fire, since fhey
must place the gunsight on the target and keep it there to score a hit
If you sense the enemy is behind you and ready fo fire cannons.
“jinking” (small, violent
Finally, Russian-buit aircraft with the older Gsh-23 cannon may ot
always hit, since the lower volume of firepower increases the chance of
'you "flying between the shells” and escup\ng serious injury. Don’t rely on
this: not every 23mm shell is an unlucky o




DEALING WITH MISSILE ATTACKS

Inevitably, you will find yourself under aftack from bofh ground-
bosed and airtaunched missles. Your fighter is designed o give you
‘ample warning before you are hit and destroyed. and there are several
defense systems built info the plane to aid you in spoiling the enemy’s
aftempts fo shoot you down. In addition, with practice you can maneu-
veryour way out of y
fighter's defense systems.

Missile Atack Warnings

Your first warning that a missile has been fired at you comes in the
form of a beep and a message displayed in your HUD. This will inform you
of the type of missile fired and the place from which it was launched if it
I5 SAM o e type of snemy pcre that red 1 s o AAM.

At this point one of the warning lights on the dashboard begins

flashing to remind you that a missile has you targevecl If the offending
weapon is radar-guided, the “R” ight flashes; i it is an I-homer, the "I"
light fiashes.

Your next warning appears on your factical screen. in the middle of
the dashboard. You see the missile as it approaches your fighter. Finally.
‘when the missile is within a few seconds of impact, you hear the missile
pvoximlw kiaxon, a that i il the:
danger is passed or until the weapon siams into your fighter.

Responses to Missile Attacks
REDUCE YOUR VISIBILITY

In some cases, especially when a missile is fired at you from great
distances, you can avoid the danger by simply *hiding” from the radar
that must track you to guide the missile to your fighter. Unfortunately, IR-
homers that are already enroute cannot be evaded in this way. but you
may avoid additional launches of IR missiles, since the first step in
launching is to find you with radar

First and 'oremost the further you are from the enemy radar site, the

‘weaker the si
a wh\le. until me signal is 'oc weak to “see” you Also remember that
reducing your alffude, lowering your engine power, and leveling out
your fiight will help.
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Chaff & Missile Field of View

cnatt
N oo 2
R e
F1siaunches Fi5beyond
i fieid of view

Al point 1 the F-15 releases

Misslo Field chaff,The missile homes on the chaff
of View while the F-15 straight
1 ahead. At2, the F-15 is beyond the.
Misie missile’s “view arc.” Once the mis-
sile passes the chaf, i will see no

target and fiy off blincly.

)R RADAR-GUIDED MISSILES)

For defense against radar-guided missiles, your fighter is equipped
with chatf cartridges. Each chatf cartridge deploys  cloud of tiny fin-foil
sfrips that reflect enemy radar. For fwo or more second the strips form a
huge radar reflector. biinding the missie. lie a smoke screen.

The clossic chaff technique is o wait until a radar-guided missie is
just a couple seconds away (when the missile proximity kiaxon sounds).
At thot instant fire a chaff carfridge (fap the Chaff Key) and tum away.
The blinded missie will fy straight into the chaff, missing you.

Nofe that you do not have an endless supply of chaff cartiidges:
your dicated
your HUD whenever you use one.

r Missiles: Enemy missiies with Doppler radar guidance sys-

your course is perpendicular (at right angles to) the missle. If the missile
chases you from the rear or attacks from straight ohead. chaff has no
effect.

@ SA-10.5A-12,
andsh R, Oriy one AAM (0 fo-cir misie) has Dopp\ev guidance: the
AA



FLARES (FOR IR-HOMING MISSILES)

For defense against IR-homing missiles, your fighter is equipped with
heat-producing fiares. Although called “fiares.” these are really small,
finely funed heat decoys. A flore lures an IR missie foward it (and away
from you, but only during the 2 to 3 seconds it burns. After that the flare:
dies and the missie king. Therefore, like chaff,
technique s fo wait until the missie is a couple of seconds away (the
Kiaxon sounds). then drop a fiare while you fum away.

Like chaff cariidges, you don’t have an infinite number of flares:
Your supply s indicoted in the middle the HUD whenever you use one.
MANEUV

it's 4mponcnt foremember that chaff and flares aren't pertect. Both
your flare or

jou're

& wiong Coirse. Therafore, s Imporant 1o manianer o of the
missile’s “field of view” when fhe defense expires. If you don't. the missile
will ve—ocqu"e you and continue on a colsion course!

anenemy
s without mechanical aids,
s View: vision; they
can only “home* on targefs wihin the acquiition arc of e seeker. This
ah the missie. If porarily

arc. muauy the quickest escape course is one perpendiculr 1o the
missie’s fight path.



Tuming inside @ Missile: When o missie s close. you stil have o
chance fo outmaneuver if, because fs tuming arc is larger than yours.
If the missile is trying to fly up your tail, roll over onto a wingtip for a
fight fum. then pull back hard on the control stick to fighten the fumn
further. Keep an eye on your airspeed. since you can't stay long in this
kind of a fum — soon the plane wil stall. But meanwhile, the missil is
making a wider, faster fum fhat causes it o zoom past harmlessly



a Missile: If  SAM approaches you from the side.
gradually fum foward it increasing the fightness of your furn as it comes.
closer. The objective s 1o keep the missie’s course af right angles
(perpendiculan) 1o your own.
This tactic works because the missile cannot turn with you. Instead.
it gradually falls behind and zooms past your fail
AMtacks: If

you from the front,
‘wait unilit's about 8 fo
the tactical display).

roll over 180° and fum foward memhsue Now you' rssetupkxcmmlng
battle (see “Tuming foward a Missile,” above).

up when first launched. This means that they can‘t begin homing until
Thoyto bevond o ceioh detarce (h e and attifude) from their
launchers. A
SAMlcqnacYuulvbeverwae




DOGFIGHTING

The best way to ambush an enemy plane s fo side up from behind
it. Enemy aircraft have forward-acing radars only (except the IL-76
“Mainstay” AEWSC). 50 coming in from behind means you can catch
him off guord.

Traditionally. fighter pilots prefer to attack from above. This gives
them an energy advantage in a dogfight. However, missie factics and
the wmponunce of secrecy g hergh' advontage less vc\uabia

torgets mers:ovs appvocchmg |wancvvom enind s often wher, Ol
if your [ v youbeg
fo seek an alitude advanto

If you're surprised ot SBounced” (aftacked fiom cbove) by the
enemy, immediately ook for incoming missiies and take appropriate

first. Only then can you begin dogfighting.
The Missile Exchange
©Often an air-to-air battle starts because the enemy has discovered
youond y The resut, qui .50
headohead faceror.

mscmm rionged AANS.Be prepcred tochatthe “ncoming” of rrene
t own. Once your
Tacor e s away. switch 1o a Lowindr. v ey g8t  sacond

e
out of missiles or you're an incredibly good marksman.

In most cases. if you can get off o second missile shot so can an
enemy carrying second-generation IR missies (the AA-8 or AA-10 IR
version). These nasties show up frequently on MIG-29s and Su-27s. but
aren’t unknown on ofher craft flown by veteran or elte pilots.



THE EARLY TURN
One of the most difficult but useful tactics in a head-to-head match
is mﬂkhg an early umn. Against inexperienced pilots this rickis easy. since.
reenhorns usually keep boring in. hoping for @ cannon shof, Against
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vets, an early tum requires fine timing. If you turm more than a second or
wo ahead of the enemy. you're just telegraphing your intentions. If you
wait too long. you get no advantage at all (see diagram).
Dogfighting Maneuvers.

The essential ruie in dogfighting is fo get on the enemy's tail. On ail
fighters. gun and missie guidance systems face forward, 5o if you're on
the enemy’s tail he cannot shoot at you. If you can't get on his tail, try to
place his aircraft as much ahead of you as possible, so you have the
maximum number of fiing opportunities.

Maktoinng Noher $peed of alitude s vauable n o dogfght. A

plane faster or higher
con attack or remaav as desired. Havlng a hsgher speed or altifude is
femed i ooy advantage.

vers: mmng Insice. the Scissors Tum, the Immelmann Tur. the Spif-STurn,
and the Yo-Yo Tum. Not only should you leam fo execute them, but also
leam to recognize them so you can apply the appropriate counter-
maneuver.
TURNING INSIDE

You can see enemy planes approaching on your tactical dispiay.
The simplest solution fo an enemy plane coming up behind you s fo fum
toward him. If you're fuming faster and fighter than he is. you'll gradually

s fail ig

% be
careful of staling!
course. if the enemy is fuming faster than you, he will eventually

The longer you wai the worse it gets, until he lines up a shot and toasts
you.



SCISSORS TURN
A more complex way fo out-smart an enemy aircraft i the scissors

direction. This opens the scissors. As the enemy realizes you've tumed
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oqdn If your tums were qulcker and tighter than his, and/or you're a
slower plane. of you. you'to get
onto his tal.

a sclscu trap. Even "Nspkma Hums beMfer, Fis low reation 1o ach
the edge. A pilot

v P by

han yours). or by intoa

fighter
yo-yo tum (if he’s fasten).

IMMELMANN TURN

maneuver is an excellent way 1o reverse direction quickly,
‘especially useful when an enemy plane has buzzed past in @ head-on
‘encounter and you want fo gain altifude and get on his tai ot the same
fime. First you perform a haf loop upwards fo reverse direction. then o
half roll to ight your aircraft. If an enemy fighter is behind you. an
Immelmann can bring you nose-fo-nose with him.

since a haif-loop upward slows you down significantly.
The original Immeimann, a German WWI fighter ace, reputedly




SPLIT-S TURN

ous. Begin by roling inverted, then pul fhe sfick back fo half-oop
downward. Many plofs begin the loop before the roll is complefed.

ng fhe pi 5P
alfitude, 5o it's often wise to reduce throftle and/or use speed brakes fo
minimize alfitude loss.

The Spiit-S complements the Immeimann because you gain speed

or away from the enemy without remembering fheir aiffude. The resut
can be a SpitS right info fhe ground!



YO-YO TURN

This maneuver is used mainly by higher speed jefs against siower
‘opponents. Therefore, you should leamn this maneuver well, because your
fighteris one of fhe fastest, most powerful in the world. You may see SU-
275 ond MiG-29s attempting it against you! This tum requires excellent
‘cockpit visbilty. something that earlier MiGs lack.

0 tum, nfilhe’s
visiole out fhe fop of your canopy. Then pull over info @ dive while sl
turning. During the dive you roll the plane 1o help fine up your shot. Very
often you'll fake that shot while inverted.

In effect you make a very big fum in three dimensions. Most of the
“consumed” with g,
plane to frave farther and tum wider. vet stl come out on the fail of the
more maneuverable piane. As you gain altitude you gain the "energy
advantage” and the flexibilty 1o tum either way your opponent goes.
American -4 Phantom pilofs used this maneuver with great success
slower but more maneuverable MiG-21s over North Vietnam
during the Vietnam war.
Nofe that your tum, or
1o use the third dimension yourself (usually by going info a spit-5).
ause a Yo-Yo requires good spatial perception. first practice it
using the Siot View (if alone) or Tactical View (if you've got a farge?)
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Libya s ruled by Col. Mu'ammar al-Qadhaffi, leader of the secret
army organization that deposed the former king in 1969. The capital city
is Tripoli and the nation’s chief source of wealth is ol

A desert nation, Libya has only one visually distinctive mountain
region: the Jobal al Akbar fo the east of Benghazi. Deep in the desert
east of Sabha. are the desolate. isolated mountains of the Al Haruj al
Aswad, while fo the west are the great sand seas (ergs).

Rich by fhird world standords, Libya buys most of ifs armament from

Soviet presence. Soviet advisors do
not Damcwpc'e n combat operations

and. A,Sm men. while its air force has roughly 530 planes, 30 combat hel-
copters, and 8:500men. A 10,000-man paramiitary “Pan-Afrcan Legion
aiso exsts as well s various ferrorist fraining camps,

in Li
Flying over Libya s a unique experience. It s a truly desert nation, o
of ton

land
boulder fields. Woter is all underground. seeping fo the surface in occa-
sional patches of green oasis o mountain valley. Mountain ranges are
low. From the airit's
oﬁen hard fo tell the difference between aging roadways ond duﬁK

the rust red of S
batteries
Friendly Bases.
sigonella on Sicily (UD18): The USA maintains the Sigonella miltary

for air attacks against the North African coast, especialy Libya. Unfortu-
ey, e flh csenogs cre aute kg,

merica at Sea (UD70): This 60,000-fon “Kitty Hawk" class con-
Vel ko coner Sedrolod UG senye yil 1he IS, Feet
in inthe Tipoli and
Benghaa The Gorer s saly posmmed for launching and recovering
strikes against Benghazi, the Gulf of Site, or fargets deep inside Libya.

the Gulf of Sirte
enemy ships and aircratt It i surounded by escorts and reguiarly
replenishes the CAP (combat air patrol) with F-18 launches.

Neutral Base: e
se airbases are in neutral territory. Don't use them unless specifi-

cally ordered to do 5o or if you must make an emergency landing.
Suda (VD41): Near the city of Khania, this airfield is nof
an American base, although in years past it was a major NATO air and
naval base. It has the advantage of being both closer and less public
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than equivalent fieids in Greece or Egyp.

‘Commonwealth in the Mediterranean, this is now a neutral port and
somefime fourist haven.
Libyan Cities and Target:

ipoli 1C87):
base at Idris, well profected by SAM batteries. Until recently. long-range
5A-5 Gammons watched fhe skies from these sites, but there are indica-
fions that Russian milftary advisors moy replace these with more formi-
dable SA-12 Gladiators,

Tripoli s aiso the site of @ major army headuucnels vorous mllory
depots,
Doats con amost e 5o found prOWING fhe Cocs! 00Ty

Sabha (UB17): This southern fown is the main military base of opera-
tions for Libya's southerly expansion. It was the major depot for the war
against Chad and s sfl extremely important fo Liyan frons-Saharan
ambitions. The most important miltary installations here are the large
airbase and the SAM battery protecting it

isratah (UC26) & Sirt (UCA3): These coastal fowns house low-level
military headquarters and ol storage tanks for refueling ships. Sirte is o
naval base. supporting missile boats that cruise the westen

side of the "Line of Death.”

newest of facilty. A vcs! quantity of ol for export s stored here, and a
s ply

vast “farms” of ol tonks ‘and cmetor it hoodaueiors Pot Bregaoi

facily is older but stil in operation despite the completion of Ras Lanuf.

A number of SAM batteries are sited in this vital area. Port Brega
aitfeld, west of fown, serves both ports

miltary
bose. including me Ben\m: aifield and poweﬂu\ provecﬂve SAM batter-
few small ol
port. Terrorist
uncommon in the hils fo fhe east.
oy in Jabal

al
between Libya and Greece, making it an ideal s for antiship missies.
There is a small airstrip and SAM site as well,

Oil Fields: The great ol fieids of Lbya are in the southeast, where
fiterally thousands of wells pump crude from the ground. This oil s piped
o Ros Lanuf and Port Brega. The great producing fields can be found
near Raguba (UC90). Waha (VB18), Amal (VC30). Jalo Oasis (VC40), and
Gialo (VB49). Most fields have a few storage fanks on sife o hold crude
temporarily until it can be piped fo the port. However, the majority of
storage tanks are at the ports, not on the fields.

two secret, hard-pack surfaces suitable for aircraft landings. One is at Al
Muknayli (ONC VC43), the other is on the edge of the great ergs, ot
Yafran (ONC TC93).



Libyan Air Defer
Libyan air defense forces use Russian-built equipment and are
frained by Russion advisors. SA-2 Guideline and SA-5 Gammon SAMs
have been the backbone of Libyan air defenses. but there are rumors of
upgrades to new SA-10 Grumble and SA-12 Giadiator
Local military forces make use of SA-7 and SA-14 shou\cel fired
missies. rist
in the vicinity of terrorist camps. Libyan army units use various medium-
fange SAMs, including SA-8s, -9, -11s and -13s.
Libyan Air Force
Fighters: The Libyan Air Force is composed of over 140 MIG-23MF
“Flogger” fighters, a number of MiG-25 “Foxbats” (for reconnaissance
and long-range interception). and several antiquated MIG-21s. The Air
Force also has various Mirage 5D fighter-bombers for ground attack
missions.

air opponents.aifhough you may encounter the new MIG-29 “Fuicrum”
flown by Soviet personnel.

: Although Liby possess any Tu-
95 “Bear” reconnaissance bombers, Russian Bears frequently operate
from Libyan bases.

Air Transports: i suspected that Libya's anfiquated fleet of C-130H
and C-47 air fransports (built in America) will be replaced with Russian
equipment, perhaps including the new An-72 “Coaler” jet fransport.

Libyan Navy.

e Libyan Navy is composed primarly of missie corvettes and
missie patrol boats. The largest of these is the 770-fon Russian-built
Nonuchka Il class armed with Styx surface-to-surface missies, SA-N-4
SAMs. and @ twin 57mm gun turet. Other boats include the Russian Oso-
class, Italian-built Wadi M'ragh class, and the French-built La Combat-
fane Il types; these have poorer missies and SA-N-5 SAMs, or no SAMs ot

all.

The the tsin
the most aggressive patrass, making fhem fhe primary fhveat, Pafrols
occur frequently in the Guif of Sirte, south of the “Line of Death.”
Sometimes the Libyan air force fiies fighter missions in support of these.
naval patrols



THE PERSIAN GULF

Introduction

pro-

American Shah in 1979. In September, 1980, Iraq attacked Iran, begin-

ning  long, costly war between those nations that lasted for years. Both

contestants are viewed with distrust by the Arab states south of the
s Suppor

the nation’s image.
Iran akso calks for  Shi'fte religious revolution throughout the Isamic:

world, bother the Arab states, since their
goverments are Sunni. However, Iran s populated by Persians. nof
Arabs. Sofor

Iranian Shifte radicalsm across the Persian Guif 1o he Arab states.

Iran s @ lorge nation with varied geography. The Elbruz and Zagros
mountain ranges run from the northwest comer (where Iran touches
Turkey and the Soviet trans-Caucasus) diagonally southeast. along the
border with Iraq, and then parallel 1o the Persian Gul. South of hese
mountains, af the head of the Gulf. are Iran's oiffields. North of the
mountains the nation is divided info two regions. The westem part, near
raq. Turkey. and frans-Caucasus Russia, i fertile. heavily populated, and
includes most of the major cities and industrial plants. The eastern part,
bordering Pakistan. Afghanistan, and Soviet Central Asia. is largely bar-
fen desert and mountains with @ small, impoverished, undereducated
popuiation.

Under the Shah, Iran’s oifich finances permitted massive invest-
ment in miltary forces, mostly from the USA. Since the revolution, how-
ever, many complex weapons have faled for lack of spare parts and
maintenance. while most of fhe rest were damaged or desfroyed in the

aq
but these are deployed to protect key cities in the interior, rather than as
a border defense.
Sightseeing in The Persian Gulf
Like Libya, the Persion Guif is a desert region, except for fhe large.
high spine of mountains ma' runs qugonalw through Iran from the
orth . water in
Iran, resulting in increased ngncmure and \alue local irfigation works to
control the seasonal run-off from the mountain highlands.
The Guif has many interesting ond exceptional areas, such as the
Tigris-Euphrates watershed that reaches the head of the gulf around

\badan. O and
of the Iran-raq war has reduced the area to a ruin of small towns and
vilages.
Knarg Island. despite wartime aftacks, is one of the great man-

ers, guarded by missie boats and fighter patrols, it remains the site of
numerous refineries and ol storage fonks.

There are also great oiffieids south of Kuwait City, north of Bushehr in
the Bandar-e-Rig, on Bahrain and Qatar, and along the UAE coastine
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near Tarif, the
Arabian coast.
Another interesting region of Iran is the great valley of Bandar-e
Lengeh and Bandar’ Abbas. Seasonal fivers flowing from the mountains
\ave formed a fertile valley floor that empties into the Straits of Hormuz,
the strategic doorway fo the Persian Gulf. On the opposite side (the
southern side) of the straifs, the mountainous peninsula of Musandam
knifes info the straits, creating a narrow choke-point of naval fraffic.
Friendly Bases.
‘America’s strongest allies in the Persian Gulf are Saudi Arabia and
the tiny isiand kingdom of Bahrain
Nimitz ot Sea (KY83): This huge 80,000-ton nuclear carrier \s me
classshipof

the Indian o<:ecn

at any time. Here it 1
on reguiar rofation in CAP (combat air pafrol).

the.
Persian Gul, Y st * fork and
missie affacks. Carrier task forces remain in the indian Ocean. although
the fing of the Gulf of

Oman fo provide a base as close as possibie fo Persian Gulf targets. If
eatened,

Vel epcmns o ke Ocean

Saffaniyah (JY19): This is Saudi Arabia’s northermmast oi fermi-
nol cnd portalong the Gult. s aiffeld s I a useful frategic location
Avobia’s largest
port city on the Pemcn Gult. However, me Al Hufut airfield sightly inland
is  strategically useful and less public position for basing missions and
aids.

iding 116 naval and! o 5ase faciies for Amercan mifar farces.
Neutral Base:
Kuwait is a friendly neutral nation, Oman is neulral but pro-Westemn,
and ms UAE (United Arab Emirates) are studiously
it City in Kuwait (J212): Originally neutral, Kuwcm wugm USaid
and supporl ater repeated Iranion threats and attacks. The Kuwait
airport can be used occasionally to stage missions that demonstrate
America’s support of Kuwait, or for emevgency »mngs However,
Kuwait s fearful of not
grant America basing
Qatar QY78): This ) independent nation works hord af the
appearance of neutralify, probably because it has both strong pro-
American and strong pro-Iranian factions. Although missions cannot be
staged from here, it is possible 1o use the pro-American groups o aid in
emergency anding stualors

the United Arab
Emirates are not esoecmw friendly fo the American Cause. Because the
UAE s o decentralized govermment. pressure and money in the right
places could permit an emergency landing
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Some of the largest oil fields of the UAE are in this area (ONC KY22-
23).
Dhabi (KY31): Abu Dhabi is the major ciy of the United Arab

Emirates (UAE), where the appearance of neutraiity is most important.
Emergency landings at this base are very difficut, but not impossile if
Iranian diplomacy succeeds in making yet more enernies.

Al Khafi ot Dubai (KY6S): This large airfield outside the city of Dubai
is the most strategically useful of all UAE airfields. It s the base closest o
south-central lran and is on important launching of refrieval point for
deep missions. However, as Gt Abu Dhabi, political problems make the
Use of this base difficult fo impossiole.

Muscat in Oman (KY90): Oman is careful to remain neutral in Gl
affairs For

retired” Y P por
the Muscat airfield is available for missions and emergency landings,
rovided everything remains secret and politically “deniable.”
Iranian Cities and Target:
Dezful (J238), Masjed Soleyman (J247), and Ahvaz (JZ37): These
cities are the main “rear areas” behind the former Iran-Iraq battiefront.
They have a variety of SAMs. Although all originally hcld ahbase facilities,
it is believed that only Masjed Soleyman’s remair
‘Abadan : This city is located at the final juncﬁcn of the Tigris
and Euphrates Rivers, near the Persian Gulf. Numerous batties in and
«around this area have destroyed a large part of the city and contami-
nated the once beautiful surounding countryside with poisonous gas.
Bandar Khomenyi (JZ44): This s fhe main Iranian military base behind
the southem part of the Iran-Iraq front and a major staging base for
militory supplies and munitions of allsorts. I has a large irbase, powertul
$SAM batteries, and a major military headquarters.
Bandar- Fields: These oil fleids, clustered along the coast
‘and inland hills (JZ61 and JZ71) are a key source of Iran’s oil wealth.
Island (J260): This isiand is covered with refineries, oil storage
tanks, and port facilities for oil tankers. Until the Iran-Iraq war it was the
greatest oil terminal
the facilities, them. and
missie boat patrols, it is st Iran's main port for oll export.

Much of lran’s ofl wealth i offshore. One of the heaviest concentra-
tions of oil platforms is in the vicinity of Kharg Isiand. Beware that some
platforms are now used by Iranian Shi‘ite "Guards™ as military bases.

Bushehr (J280): Thisimportant coastal city was once a major oil port.
butis now completely overshadowed by neighboring kharg siand. The
‘military forces on its SAM batteries and airbase are not always first rate.
However, it is home port for many Iranian frigates and missile boats that
patrol the gutt

Shiraz (KZ03): This inland cny sitedona h)ghland plateau. is one of

the largest
ters forfran’s
Persian Gu. There is an exceptionally bvqe military airbase here ma' is
usually profected by powerful SAM batteri

this



inland city is the classic "gateway” to northwestern iran. As a franspor-

popula-

edgeof

by sfrong traditionalist sentiment, which in recent years has transiated
info fervent Shi'ite extremism. However. the huge war has caused many
families fo reconsider their support for the Jihad,

Bandar-e Lengeh (KY57): This western city on the Straifs of Hormuz
hos a minor milftary base, including an airfieid and SAM battery. How-
over s pimany fanction & cllan, sening the orge ol floks n s e
Offshore ol piatforms are especially common in KY35-45.

Seasonal rivers running from fhe mountains 1o the west down info

them.
Bandar ‘Abbas (KY68): This cify is Iran’s major military base on the
aswellos

the latest SAMs and a large, well-equipped military airbase
Secret Bases: Wester infeligence operatives in lian are preparing
two secret, hard-pack surfaces suitable for aircraft landings. One isin the
Shalamzor valley (1267) n fhe Zagros Mountains, the other in the moun-

ins south of Kerman, af KZ82.
Iranian Air Defense:

of ran once more.
Sold by Bifain to Iran. Rapier batteries are fast, but shorter- 1cnged
the radar

ok
the quality or sophistication of the Hawk. In fact, in the Falkland islands
fighting, the Rapier was surprisingly ineffective.

The Tigercat, . appears in

areas. Many Tigercat sites have little or no radar, since the missile is
designed for visual control. The Seacat is a naval version of the Tigercat.
found on Iranian Vosper Mk 5 type frigates. It is somewhat more danger-
oous because the frigates have decent radar search systems.

Iranian Air Force

it aircraft ac-
quired during the Shah's rule. Before fhe outoreak of war the Air Force
had a nominal strength of 75 F-14 Tomcats, about 200 F-4D and F-4E
Phantom I, 140 F-5€ Tiger I, plus various ofher planes and helicopters,
including C-130 Hercules fransports and P-3F Orion reconnaissance
bcehpers

: Iran lacks the sophisticated technicians and parts to keep

its - m operational. Within a year affer fhe revolution fewer than five

parts exist for the AAM

system. but some F-14s stil have functional long-range radar. F-14s can
catry AIM-7F Spariows or AIM-9H Sidewinders.

The older but less effective F-ds and F-5s are easier fo maintain. These:

planes are the backbone of the Iranian fighting air force. intercepting
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faids, guarding rear areas and ships fiom attack, and occasionally
attempting a raid of their own

ranian fighters are equipped with AIM-9H Sidewinders, one of the
ast and best first-generation IR AAMSs. The F-4 Phantoms (but not the F-5

guided misse.
e Bombers: ran has few navl recomaissonce
bomibers, oncl mostof Orions with
ear. Such planes are reduced fo visual pafrols only — a waste of
aviation fuel in @ modem warfare environment!
However, i's possible that long-range Russian Tu-95 *Bear” bombers
may make an appearance, flying fiom Afghanistan or Yemen.
Aibome Early Warning & Control: Iran has no “AWACS” or ofher
AEWSC aircraft. Instead, the few operational F-14s are used in this role,
it e 14 e o oremely polderi ok geordh

trans-
ports, including he American C-130 Hetcuies, Gamen Fodor £,
French Dcsau\' Eveque1 Falcon 20, and Boeing 707 and 747 nanspan
models.T
of spare pcms und the presence of know\edgeub)e mechanics. Gwen
Iran’s dislie of the West. some consider it iikely fhat she wil shop in Russic
for the next transports bought, perhaps the new and very flexible An-72

Coaler.
Iranian Nav
The Iranian Navy suffered greatly in the Iran-iraq war. Many ships
were damaged in the fighting and remain unrepaired; others have
deteriorated badly for Iack of maintenance. The great naval base at

ain.
It is believed mav one or more of the four Vosper Mark s frigates are:
.anda4s” o
fumet, Gotaondl paftal by fnose of sckor s Can 66 Sxpac
the region of Kharg Isiand or in the Straits of Hormuz. If Tunchonal, e
Vosper frigates pose @ significant miltary threat.
Iran’s Shi'fte *Guords” also man a large number of fast motorboats.
The crew carry rocket-propelled grenades fo Gftack shipping. and

attack. Virtualy invisible. these "masquitos” are a threat only fo unarmed
merchant shipping. or an aircraft unlucky enough fo pass over the area.
These boats are based all along the Iranian coost, especially af Bandar
‘Abbas, and from a variety of offshore ol piatforms.



VIETNAM

Introduction

of five countries: North Vietnam, South Vietnam, Cambodio, Thailand,
and Lacs. North Vietnam is attempting to conquer South Viefnam and
feunite the fwo countries under Communist control. The North Vietnam-
ese have establshed hegemony over Laos and Cambodia, and only
South Vietnam and Thailand remain friendly to the US

The principal geographic feature of the area is the Mekong River
that flows from China 1o the sea. The area is heavily vegetated with
lowland swamps, jungles. and wooded mountains. Outside the major
cities, civilzation is marked mainly by fice paddies and vilages of grass
hut

North Viefnam is  poor nation, but is supplied with weapons by the
Communist superpowers, mainly the Soviet Union. Their army s large
relative to the national population and highly mofivated. Despite heavy
equipment, they have thrown

the South

ig!

astondsti Thei o MG 175
flown by pilofs of sympathetic countries. Their northam s and e
supply routes south are heaviy profected by anti-ircraft missie batter-
ies. Theit navy consists of only a few missile boats patroling the coast
The most important targets for US ir attacks are the two major
bridges on the supply routes heading south: the Paul Doumer Bridge near
Hancljcncl e
I the south must pass over these fwo boffienecks.
Slghfseeing in SoutheastAsia_________
This region is mostly green and overgrown, and often very littie can
be distinguished from the i except rivers, rice paddies, and grass huts.
Mountain ranges are low and wooded. The most impressive man-made
features are the large bridges in North Vietnam. Also noticeable are
smaller bridges and the disfinctive pattemn of SAM batteries.

in several areas of the country. Look for buring objects on the ground
and fights of Huey helicopters.
Friendly Base:
Tan Sonh Nhut (XUS3): Located outside of Saigon, fhis s the largest
and busiest airport and base in Southeast Asia. Milfary aircraft based
here are used primarily 10 support nearby ground froops.

Aircraft
from here support local ground troops. interdict supplies on the Ho Chi
Minh Trail, and strike targets over the border to the north.

rang (YU12): Located fo the east of the central highiands.
Aircraft from this base support ground froops and inferdict supplies
coming south on the Ho Chi Minh Trail.
Udom (XV95): Just over the border in Thailand from the Laotion
capital of Vientiane. Aircraft based here reach out to bomb targets in
North Vietnam and Laos.
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of Thailand, this

is on important base for making attacks on the Ho Chi Minh Trail and

ooy 12 froop concentrations in the central highiands of South Vietnam.

orat (XV43): Located southeast of Bangkok in central Thailand.

Aircrat iefnam.
Bangkokin i

Bangkok (XV14): The capital of Thailand. The aitbase here is 100 far
from the war zones and North Vietnam to be particularly useful.

fon carters have G complement of Gpproxmately 85 aiciaft, ond ore
placed in the Gulf of Tonkin 1o stike fargefs deep in North Vietnam.
Pronibited fiom strking civilan targets, the navy concentrates on the.
transportation routes bringing supplies south, especially the vital Paul
Doumer and Thanh Hoa Bridges.
Each carrier gvcup corsms of one carrier and a ring of escort de-
stroyers. A
intercept any uppvoochmg Noﬂh Vietnamese aircraft,
North Vietnamese Cities and Targets.

batteries,

North the most ly
fargets in the world. The SAMs deployed in this area are either SA-2
Nearoy. Gia

Lam, Phuc Yen, and Kep.
To the southwest of Hanol s the Poul Doumer Bridge. one of the
highest priority targets in North Vietnam. The bridge s iso defended by
batteries.

(YV8): This city is the most important North Vietnamese
port, ot

Thanh Hoa Bridge (YVSS): Southwest from Hanoi along the coast is
his second important bridge. also heavily defended by SAM bafteries.
Vinh (YV44): This coastal fown supports an interceptor airbase that
helps defend the maijor bridges to the northwest, the approaches to
North Vietnam from Thailand. and fhe supply routes o the south
Hoi (YV30): This town supports the southemnmost North Viet-
namese airbase. Although offen attacked by friendly forces. it remains
operational and i fighters infercept attackers heading north or bomb-
ing the Ho Chi Minh Trail
Cambodian and Laotian Cities and Targets___
Phnom Penh (XU36): The capital city of Cambodia has fallen under
the control of North Vietnamese-sponsored Communist forces. Enemy
planes are operafing from the airbase outside the city. SAM batteries
have been placed in the area.

a Communist group supported by North Vietnam. Enemy aircraft are
now based af Wattay. near the Laotion capital of Vientiane.
Ho Chi Minh Trai: This supply route from the norfh is @ maze of roads




Cambodio, and Laos, Targets along this frail are generaly nof fixed, but
some bunker and depot locations are known.
North Vietnamese AirDefenses
@ North Vietnamese use Russian-buiit equipment and are frained
by Russian advisors. Vhe majcmy of the SAMs deployed are SA-2 Guide-
line or SA-5 Gammor
NORTH VIFTNAMESE AIR FORCE
The majority of the fighter aircraft in the North Vietnamese Air Force
are MiG-17s, a highly maneuverable plane. but lacking in firepower and
electronics. The air force aiso possesses a few more modern MG-21 and
MiG-23 aircratt, possibly flown by foreign nationals.
Inteligence predics that MIG-17s will be your primary opponents,
although you encounter MiG-21s and MiG-23s as well
NORTH VIETNAMESE NAVY
The North Vietnamese Navy consists of only a few torpedo boats
transferred to it from the navies of Communist China and the Soviet
Union. From the Soviets came 190-ton S.0.-1 class boats and from the
Chinese came Shanghatl class boots. Both boat types are ammed with
light anti-aircraft cannon, but no SAMs, and hus offer only a small hreat
fo aircr




Introduction
The Middle East has been the scene of constant tension and recur-
Israel in 1948,
fior army and
air force that have consistently out-matched their opponents, The threat
tolsiael
antly wor Gown by eight years of wartare with ian. The Jordanians
have adopted a policy of near neutrality and are not expected to take
an active part in any near future conflict. Lebanon has been tomn apart
by civil war and invasions by Israel, Syria, and Palestinian refugees.
The Syrians and Iragis are supported financially by the Saudi Arabi-
their fhe Soviet Union
.Iovdun and Scludl Arabia act independently and have relatively strong
ties to the We
Sightseeing in 'he MiddleEast
The Middle East is primarily o desert world, with agriculture existing
only along the coasts and rivers. A low chain of mountains extends
northward along the coast through Israel and Lebanon. up into Turkey.

the desert ivers. Visiole
from fhe air are many works of man, including fhe rins of ancient
buldings and nuclear power plants in rag rumored fo be assembling
nuclear weapons
Friendly Bases
Akrofiri on Cyprus (ER13): Afccraft from this Biifsh airbase are ca-
le of reaching targets along the Mediterranean Coast. American or
Istaell aircraft would not normally base here. but could use the faciiies
in an emergency.
VN “Nimifz” cl
Carrer often serves with the US ¢1h Fleet in he Mediterianean. Here It
Snsses o the coostofsbanon,postioned 1o sk anyuhers dlong ho
coast. Camying @ of air-
craft, the Eisenhower is constantly guarded by a combat air pa'ro\ o
fighter planes.
Ramat David (ER73), Tel Nof (ER82), Lod (ERB1), and Hatzerim (ER91):
i he

L
air force many consider o be the best in the world. Backed up against

y
1o launch air defense or attack missions in any of three directions.
Malatya in Turkey (ES25): Turkey is a NATO ally and no friend of Iraq
or Syria. This airbase is home for aircraft assigned to defend Turkey s south-
east border, and from here planes can reach the capifals and other
forgels n boih rag and o
abuk i

: This
along the Soudl Ammun northem border. In any armed confict in the.
region. Us aircraft
unless circumstances called for Saudi Arabian support of US inferests.
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Jordanian Cities.
(ER94): Amman is the capital of Jordan and home for the:
major elements of the Royal Jordanian Air Force. The most numerous
planes available are Mirage F-1s and Northrop F-5s. Ground air defense
is provided by Hawk missiles.
Ma'An (FR21): Outside this city is the Prince Hassan airbase. where
half of the Air Force's nbat pl
hee 1o feach the Sinai Peninsuia, but now that the Isiaels have made
peace with Egypt, air elements here may be moved farther north to
Cover the West Bank areas
Iraqi CitiesandTargets
the Tigris
and Euphrates Rivers. Although low in Sﬂenqm due to war losses, major
elements of the Iraqi air
power plant r v P
ons.
Mosul (ES88): The second largest city in Iraq also has heavy air de-
fenses. Another nuclear facility is thought o be operating nearby.
Kirkuk (F$29), Habbabiyah (FS54), and H3 (F$20): At these locations
the Iraqis have airbases ringing their country. Kirkuk faces Iran and H3 is
an outpost at @ pumping station in the desert along a major oil pipeline
to Syria.
Syrian Cities and Target
Damascus (ER8S): This ancient city. the capital of Syra, i situated
«east of a gap in the coastal mountain ranges and was founded on the
«east-west frade route. Damascus is the major military base in Syria and
home to @ majority of the Syrian Arab Air Force.
Dayr As Zawr (ES92), Hims (ERS9), and Palmyre (ES70): These fowns
" Dayr As

support
Zawr s located ot an ancient crossing point on the Euphrates River.
Paimyre is a desert oasis town near the center of Syria. Hims is northeast

of Lebanon, helping to surround that country.
ialab (ES40): Previously known as Aleppo, this city is located in the
northern hils of Syria near the Turkish border. Aircraft based here cover
the Turkish border and can reach south to isiael of info the Mediterra-

nean

Al Ladhiqyah (ER48): This fown north of Lebanon on the Mediterra-
nean coast is near the Turkish border and supports the airbase closest to
Cyprus. Itis not @ shipping port but is & vacation spot and fishing center.
Syrian Air Defer
The Syrians use Russian-buit equipment and are frained by Russian
advisors. They possess over 75 batteries of surtace-to-air missiles, mostly

with SA-7 and SA-14 shoulder-fired missies. and these can also be ex-
pected in the vicinity of terrorist comps in Lebanon and Syria.



Syrian Air Force:
The Syrian Arab Air Force is composed of over 450 combat aircraft
and 50,000 men. The majority of the interceptor aircraft availoble are
MIG-215 and MIG-23s, with one squadion of MIG-25s. The MIG-25 squad-
fon s reportedly serviced and manned by East Germans and Russians.
Intelligence expects that MIG-21s and MIG-23s will be your primary

1o 4 g

295 flown by Russian personnel.
Iraqi Air Defer
Iraq has not invested large resources in air defense, and has only
10,000 men assigned to this branch. Largely separated from enemies fo
the west and north. it has concentrated most of ifs defense against Iron.
SAM batteries deployed are either SA-2 Guidelines or SA-5 Gammons.
Iraqi Air Force
The Iraqi air force hos substantially modern equipment, but did not

The main air defense aircraft are MiG-21s and Mirage Fls.






6. WARPLANES




F-4E PHANTOM Il
Serving the US Navy and Air Force os fighter and strike fighter
1970,

F-SETIGER Il

never

including 138 fo lran.
Underpowered. with poor avionics, it is useful only against obsolete
opponents. If carries only short-range air-fo-ir weapons.




F-14D TOMCAT

This heavy, i
for se with he AIM-54 Phoenix semi-active radar-homing missie, which
has @ 200 km effective range. The aircralt is the US Navy's long-range
defender of carrier batfle groups.

ance but they signal the plane's energy state to the enemy. In 1987 the

newer, more poy 105. About 80
folran, but engine nd the
delicacy of v

They are often used as radar-warning patrol aircraft.

MIRAGE 3 NG
This.

flew in 1982 and was stil in development in 1985.



F-16C FALCON
The latest production fighter added fo the US Air Force, the F-16s the

of the MiG-29). The inherently unstable airframe that gives this agiity
would be unflyable except for the computerized electronic controls.
; ot

have purchased F-16s. However. until the AIM-120 AMRAAM it had no

F/A-18A HORNET

Although not as maneuverable as the F-16, this heavier multi-role
fighter has numerous avionic and defensive aids buit in. These were
required by

able f Y . Like
the F-16. it also is sold to various westem nations.



A-6E INTRUDER
ned at the end of the 19505 as o hw—lsveloﬂockbemberfov
Use in poor weather, this plane remnlm an unqualified su wionics

the “state.

and
ST he o with Upprodes undr devlopment

AV-8B HARRIER II

Originally desigr . the.
sign greatly enhanced maneuverabilty. s avionics are designed for
ground attack rather than air-to-air combat. Despite this. Harriers were:
successful as inferceptors and combot aif patrol in the 1982 Faklonds

for roling fakeoffs, and lands verfically. ke  helicopfer.



A- IOA THUNDERIOI.Y n
hecvﬁy—ummed plone was designed purely for frontine

o the USAD, clong wih s peculor appearance, ears f e unoffiial
nickname “Warthog.”

weather are frequent. the A-101s a fair-weather day-only plane. but the
manufacturer hopes fo inferest the USAF in a night-flying variant. Unless

into airspace contested by USSR fighters.

EF-111A RAVEN

This is @ specially-buit electronic warfare version of the F-111 strike.
and interdiction bomber. The original concept of the F-111 was a high-
spsedbo:menordeepsﬁkssatnmommdwsonm The EF-111s
popularly known as the “Electric Fox” o “Spark Vark (the unofficial
nickname of the F-111 is *Aardvark” or "Vark

: ing electronic
ing and jomming. It s the fastest, most powertul such craft n the world.
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MIG-21 FISHBED

This agie, maneuverable, easy-flying fighter was the premier dog-
fighting plane of the 1960s and early 1970s. It has simple avionics and &
standord armament of 2 or 4 AA2s (now offen replaced by AA-8s).
‘making it inexpensive to buy. arm and maintain. However. it has littie or
o HUD. weak rodars, moking it
fihte. Unforuncte. s imited canying capacity makes it poor as o
strike fighter.

MIG-23 FLOGGER

This swing-wing fighter replacement for the MIG-21 unglrmy had
fow avionies andl & 22488 . R2Y engine. This caused serious perform-
ance:
weapons. The upgraded version, lited above, is sfil a mediocre per-
former. - Most

USSR
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the AA7 with

nd Eost
i1 MIG.27 e i plane hcs huge production runs, mokig 1 o
cheapest fighter avaiable today. This alone makes it one of the workd's
most popular aircratt.

MIG-27 FLOGGER

This s the ground-attack variant of the MIG-23.in Russion fronfine
units it designator for
ferrain-avoidance radars for low-level attacks. Improved lommeu ond
decoys are added s well. However, many sophisticated aftack aids
common on weste strike fighters are not present. Presumably the MIG-
275 compensate for this with quantity. as huge production runs greatly
lower its Cost.

MIG -25 FOXBAT

This plane was originally designed o defend the distant borders of
the USSR from air attack. working with special ground radars fo aftack
enemy bombers with  special long-ranged AAM (the AA6). It is ex-



fremely fast, but quife unmaneuverable. A few are bought by client
states for s'ofus reasons, but the reconnaissance version (MIG-25R) is

) ceiling. immune

or fighter Imsvcepﬂon

MIG-29 FULCRUM

Originally designed to outfight the F-15, this plane is a modem,
Kfiwecht dogfoner i supercvs ooy, i s engis paus b
Romets clong wilh some AA® nor AA10 R misses. The dagiee o
sophistication in the avionics is unknown, but unlikely fo match westem
models. This MIG is considered the Russian equivalent of the F-16.

MIG-31 FOXHOUND
This aircraft is a redesigned MG-25. Although slightly siower, it is

improved in all other categories, especially low-altitude inter

against planes and cruise missiles. The new AA-9 long-range missile is

85 and AA-10s.



5U-24 FENCER

by fhe USSR.

tothe F-11T,
in e cockpit. However, i armament and avionics are designed for
frontine and rear-area strikes into the teeth of enemy air defenses.

Soviet aircraft, The aircraft may carry a few AA-8s for self-defense, but it
s not designed for air-fo-air comt

5U-27 FLANKER
This aircraft was designed fo defeat the F-14 and F-15 fighters. It s @
arge. is probably four AA-8

and four AA-10 missies. In comparison o the MIG-29, the Su-27 isa lorger.
heavier piane. I its avionics and fiight controls are fruly modern. fhe Su-
27 may be the superior plane. However, in aomlgmng maneuverabilty
the MiG-29 and F-16 probably have the edge.



YAK-38 FORGER

the Vak-36Mi r oper-
ates o ot Kiaw-aks avercft cars whch lock . empmem and

lent of the Harrer, he Yok-38 is considerably inferior, It has imifed
interception ability and very limited stike capacity. Until this pione.
however, the Russian navy had nothing bigger than helicopters for its
warships ot sea.

TU-26 BACKFIRE
of these swing-wing bombers are in service with the Soviet

. pl powerful mi
aircraft Carrers. With aeriol remelng 1t hos saficiont e 10 ge witin

the USA. the
USSR has removed ai refueling equipment from s aif force Backfres.



AN-72 COALER
This s the Iatest general-purpose medium air fransport of the Soviet
Union.

9 for
remote aifields.

MIG 17 FRESCO
MG 17 represents the Soviet Union’s first missile armed fighter/
lmarcapmv First seen in 1955 it was @ major re-design of the MG 15. While
onsidered obsolete in 1965, it saw extensive action in the skies over
vtetnom where ifs performance against the more modem US fighters
‘was admirable.



DESIGNER’S NOTES

Why We Did I1

MicroProse Software became famous in 1984 for ifs classic combat
fight slmummr F15 Stike Eogle. Snce then we've done a host of fine

irates!
Gunshrp. Red Storm Rising. and most recenty - Y?Sfea"h Fighter. Each

Snce 115 oor flagship product). we've come a fremendous long way.
The IF- y

g

Itwasnot buta

feeling they aircrattina

It was 50 successtul that many ofher software houses quickly jumped on
hoping fo create sensation. We were

— and continue fo be — quite proud of F-15 Stike Fagle.

we've come a long way since 1984. In fact if one were to
compare the graphics of the original F-15 with those of F-19 it wouid be
hord fo fell they came from the same company. By foday’s standards,
F-15 looks a bit ragged. The gome is stll @ biast to ploy. but ifs appear-
ance s five years behind.

S0, near the end of 1988, Andy Hollis, one of our ace programmers,
said that ne'd ke 1o see F-15 Strike Eagle updated fo match the new
graphic standards set by F-19. Why not. he reasoned, fake fhe exciting
game in F-15 and combine it with our new 3D grophics 'echnclogy” it
Look—see

what we've leamed in five years.”
A Fighter Pilot's Dream
IF IS NOT FUN, IT WON'T BE DONE
b ployec s

a fighter pilot would like: most 15 have s, Jet. and what pars of isjob
he’d most ke to forget: we wanted realism only where reaiism is fun. So
‘we gave you all the newest missiles, the newest targeting system, one of
the fastest, most maneuverable fighters in the world, and placed it ol in

. s

dream

You don't have to think about anything much except flying, shoot-
ing things down, and blowing things up. You don't have fo concern
‘yourself with fight paths that won't disturo the enemy: they're alfeady
disturbed when you start playing. You just have o dogfight.

You don't have fo think about guiding your missiles fo the farget —
all your weapons are fire-and-forget. If o missle misses G torge. well,
there’s nothing much you could have done anyway. except maybe
waited longer 1o fire.

There

of you on three CRTs on the console of the cockpit. If you're not feeling
up to much competitive action. play ot @ lower difficulty level — the
enemy pilots are stilsmart,just not as smart as you... perhaps. I you don't

9



want fo bother landing the plane, the autopilot will land you perfectly
every time. (In *Rookie mode” you don't even have fo wait for this; when
iole

out and sefs your plane lightly down on the runway.)
Don't think the game is unrealistic — it's not. Al the weapons in the

F-15. The combat environment you choose when you pick a difficulty
level is about as real as you'll find in any fight simuiator anywhere. The
only difference is that you don't have fo deal with the dull parts. Only the
fun parts of flying strike missions are in this game.
ACTION'S THE THING

In @ word, the game s about ACTION. Where F-19is “finesse in the
air,” F-151s ™ 2
with this single overriding concept in mind. The interface is simpie fo
accommodate action. There's  limited number of keys. so when the
action starts you don't have to think about which of 50 buttons 1o push.
you just act. We made all the action-related keys mnemonic so an
overlay would not be necessary.

in F-15, uniike most of our ofher games, there are exactly three
preflight screens — then it's off to the MIG hunt. In “Rookie mode” you
don’

fighters. There are fwo ground fargets that you must desfroy fo complete
your mission. but the meat and potatoes of the game s air-to-air dueling.

nemy
at you. And ground-based instalations throw Up o withering screen of
missies that you must dance o avoi

The original F-15 Strike Eagle had seven scenarios that were set-
piece situations. These were fun and exciting scenarios, but 1o fit in with
the concept of he “fighter pilot's dream.” we had o have more. In F-15
llyouhave number of i h you
fiy will be different from the Iast. Even if you happen fo get the same
primary and secondary targets, the enemy wil come at you differently
every fime: he game fherefore is endlessly repiayable.

Allin ll. we are very proud of F-15 Stike Eagle Il It is a worthy
successor to F-15 Strike Eagle.

Who Did It? —

In projects as large as this, one numerous people are involved
besides those in the screen credits. Many peaple give G passing opinion
or two that the designer or programmer fakes fo heart and uses in the
final game. In fact, it's reasonably accurate fo say that everyone at MPS
Labs had something fo do with the way the game looks and acts.
However, without the afew top-noteh
and designers, projects Iike this would never get done.

In this case, the instigator was Andy Holls. He was not the original
designer of F-15 Strike Eagle but it was his favorite game for many years
After he wrapped up his work on F-19. in which he created the code for

neat. hig! 3

hose of i grophics, was.
neat, huh?), he started clamoring to fe-do F-15.
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This caught the ears of company president Bill Stealey and original
F-15 designer Sid Meier. who immediotely saw the pofential for such a
project. Sid began fo work on designing and programming the game
aimost at once. Soon there was enough excitement in the hals for the
game fo become a fulkblown project, and in o few weeks we had
something fo work with,

Both Sid and Andy had worked on F-19 Steath Fighter and felt
confident of producing @ new. neat game, but fo insure that. they
solicited the help of some of the other F-19 crew. Game designer Bruce
Shelley. who created the 30 databases for F-19, was called upon fo
make G couple of new 3D databases or fhe two new theaters: Vietnam
and

o make some new objects fo piace in the databoses.

Veteran pixel tickiers (computer arfists) Michael Haire and Murray
Taylor were called i 1o furnish the start and end screen art and all the
neat gam

o round out s and some of in this
book
Someone had to write the manual and | (Jeff Briggs) was asked fo
undertake that job. Along with Lawrence Shick, a most patient edifor,
and s Idokogi. a most falented artist, we were able fo put the manual
together in near record fime.
Finally. the Quality Assurance people, led by Al Roireau, must be ap-
plauded for their dedi
the inevitable bugs that soffware design seems fo foster. The QA
rtment here at MPS Labs deserves a Iof of credit for the final
product. ‘cause they don't et it out before it's fime.
/e all hop v ope you'l
agree that it is & worthy successor to F-15 Strike Eagle.

The F-15 Il Design Team
June 1989
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COPYRIGHT « 1989 BY MICROPROSE SOFTWARE, INC.
ALL RIGHTS RESERVED
This Manual and the computer programs and audiovisuals on the
‘accompanying floppy disks, which are described by this manual, are
copyighted ond contain proprifary nformation belongig fo Micio-
ose Software. Inc. No one may give or sell copies of this manual or the
accompanng disks or of listings of the programs on the disks to any
son of insffution, except as provided for by the wiitten agreement
with MicroProse Software. Inc. No one may copy. photocopy. repro-
duce, transiate this manual or reduce it to machine readable form, in
‘whole or in part, without the prior written consent of MicroProse Software,
Inc. Any portion of thi inany
medio, for any reason. shall be guilty of Copyright Vioiation. and shail be.
subject fo civi liabilfy ot fhe discretion of the copyright holder

LIMITED WARRANTY

In
any warranty. express or implied. with respect fo this manual, the disk or
any related item, their quality. performance, merchantabilty. of fitness

the suitabiity of the products for any purpose. Some states do not allow
.50

the above limitation may not apply 10 you
 condiion precedent fo the warranty coverage provided
st complete
and mail fo MicroProse Software, Inc... 180 Lakefront Drive. Hunt Valley.
Maryland 21030, within 30 days affer purchase. the Registration/War-
fanty card enclosed in this product. To the original purchaser only.
MicroProse Software. Inc. warrants fhe media fo be free from defects in
material for 90 doys. If during the first 90 days after purchase a defect in
media should occur, the software may be retumed fo MicroProse Soft-
ware, Inc.. who will replace the media at no charge. If at any time after
be returned for ata
charge.
I no case wil MicroProse Soffware. Inc. be held liable for direct, in-
direct or omission in the
munuul o cite el e crcl procemes; nckxing; but ot Iifed
. loss of busines
consequenml damages. Some states do not allow the exchsion o
imitation of incidental or consequential damages, so the above limita-
tion or excluson moy not apply 1o you.
legal rights, andy y
other fights which vary from stae o state




IMPORTANT:
unauthorized aftempt to modify o duplicate the product. or if the
product has been damaged by accident or abuse.

MicroProse Software, Inc.
180 Lakefront Drive, Hunt Valley,Maryland 21030
(301) 771-1151
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