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32 MB RAM

150 MB Free
CD-ROM Drive: 4X Speed
Video: SVGA

-mmmuwmmm 5/98 and DirectX versior
3, but still have a problem running the gams, please co

- ;. A

* Turn on your computer (Windows 95/98 should load automatically).

+ QOpen the CD-ROM drive, place the Sunship!/ CD in it, and close the drive.

* This is'a Windows “AutoPlay” CD-ROM. That means that just putting the disk in the drive for the
first time starts up the installation program.

If Autoplay Doesn't Work

If the Autoplay feature does not work when you put the CD in the drive, here's how to start the
installation program yourself:

+ Double-click your “My Computer” desktop icon.
* In the window that opens, double-click your CD-ROM drive (it's usually the D drive).
« In the list that appears, find a file named setup.exe and double-click it.

The installation program should begin.
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= Click the nstall button to continue. (If you change your mind at this point, close
the window to Exit)

» Follow the on-screen instructions to install the game, The installation program
copies some files to your hard drive from the CD-ROM, then adds Bunship! to
the programs in your Start menu.

* Bunship! requires DirectX 7.0 or higher in order to run. If you do not have this
already installed on your computer, click Yes when asked if you would like to
install it.

Playing

Once the automated installation and set-up are complete, the game is ready to play. To
start:

» Make sure that the CD-ROM is in your drive.

= Now simply click on the Play Gunship! button when the title box appears.
Alternatively (if the box doesn’t appear), you can click the Windows Start
button, then choose Programs, MicroProse, the Gunship! menu, then select
Play Gunship! to run the game.

If you decide to remove Sunship! from your camputer, follow these easy mlm'l.mlhns
+ Put the Gunship! CD-ROM in your drive. R
* Now simply click on the Umhslaﬂbuﬁunviﬁlpﬁnt’lﬂcb@w
If you do not have the Gunship!/ CD handy, you can still uninstall the game. Here's how:
* Click the Windows Start button.
s Select Settings, then Control Panel.
* In the Contral Panel window, double-click on Add/Remove Programs.,
* Select Gunship! from the list of programs and click the Add/Hemove button.
* Follow the on-screen instructions to remove the game from your hard drive.

Note that the uninstall procedure won't remove files you've created—things like saved
game files. You can delete these leftover files manually.

THE README FILE

The Gunship!/ CD-ROM game has a ReadMe file, in which you can view both the
Licensa Agreement and updated information about the game. To view this file, click the
Windows Start bution, the Programs menu, the MicroProsa sub-menu, then Gunship!.
Finally, click the ReadMa option. You can also get to the Readms file by double-clicking
on it in the Gunship! folder on your hard drive.




FLY MOW
SINGLE BATTLE
PLAY DAMPAIGN
CONFIGURATION
TRAINING

Training fl,ny B rissicns designed to help you learn the rudiments of flying & combet

One other thing you should know; there are a couple of useful features available on nearly every screen in
the gama:
* In most places, there is a Main button in the lower right corner of the screen. Click this button to
return directly to the Main menu (the first one you see when you start up Sunship)).

* There's also a Juit button in the lower left corner. Clicking {Juit takes you out of the game

completely.
Terms We Use
Just to avoid confusion, here are the meanings of a few common terms that we use throughout this
manual:
Click Click the left mouse button once.
Select Click the named option.
Double Click Click the left mouse button twice in quick succession.
Right Click Click the right mouse button once.
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The Fly Now option is for those folks who just want to jump right into a helicopter and
fly. Select this option from the Main menu to start an action orientad batile using the
current difficulty settings,

After you click Fly Now, you go directly to the pre-flight briefing. You'll be assigned at
random to fly the AH-64D, the WAH-E4, tha Eurocoptar Tiger, or the Mi-2B. You can
alter your flight path using the Mission Planning button and change your weapons load-
out using the Arming button. (The details on how to do these things are in the Mission
Planning and Loading Weapons portions of the Campaign section, respectively) When
you've configured your flight, click the Take Off button in the upper right corner.

For those of you whosa attack helicopter skills are a little rusty, Gunship! provides
training sessions to help you get back up to speed. Select Training from the Main
menu to reach the Training Mission screen.

The training missions are designed to help you learn to fly and fight a helicopter from
the pilot’s seat. The Gunship! Quick Starf quide was written to compliment this train-
ing. It can be helpful to read the corresponding section while you're flying sach mission.
Don't worry about getting shot down, enemy fire doesn't you during training.
Select a mission by clicking it, watch the training movies; '_Mcmﬂnﬂﬁm‘ :
click the Take Off button to enter the mission and begin. =~ X
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The Configuration option on the Main menu lets you set up the game to work well with
your computar’s hardware and adjust the overall difficulty of the game. There are three
buttons along the lower edge of the Configuration screen, each of which illuminates
when active.

Windowed/Full Screen

The first button, which might be labeled Windowed or Full Screen, determinas whether
the game runs in a window or takes up the entire screen. When you click this button,
the label changes to indicate the result of clicking the button again. That is, if the button
is labeled “Windowed’, you are currently in Full Screen mode, and vice versa.
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mission. The lower you set the difficulty ra
Thaapﬁmnnthhmm'

modesof play. =
Aztmnutsa]]upt!nmmlhlir
Average puts all the options in t
Simulation uses the most difficult'a
This determines the realismiof
Easy greatly simplifies th
rain. The flight contrals are si
by airspeed; the cyclic contrals only
disconnected from torque and remain’ful _
Enhanced attenuates the effects of outside influences, such as wind, wit
thmnahnuathar.l‘haﬂightemlmlsmmhnﬂmﬁymmmd,but "',
emm in torque require coordinated pedal changes, but the effec
t in real life.

ade has all outside influences fully functional and all controls fully cross

; his satting most closely approaches real life flight.

This setting cantrols the overall effectiveness of your weapons: In addition to damage
bonuses; this includes plusses to armor penetration, blast radius, and tracking ability. Note
that this affects only your weapons; it has no effect on any other weapons in the game.

removing
ified. For
is less

x Exaggerated weapons are two to three times more deadly than normal.

View Mode

Enhanced weapons are roughly 50% more effective than usual. This setting makes
mapmhkemnknhmddmnmmnmuﬂacﬁnwhmﬂymn!dmnﬂ
reinforced bunkers.

Hsdmﬁzwmpmupmhatﬁdrnmmlrulmrlﬂuﬂnﬁmﬁuﬁmﬂﬁtﬁ
anti-persannel rockats, wﬂuﬂhemﬂmﬂuﬁMWmmﬂm
bunkers. Iningiat b |

Which viewpoint you begin each mission in is under your control through this option. o
ﬂutsidshaswummswmlﬂyinqba}mdmhewm
Pilot causes you to begin in the Pilot cockpit.

Gunner (no surprise) starts you in the Gunner cockpit.




Ensmy Skill

nmmumuhwmmmmmhmmuﬁ:m
take before damage effects set in.

Invuinsrable makes your helicopter completely invincible.

Hadshntdnublutheammmhcﬂmdymhﬂmpmhtﬁmit
mkamuhlyhmmnmunhdmauuumal

mqurhahmpWsmmmmmfulwlﬂhmh

This option controls whether your helicopter has realistically limited
amounts of ammunition.

Unlimited gives you unlimited weapons.

Normal limits you to your helicopter’s realistic weapons load.

The setting you choose for this option determines the overall quality
of your enemies [the strength of the artificial intelligence). There are
four possibilities: Poor, Good, Veteran, and Elite.

All of the weapons your helicopter carries have limited zones of fire,
which are reflected on the IHADSS (Integrated Helmet And Display
Sight System) display you see in the various cockpits. This setting
dmmunnsiusih:rwﬂrmtlmlimﬂsmwgn o

Action loosens the weapon firing cmmxmmpymnss mlkmg
all weapons easier to use.

Realistic displays realistic weapon firing w mm-mnss

Game Settings
The Game Settings button switches you over to the Game Configuration screen, where
you can adjust the game according to your computer’s hardware and your preferances.

Music Volume

Master Sound
Volume

Sound Effects
Volume

3D Dbject
Density

Sets the volume of the in-game music.
Controls the overall valume of all sounds in the game.

Determines the volume of special sounds, such as weapons fire and
explosions.

This controls the number of three dimensional objects displayed on
the screen at any given time. The setting cycles between Software,
Low, Normal, and High. Using the lower settings can result in the
game running faster, though it might also reduce the graphic quality
somewhat.

Cycles through the available display drivers. The options are Software
(no 3D accelerator card), Primary Display, and Hardware.
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Language

best for you.

Local setting to have all in-game spesch

US. or UK version of the game, everyon

version, all units would speak German.

languages. Thus, German f

Russian, and so on. -
INDIVIDUAL MISSIONS |

.
Flying a campaign is great, but sometimes you dan't
maybe you're playing with friends. In both,cases, whs
what the Single Battle option on the Main menu'is & % |

il S o 3l

» (Click the Play button to move on to the Mission Briefing.

‘Once you have familiarized yourself with the contents of your briefing, you might want to alter the flight
path for your flight or any of the other flights in your unit. To da so, click the Mission Planning button on
the pre-flight briefing screen. This takes you to the Mission Planning screen. Please refer to Mission
Planning in the Campaigns section for the details on how to use the Mission Flanning screen.

After the briefing and any changes to the flight plan, you have the opportunity to fix your weapons load-out
befare lifting off (use the Arming button).

Starting Multi-player

Single Battle mode also lets you fly pre-generated individual missions with friends over a modem, serial,
LAN (Local Area Network) or Internet connection. Ona player must serve as the game ‘host’—the computer
that manages the overall battle. Other playars then join the hosted game session. The battle conforms to the
current difficulty settings on the host's computer. To bagin a multi-player, stand-alone mission:

* All players select Single Battle from the Main menu.

+ Only the host selacts & mission from the Batdle List, then clicks the Host button. (Generally, the

player with the fastest computer should act as host. If multipls people plan to join an -based
session, the player with the fastest Internet connection should act as host) |

10 e



* The host then selects a provider type, enters a name for the battls, anrlmtus
player name and a session name.

« Ths host can then click the mmmmmmadutmdm
all of the players have joined, click Launch to send everyona to the Ready Room.

* Players wishing to join the battle click the Multi-player buttan on the Single
Battle screen, then the Join button.  *

» Joiners then enter a player name for themselves and select a connection type.

= Joiners can then choose from a list of the battles available over the connection
thay chose. Select ong, then click the Join button. This takes each joiner to the
Ready Room.
In the multi-player Ready Room, players select the helicopters they will fly in the battle.
They can also chat with each other until the mission begins. All players can and should
view the mission briefing and make surs the weapons load-out of their individual heli-
copter is as they want it (use the Arming button).

Important Notice Regarding Chat

Hasbro Interactive does not monitor, control, endorse, or accept responsibility
for the content of text or voice chat messages transmitted through the use of
this product. Use of the chat function is at your own risk. Users are strongly

encouraged not to give out personal information through chat transmissions.

Kids, check with your parent or guardian before using the chat function or if
you are concerned about any chat you receive.

The player in the first helicopter on each side is the Flight Leader. Leaders can change
the flight plan for their side. To do so, click the Mission Planning button. This takes you
to the Mission Planning screen. Please refer to Mission Planning in the Campaigns
section for the details on how to use the Mission Planning screen.

» Jginers, when they're ready to fly, must click the Take Off button. This locks out
all further changes and tells the host that that player is ready to go.

» The host, after all the players are locked in, should click the Take Off button to
start the mission.

Loading Weapons

You can gain access to your weapons load-out by clicking the Arming button on the

pre-flight Briefing screen. At the Load-out screen, you can change what weaponry your

helicopter carries. Note, however, that your helicopter is always loaded with the maxi-

mum amount of 30mm ammunition (for the cannon) that that type of helicopter can

carry.

AH-64 Apacha Uses High-Explosive, Dual Purpose (HEDP) rounds. These are most
usaful agaimst soft targets and moderately armored vehicles. The
Apache can carry 1,200 rounds in all settings.




750 rounds; s+~ A
First of all, use the Helicopter Select buttons (alongs
or helicopters your changes are to be applied to. Clil
available helicopters.
The Configuration is a shortcut that lets
Std/Atk mswnmm
rockets on the inner h .
Mﬂpmﬂml}ulthlsnpﬁmm ahle for the

Raconnaissance This configuration trades off firepower to keep the helicopter light, fast;
' mlnnﬂdmhg‘lhllwkmurandmﬂnhuﬁpumts

@ agils. Rocksts

ﬂmAAMhuﬁnn]cynlesthmughﬂmanhtnnkmuﬂun&hbhfm-&a
e-possible load-outs are:

. .‘ Héliﬁraﬁxfhmrquidud]minsﬂu,ur
B Hellfire L (radar guided) missiles, or
4 Hellfire K and 4 Hellfire L missiles i -

UK B Helltire K (laser guided) missiles, or sl
8 Hallfirs L (radar guided) missiles, or it
4 Hallfire K and 4 Hallfire L missiles

Sarmany 8 HOT 3 (wire guided) missiles, or
8 TRIGAT (infrared) missiles ‘

Russia 16 AT-9 (laser guided) missiles, or el

16 AT-16 (laser guided) missiles ot

Finally, the Aockst Selection buttans—A, B, mﬂﬂ-latmdsmmﬂutypnuimckshludlddudldﬂu
three positions within the rocket pods.

. SalnchnnA:hnmthamckﬂtypabadsﬂinthamﬂm‘ﬂnﬂufﬂmmhlpd.
« Salection B chooses the rocket type loaded in the middle ring of the rocket pod.
+ Sglection C chooses the rocksts loaded in the middle of the pod.

12
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Tha availabls rockst types ars: ry

HE The High Explosive warhead is best used against soft targets and
lightly armored vehicles.
MPSM The Multi-Purpose Sub-Munition warhead carries a mix of nine

anti-personnel and anti-tank sub-munitions. This is effective against
unarmorad vehicles 4p through moderately armored vehicles, as wall
as structures and enemy troops.

WP The White Phosphorous warhead produces a large column of smoke,
used to mark enemy locations and canceal ground targets.

FLECHETTE Flechette rockets carry 1,200 hardened steel flechettes (steel darts)
which are expelled like a shotgun blast on detonation. This is

extremely effective against troops.
Creating a New Mission

Using the Gunship! Battle Builder, you can create your own, customized missions, add
them to the Battle List, and play them-both as single-player battles and multi-player
sessions. When you're ready to begin designing your own missions:

+ From the main menu, select Single Mission.

¢ Click on Battle Builder.

The Battle Builder presents you with a set of screens on which you choose settings
according to your preferences. The buttons along the bottom of every screen allow.you
to jump in any order from one to another, changing settings at will. Whensver you are
happy with all the settings on all the screens, click the Build button to have Gunship/
generate the mission based on the selactions you've made. The mission, once generated,
is added to the Battle List. You return to the Single Battle screen, where you can imme-
diately try out your new mission.

Setup
The first of the Battle Builder screens allows you to select where your battle will take
place (a theater map) and provide some of the basic paramsters for the mission.

Theater Map  Use the buttons along the top of the screen to select which campaign
map you want to use. The options are: North Poland, Central Poland,
Slovakis, Belarus, and the Ukraine. Once you have chosen an area,
select the specific location of your battle by clicking that location on
the displayed map.

Nationality This determines which military force you'll be flying for. The options
are: US. (the default) UK German, and Russian.

Weather You can choose the type of weather that will predominate during the
mission. Select from Clear, Partly Cloudy, Overcast, Rain, and Storm.

-
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Place Units
The Place Units screen is the one you use to det ¥
* First of all, use the Nationality button to swil

« Next, use the side buttons to selec]
platoon in that button active. Addition
button. Each button represents a diffe

Miscallaneous gives you the various Headquarters, supply, and emplacen
. RAir Defense js where you gst air defense gun and missile platoons.
you place artillary and closa support aircraft units.
ed location on the map to place a platoon of tha type you've chosen. Right

mt platoons.

Drmsm'vnpulunmeuﬂtsintnphce,mmusathlsamtuginlhmnmﬁlypomumﬂmdm
The Next and Previous buttons cycle through the platoons in the mission. Whatever unit is selected is tha
one you can give orders to and set waypoints for. Mawmﬂﬂsmmmmuﬁmhm
units and Ground units, no others.

To set waypoints, click on the map at each point where you want to place a navigation waypoint for the
selected unit. For each unit, you may assign up to six waypaints. (If you make a mistake, you can delets a
waypaoint by right-clicking on it)

Once you've created the flight path, the unit has a route. Now, you can give the unit specific orders to follow
at each waypoint along that route. You do this by configuring the waypoints. The buttons along the right side
of the screen let you configure waypoints. First, select the waypoint you want to configure using tha
Waypoint Number button.
'Ihatmtypaauiumlyuumngivamﬂmhmﬂdsm—hhwptnudﬁnmdmu—unhhuthm
format for orders. Let's take them one at a tims.

Helicopters

Waypoint Type mmmwmmmdmmwwmm—
mmmmdmmm\hmmmmw
using the rest of tha buttons.

4,
14 St |
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Speed mmmmmmtmmmmmmm
you control how quickly the pilot will fly to get to this waypoint. The
actual spead varies, depending on the Flight Profils, bacause of the
need to dodge terrain. There are three options:

Slow is 30 to 50 kis,
Tactical is S0 to B0 kis.
Sprint is maximum possible speed at all times.

Flight Profila  This seiting detarmines the altitude that the helicopter’s pilot should
strive to maintain between the previous waypoint and this one. There
are three options:

Nap of the Earth orders the helicopter to maintain an altitude below
B0 fest; 30 fest is optimum. The pilot has permission to reduce speed
as necessary to maintain this altitude.

Contour tells the pilot to keep to an altitude below 100 feet; 70 feet is
optimum.

Cruise orders the altitude kept between 100 and 150 feet, and the
pilntmnandahnuldrinla2ﬂﬂlaetﬂmmnmiumprssmt

< its combat.

Combat Mode  This gives the helicopter its overall orders regardi
mission between the previous waypaint and this 6n&! The options are:
swmumummmqmmqnﬁmw

any enemy unit. The helicopter is to continue its mission once either
all targets are destroyed or visual contact is lost.

Suppresion of Enemy Air Defenses (SEAD) tells the helicopter to open
fire on and advance toward enemy air defense sites.

Engage orders mean to open fire on any detected enemy only if doing
so0 does not delay the mission for more than one minute. After onse
minute, the helicopter is to continue on its mission.

Bypass orders the helicopter to seek cover, avoid contact, and
continue toward the waypoint.

Priority Target This determines what type of targst the helicopter should attack first,
if there is a choice.

Ground Units

Waypeint Type This button cycles through the available types of waypoints. Each
standard type has a default setting for all of the other entries. You
can override these settings individually using the rest of the buttons.

@




. the waypoint. .

should then continua the mi | ar visual contact is

lost. 0 e L ]
Attack by Fire tells the unit to find a hull down position if by and engage the
visual contact is lost.

Engage orders the unit to open fire on any detected enemy while contintifig to move to

‘mitmmkmmavoidmmn,mdmminuatmrdthnm
_mamamwnnm@mumm.w_mnum

is expected.

Unit Timing is the ammwhmmmddwﬁms,mﬂm,mdmmmmdaﬂ
the units in your battle.

Waypoint

Delay Tima

Callsign

Dbjective Status

16

This button cycles through the waypoints you've set. Use this to choose one, then you can
assign a delay time to the selected waypoint.

Using this, you can order a unit to pause for a set amount of time when it reaches the
selected waypoint. Each click adds 30 seconds to the delay tima of the selected waypoint.
Right-click to subtract 30 seconds.

This button lets you cycle through the possible call signs for sach type of unit. Chooss
ons, and it will be used to identify the selected unit in all communications and
identification in your mission.

Use this to determine how the player must treat specific units in order to achieve victory
in the mission. That is, you are setting what someone playing your mission must do to
win. Select each special or important unit in turn, and assign it one of the following roles:

Primary Target is a unit that must be destroyed for the other side to win.
&cmmwuammummmbmawﬂmum&mnﬁbﬁf
Protection is a friendly units that must live through the battle for its side to win.




Finally, you can set the objectives for the entire battla—the victory conditions. Usa the
Next and Previaus buttons to toggle between the sides of tha fight. You can set multiple
objectives for any battls, but thers is a limit of three objectives per side.

Objective Area Click on this repeatedly to cycle through the radius options: 1, 2, and
3 km radii. When you've chosen a size for the objective area, click on
the map to place the center of a circular area with the indicated
radius. (f you make a mistake, you can right-click on the are to
remove the objective.) To win the mission, a player must ensure that
there ara no enemy units remaining in the objective arsa at the end
of the battle.

Defensive Sector After you click this, you “draw” a secter box on the map by clicking to
mark the upper left and lower right corners of a rectangular area. To
win the mission, a player must ensure that there are no enemy units
remaining in this rectangular defensive sector at the end of the battle.

Objective Lina  For this option, you click on the map to select the two end points of
the line. This creates an objective line. A player must reach this line
with ground units by the end of the battle in order to win.

Defensive Line As above, for this option you click on the'map to select the two,and
points of the line. This sets a “rear arsa | the enemy must not
be allowed to reach with ground units. A pls 5f the

nmm}
mmmmmwu% =0
| CAMPAIGNS |

There's nothing wrang with Single Battles, but sometimes you want to sink your teeth
into something more. For those times, Gunship/ offers the Campaign mods, in which
you take your place as part of a large, ongoing military situation. Through the course of
the campaign, you'll fly quite a number a missions, with varying objectives and differant
styles of action needed for success. To begin, select the Play Campaign option from the
Main menu.

Starting a Campaign

When you select Play Campaigm from the Main menu, you are presented with the
Campaign Selection screen. Your first decision is to choose which unit you'll be flying
for; the buttons along the sides of the screen represent the available units. Your choice
determines the type of helicopter you'll be flying, what nationalities you'll be flying for
and against, the availahle armament, and your farces’ starting positions. Your unit
options include:

Russia 20th Guards Army
us. 1st Cavalry Division

15t Armor Division (US,)
UK 1st Armor Division (UK)

Germany 5th Panzer Division




. mmwm-dwﬁ-‘m
it counts as a win. Any time you fail an
» The Fatigue rating provides an overall est

+ Status describes the deployment status of the

deployed to a campaign. ‘In Prograss”
a unit with ‘In Progress” status pli

you that the campaign has been finish
“Ready” status (a unit not currently involved in a campaiga), you only I
Start Campaign Click this to begin a campaign with yau assigned to the s
chanﬂtmsdmtmcmmﬂyiuvnlndham[:hshhsh'h?mgmm’nr Co

a”), there are

ginin the saved campaign in progress, flying for the unit you selected.

it to remove a unit from its current campaign so that you can use that unit,

5 button. Note that this option clears all the campaign data associated with the
spaut!mdumt irrevocably deleting the campaign-in progress. All forces return to their
starting positions, and the unit's status reverts to “Ready”

Reading Intelligence Reports

Once you start a campaign, you're taken to the Intelligence screen, and your campaign intelligence briefing

begins running. You can watch it start to finish (a good idea), or you can jump to specific sections using the
buttans on the right. :

* The NATU Forces button provides whatever information is known about the positioning of NATO
(North Atlantic Treaty Organization) forces. When you select this, the map shows the location of blus
mummmmﬂmmmmgwﬂmmmmmhmw
once the campaign is underway, this button is available only at the start of a campaign, not after you
have begun the first mission. '

» Likewise, the Aussian Forces button provides any information known about Russian force locations;
with the map similarly displaying red units and sector divisions. Note that, because the situation
changes once the campaign is underway, this button is availgble only at the start of a campaign, not
after you have begun the first mission. i

. mmwﬂmdehﬂsﬁmdlyuﬂmmmmduﬁpﬁmhmmhﬁ'ﬂ
are moving, while the map uses red and blua arrows to graphically illustrata the progress of red "_
and blue forces, respectively. o5

=
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= The Sector Brisfing button (the actual label changes based on your sector of
operations) zooms the map in to display only the sector relevant to your actions.
Force positions are displayed in greater detail, and a box highlights the Area of
Operations (AOR) for your upcoming mission.

The Intelligence screen is the jumping-off point to all other preflight activities. Buttons
along the bottom edge of the screen provide access to the Mission Briefing; Mission
Planner, Arming screen, and Crew Assignments.

Reviewing the Preflight Briefing

After you've gotten the information you need from the Intelligence screen, you should

proceed to your Mission Briefing (click tha appropriate button near the bottom of the

screen). The map zooms in to display anly your Area of Operations (ADR), and your

brisfing begins automatically. Like the campaign intalligence brisfing, you have the

option of watching start to finish (a good idea) or jumping to specific sections using the

buttons on the right. These five buttons provide information about your current

assignment:

Mission The mission section of the brisfing describes your chjectives,
identifies your flight's call sign for this mission, and details your
flight plan on the map.

Operations ﬂdsuuﬂmhﬂmynwlﬁmﬂmmﬂdﬂ‘nrmmgaimm
AOR. You might, for example, be in withi

Friendly Forces mmmmmwnpmﬁndmwm
within your AOR.

Ensmy Forces  This displays the last known positions and headings of enemy forces
within your ADR.

Weather The weather section provides a forecast for the next 24 hours in your
AOR. Poor weather reduces visibility and degrades laser and IR per
formance, Note that, as with all weather forecasts, there is some
margin for error.

Assigning Pilots

By using the Crew Assign button, you can take control over the assignment of crews to
helicopters for your mission. During a campaign, your unit has a limited number of
flight crews. Each crew consists of a pilot and a CP/G (co-pilot/gunner), and every
crewmember has varying skills and capabilities.

Flying is tough work to begin with, and flying combat sorties is doubly difficult. Action
wears crews down, and they can become fatiqued. Fatigued crew members are less
effective, and their skills suffer temporary degradation. Flying increases crew fatigue,
but when you allow them to skip a mission, a crew can rest and get over some or all of
their fatigua.

-




meﬂmmdmﬂ
repaired). You have a limited number of replaceman
Select a helicopter, then click an the craw,you
there was already a crew assigned to that'hi
and better skill ] ‘

Name Lists the names of the crew members: ¥ you wish, you can edif ‘ s as you
see fit, using the Parsonnel screen. '

ther each crew member is a Pilot or CP/G.

achErew member’s present fatigue rating. This scale runs from 1 to 10, with 10
jorst fatique. The higher this rating, the more skills suffer and the more rest
fiber needs to recover. As the fatigue rating rises, skill level temporarily

Skill Describes this crew member’s overall capability; this scale runs from 1 to 10, with 10
being the best, highest skill rating. Skill ratings decrease temporarily as a crew member’s
fatigue rises. Resting the crew member reduces the fatigue and returns the skill rating to
naormal. As the crew survives missions during a campaign, skill increases, reflecting com
bat experience gained.

Lists ribbons and medals awarded to this crew member. The small number adjacent to
each ribbon indicates how many times the crew member has received that particular
award.

Note that either the Company Commander’s crew or one of the two Platoon Leader crews must be assigned
to each mission.

Loading Weapons :
You can gain access to your weapons load-out by clicking the Arming button on the pre-flight Brisfing
screen. At the Load-out screen, you can change what weaponry your helicopter carries. Note, howaver, that
your helicopter is always loaded with the maximum amount of 30mm ammunition (for the cannon) that that
type of helicopter can carry. 3 _jwh‘.,
g
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%?mupm Uses High-Explosive, Dual Purpose (HEDP) rounds. These are most |

useful against soft targets and moderatsly armored vehicles. The
Apache can carry 1,200 rounds in all settings.

Eurocopter Carries High-Explosive, Dual Purpose (HEDP) rounds. These are most

Tiger useful against soft targets and moderately armored vehicles. The
number of rounds this copter can carry is determined by the Weapon
Effects setting. Realistic mode loads 450 rounds; Enhanced loads 900
rounds; Exaggerated loads 1,200 rounds. -

Mi-28 Havoe  Fires Armor Piercing, High-Explosive (APHE) rounds, best used
against soft targets and lightly armored vehicles. The number of
‘rounds s determined by the Weapon Effects setting. Realistic mode
‘loads 250 rounds; Enhanced loads 500 rounds; Exaggerated loads
First of all, use the Helicapter Select buttons (along the top of the Arming screen) to
salect which helicopter or helicopters your changes are to be applied to. Click the Select
All button to make arming changes to all availabls halicopters.

The Configuration is a shortcut that lets you choose between three pre-defined weapons
load-outs:

Std/Atk The Standard Attack load-out consists o

outer hardpoints and rockets on the inner hardpoints. 4,

Anti-tank An Anti-tank configuration anti-tank missiles B irner
and outer hardpaints. Note that the
Mi-28N, 4

fast, and agile. Rockets are loaded on both the inner and outer
hardpoints.

The AAM button adds air-to-air missiles to the selected helicopters.

The ATGM button (directly below the AAM button) cycles through the anti-tank missiles
availahle for the nationality you are flying for. The possible load-outs are:

us. B Hellfire K (laser guided) missiles, or
B Hellfire L (radar guided) missiles, or
4 Hellfire K and 4 Hellfire L missiles

UK B Hellfire K (laser guided) missiles, or
B Hellfire L (radar guided) missiles, or
4 Hellfire K and 4 Hellfire L missiles

Germany B HOT 3 (wire guided) missiles, or.
B8 TRIGAT (infrared) missiles

Russia 16 AT-9 (laser guided) missiles, or
16 AT-16 (laser guided) missiles
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HE mwwﬁumu
MPSM The Multi-Purpose Sub-Munitic

tank sub-munitions. This is effectiv
armored vehicles, as wgll.as st
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locations and conceal g
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lﬂwashntthhﬂunddmﬂm h mdremnly -----

EN

Click mmpﬂmmmmmm,mm ntfal your flight

th, click on the map at each point where you want to place a navigation way-
; vaypoints mmmlhamhhkaandwmhdlhlmw-eﬂuk

(- d hlmﬂyhmmhsamNmmthmﬁmﬂmtn
ataal:ﬁvnypmmalnngtj\nlmts You do this by & anbgmmgﬂlswaﬂdmmmllﬂnﬂﬂu
right side of the screen let you configure waypoints.

First, select the waypaint you want to configure using the Waypaint Number button.

Waypoint Type This button cycles through the available types of waypaints. Each standard type has a
default setting for the Speed, Flight Profile, Formation, Combat Mode, and Priority Targst
for the selected flight. You can override these settings individually using the rest of the
buttons. The default settings are:

Checkpoint (CP): Fly to this point and continue forward without stopping.

Assembly Area (AA): Hym&ummnmmummhsmnmm
or until the leader issues the ‘Go" command.

Battle Position (BP): Fly slow NOE to this waypoint and assume a firing position. Engage
enemy forces for 5 to 10 minutes or until the leader issues the “Go” command.

Patrol Area (PA): Hymtlﬂswnypntnundm‘lmlforStn 10 minutes or until the leader
issues the “Go” command.

mmmzmmmmmmu.mmnm copter ;
g;mwlymtavmmmmmhmmm Iﬂﬂﬂ~ q‘y}‘a.k
up.

MMMMWMWHIHMM%
22 to this waypuaint, avoiding combat, then land and drop off troops. =




Speed This setting and the next (Flight Profils) are interconnected. With t
you control how quickly the pilot will fly fo get to this waypaint. The
actual speed varies, depending on the Flight Profils, because of the
need to dodge terrain. There are three options:

Slow is 30 to 50 kis.

Tactical is SO to 80 kts.

Sprint is maximum possible speed at all times.

Flight Profils  This setting determines the altitude that the helicopter's pilot should
strive to maintain between the previous waypoint and this one. There
are three options:

Nap of the Earth orders the helicopter to maintain an altitude below
60 feet; 30 feet is optimum. The pilot has permission to reduce speed
as necessary to maintain this altitude.

Contaur tells the pilot to keep to an altitude below 100 feet; 70 fest is
optirnum,

Cruise orders the altitude kept between 100 and 150 feet, and the
pilot can and should rise to EODhnﬂm@mnmpnml

mission between the previous waypaint The options are
f
any ensmy unit. The helicopter wntimm s mission once either

all targets ara destroyed or visual contact is lost.

Suppresion of Enemy Air Defenses (SEAD) tells the helicopter to open
fire on and advance toward enemy air defense sites.

Engage orders mean to open fire on any detected enemy only if doing
s0 does not delay the mission for more than one minute. After one
minuts, the helicopter is to continua on its mission.

Bypass orders the helicopter to seek cover, avoid contact, and
continue toward the waypaint.

Priority Target This determines what type of target the helicopter should attack first,
if there is a choice.

The Post-flight Debriefing

When your mission is over, win or lose, you're led immediately to the Debriefing after
you exit the cockpit. Three status buttons along the right side of the screen give you
access to the detailed report on the results of your efforts.

¢ The top button provides an overall summary of your mission, including your
success or failure and.the ramifications thereof. Tha updated map shows you
the new positions of the friendly and enemy forces within your AOR.




When you're finished hers, :linkmyoiﬂu railahle h 8 screen to use ong of the
post-flight options, as described in the naxt two s ! 3

chugln'l:nwhﬂlnlnnu
One of the post-flight options on the Debrisfing screen : 3
Pammslhuunntommumﬁml’nmnﬂm ¥s T8 YO ! g gws in your umit.
Every unit is assigned eight crews to fly six helicoptes Crew

members. Use the buttons along the right and left's
for the selected pilot and CP/G appear in the c
awards. The buttons along the top of the e

Move Pilot Use this to swap pilots be sws. Click Movs Pilo, selact & pil click the
pilot position in any other I far
empty position) will be swappe

move pilots.
Hnmamv mubummlsisynupmmnhmmambmlnhmhurrmkhchm
plalnunhu rank and a maximum rank. In addition, every platoon hannl.lm.i‘lun

umber, of crew members that can hold any particular rank. After a mission, you have
e s r bsruf “promotion points” that you may use to promote team members as
w3 o ym promote someons, select a crew, click the crew mamber of that crew you
- B ““want to promote, then click Promotion. You'll natice that as a crew member rises in rank,
further promotions require mare points. For example, promotion from Warrant Officer 1 to
Warrant Officer 2 is “cheaper” than promoting a 1st Lieutenant to a Captain.

Medals The button that allows you to award medals to outstanding members of your team is
" gimilar in function to the Promation button. You have a limited number of “award paints”
that you may use to give medals to your crew members. Select a craw, click the member
of that crew to whom you want to give a medal, and click Medal. You are presented with a
list of available medals; pick one. (Note that only crew members who flew in the mission
just finished are eligible for awards.)
HRename This button lets you rename any crew member. Changing your crew members’ names

(giving them nicknames, if you prefer to think of it that way) often helps you remember
who's who, so that you can better manage their skills and assignments.

Flying the Next Mission
The Debriefing screen provides one of two options, depending on the outcome of the mission you just
finished. :
* If your mission was a success, you have access to the Mext Mission button,
Click this to move on to the briefings for the next mission in the campaign.
+ If you failed the mission, you have the opportunity to Fly Again. Click this button to return to the
briefings for the mission you just flew.
24



THE COCKPIT MFD DISPLAYS

The cockpit of a modarn attack helicopter has changed drastically in the last decade.
The analog dials and the banks of tape displays are mostly gons, and the few remaining
non-digital instruments are relegated to the role of back-up instruments. In place of all
this lost equipment is the Multi-Function Display—the MFI. This computer-like screen
can not only show all of the information that was once shown by individual instru-
ments, but also radar displays, maps, and views from the helicopter’s sensors. Where
the cockpit was once crowded with dials, there is now room for ample window space.
The new “glass cockpits® allow the crew much greater situational awaraness, which
makes it possible to engage targets faster.

There are two MFDs in most cockpits. You control what information each one displays
by cycling through the possible options using (E] for the left MFD and (R) for the right
MFD.

AND Display
The AND display is a small screen that constantly displays the helicopter’s grid location.

System Damage

This MFD display shows any damage taken by the hel-
iwpiarduﬁngﬂlthhiﬁhlkmintntmmm
top of the display is a ? wing of the
helicopter. The bottom lights ghowing
the status niﬂmnujwlymhm&adam
aged or destroyed, the affected area will change color
from green to red. The corresponding chip lights will
also change color. Red colored systems are damaged
or destroyed. The major systems are as follows.

Transmission The transmission transfers power from the engines to the rotor.
Damage causes the rotor to lose power, lowers its maximum torqus,
and can cause the engines to overheat and catch fire. (Transmission
damage is ignored in Easy flight mode.)

Hydraulics A hydraulics failure results in slower response times and a stiffer
stick. (Hydraulics damage is ignored in Easy flight mode))

Fusl A fuel hit results in a fuel leak that can shorten mission time.

RAvionics An avionics hit results in losing the radar and some fire control
equipment. You cannot fire missiles in LOBL FCR mode if you have
avionics damage.

Rotor Rotor damage causes the rotor to lose power, lowers its maximum

torque, and can cause vibrations and eventual failure. (Rotor damage
is ignored in Easy flight mode)




i

This is the Pilot's Nig!
mmnﬁhmmah ilg
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down the other engine. This results in immediate loss of power. You should use the power

helicopters can fly on one engine, they cannot operate in combat. You will have the
ability to limp away. If both engines are hit, look for a spot to autorotata to.

This is the sams as Left Engins, but on the other side of the helicopter.

/_,

- you have to exit tha battle area and look for a good landing spot. While all of the J



Tactical Sltuaﬂnn Map E
G This map is similar to the ona on the Main Map
screen, and you can zoom it from a 10x10 km view
to a 5x5 km area. The map shows your aircraft and
a small yellow number for each of your waypoints.

This is the early warning and detection system used
to detect enemy search and tracking radar and warn
you about missile launches (incoming, that is) and
the beginning of gun attacks. All threat symbols
appear on the MFD at their relative bearing from
your current heading. Once they're identified, search

radar strobes are replaced with the appropriate
threat symbals on the . You can set tha'l.
MWShraSnrllJlnnﬂ tL‘E"f 3

e St

* Your helicopter is shown as the crossed mrr.lah!hacqler nftha display.
* A helicopter with active radar or lasers shows as a small, sideways figure eight.
* Fixed wing aircraft appear as small chevrons,

+ Surface to Air Missile radar systems are displayed as a letter 5. By itself, an 5
indicates that the launcher is in search mode but has not acquired your
helicopter. When the S is surrounded by a solid box, the launcher has started
an active track of your helicopter. When the box is flashing, the launcher has
fired a missile at you!

* Anti-Aircraft artillery is shown as a small tetrahedron with a stick gun. By
itself, the symbol indicates that the gun is in search mode but has not acquired
your helicopter. When the symbal is surrounded by a solid bax, the gun has
started an active track of your halicopter. When the box is flashing, the
launcher has fired a missile at you!

* Threats that disappear from the environment are “ghosted” for a short time. The
ghost symbol-a dashed outline of the appropriate targst type—is used when a
target has been blocked by terrain, destroyed, or you otherwise lose your track
on it.

When a target is locked on to you, the symbol flashes.







Weapons The weapons display is in the center of the screen. It shows the
current weapon loads on each hardpeint. As the weapaons are fired,

Rocket Pods The rocket pods have two parts: the pod outline itself and the three
Ietters in the lower center of the MFD. These letters represent the
three sectors in which the rockets are located. If rockets are the
selacted weapon, the sector presently selected is highlighted. The
number displayed inside the rocket pod outline is the number of
rockets remaining for that sector

Bun Ammo The counter for gun amma is the center box in the MFD. It shows the
rounds remaining for your cannon.

Chaff and Flare The chaff and flare counters are at the bottom of the MFD. These
show the countermeasures remaining in each launcher.

Target Acquisition Designation Sight (TADS)

This MFD is only available in the Pilot's Cockpit
and the outside views. The TADS MFD shows
what the gunner is looking at or has locked on to.
(Note: We recommend that you do not leave this
Mmsdantadu:ﬂmynuhﬂ'ahslmmhmuﬂl
a 30 accelerator card) v

Engine Display

_TORAUE JGRG The engine display shows engine temperature,
h rotor speed, and collective level. All of the

g I I gauges have digital readouts below them.

yr Moo
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FUEL 1492

Engine Torque The two torque gauges are the left-most set of vertical bars. The Top
Chevron shows maximum level of operation. The Inside Dot shows the
ideal level of operation. Top Arrows represent the maximum level of
operation with a damaged Transmission or Rotor. Bottom Arrows
represent the maximum level of operation at startup.



RPM Bars

Map Screen %
You can open the Map screen any time you're in tha
map of the battlefield. (To return to the gams, use

On the Map screen, you can:

*  Change waypoinis and orders for all of elicopter |
Use the Next and Previous buttons below 8 ""i__'_‘- hroug
*  Locais all friendly units in the battle. NATO units

always rad. The map displays one icon for each gro
and jet. The icons are:
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IN THE PILOT'S SEA

As pilot, you're responsible for the safety of your ¢ | ; into hos-
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After the battle, it's your job te find your way hor
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the IHADSS—one that focuses on flying and navigation
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attack of the main rotor blades, thereby increasing the downward thrust they generate. As the thrust
increases, the helicopter will rise.

Once the fuselage is off the ground, it will attempt to rotate and twist opposite the direction the rotor blades
are moving. Consaquently, as soon as the helicopter lifts off, you should immediately apply pedal opposite
this rotation. Watch the heading scale on the IHADSS or a landmark to verify that you've stopped the rota-
tion. If the nose begins to turn back in the other direction, you've applied too much pedal. Let up slightly
until your heading remains constant. At the same time, the helicopter’s nose will try to dip. Immediately, but
gently, pull the cyclic back to maintain a level attitude. The faster you increase the collective, the faster you
will ascend—and the faster you must apply counter pedal and cyclic inputs.




Apply rudder and cyclic as nacessary
during the ascent to maintain current
heading and a level pitch.

Let the helicopter climb to 50 feet, then gently push the nose down by moving the cyclic
forward. This tilts the plane of the rotor blades, directing some of the thrust backwards.
The helicopter will begin to move forward. Since soms of the thrust is directed back-
wards rather than downward, the helicopter will begin to descend slightly. Increase the
collective (while applying corrective pedal and cyclic inputs) until the altitude holds
steady.

Aggressive Takeolf
Combat situations might require a more expedient departure. Rapid takeoffs require
substantially more coerdination between the collective, cthg,,  rudder inputs. Begin
by noting both your current heading (as indicated on the S) and the
departure heading. Use this info to determine whether you sh %w
£ "’.’f
'm*yuu

left to get to your departure heading.

Begin your takeoff by applying pedal to the d:.rectdn"«m want to.
planned your initial turn to the left, apply a generous amount of'left pedal. Next—quickly,
but smoothly—increase collective to 70 percent or more (depending on the helicopter
type and payload weight). The helicopter should leap off the ground and begin spinning
toward the desired heading. As the nose swings to the departure course, reduce the
pedal input (or apply opposite pedal, if necessary) to hold the nose on the desired
heading.

Push the nose forward to build
speed quickly during the ascent.

Meanwhile, let the nose dip slightly as the helicopter rises. If you dip the nose too
much, you'll accelerate quickly, but will also drop back to the ground and crash. If you
don't lower the nose enough, the helicopter will climb like a rocket, quickly reaching
several hundred feet.




Consequently, you need increased m active
requires increased pedal input to counter ths

Pushing the nose forward builds forward '
airspeed but causes loss of altitude.

Level off and increase collective to
maintain altitude and forward
speed.

To increase speed, push the cyclic forward while simultaneously increasing collective and applying left
pedal. If your altitude drops, add mare collective. If your altitude increases, lessen the collective. If the nose
yaws to either direction, apply pedal to the opposite direction. Likewise, to decrease speed, pull back on the
cyclic and pitch the nose upwards. Again, adjust collective up or down as necessary to maintain altitude,
along with any necessary pedal corrections,

The IHADSS navigation symbols change based on your airspeed. All modes show the current waypoint.
number, distance to that waypoint, TADS range readout, target designation, heading, and selected weapon,
but information about the helicopter’s position and movement change according to its airspeed.



Below 7 knots, the IHADSS switches into Hover mode. In Hover mods, & position bax
represents the halicopter's location when the hover began. If the hslicopter drifts, the
position box moves across the display. If you want to return ta the original hover point,
simply return the position box to the center of the screen.

Next, from 7 to B0 knots forward airspeed, the IHADSS enters Transition mode. Note
tha velocity vector extending from the [HADSS gun cross. This line shows you the gen-
eral direction of the aircraft’s motion. Any side slip causes the line to point to the left or
right, and flying backwards causes the line to point down. The longer the lins, the faster
the helicopter is moving.
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Transition mode

Finally, above 60 knots the IHADSS switches ta Flight mode. This is very similar to
Transition mode, minus the velocity vector line.

Flight mode




Liftoff and Low

Hovering requires that the downward
copter (including the weight of fusl and wi 15
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Let the helicopter ascend straight up, being careful to maintain a level attitude and airspeed at zero. At
about 40 fest, lower the collective until the torque reading drops by 2 percent. Continue lowering the torque
in 1 or 2 percent intervals until your climb stops. If the helicopter descends, you've lowered the torque too
much and need to increase it slightly. When you're sitting in a stable hover, you've taken advantage of
ground effect.

Liftoff and Hover at High Altitude

The process for hovering out of ground effect is practically identical to hovering in ground effect, except that
above 50 feet or so you'll need somewhat more torque to maintain the hover.

Begin the process by executing a smooth liftoff, applying just enough torque to begin an ascent. Since you'ra
currently in ground effect, it requires less torque to climb than when above ground effect. Maintain the cur-
rent torque reading, applying pedal and cyclic as necessary to prevent any other movement. If youve
applied the minimum collective required to climb within ground effect, the ascent should slow and ultimately
stop as you climb above 50 feet. Without any further control inputs, the helicopter should hover at this
torque setting. :

If the helicopter continues to climb, you've applied a little mdmmlhuﬁvn.ﬂnﬁmlhﬂm]lﬂ:ﬂﬂhlﬂﬁ
percent at a time until the ascent stops. If you reduce collactive to the torqus required for an in ground .
affect hover, the helicopter will continue to descend until about 50 feet. It will then slow and eventually
enter a hover somewhere within the ground effect cushion.




'l'nnclhtollm
Slowing forward motion and entering a hover is a critical skill, useful during landings
as well as when darting between hills on a battlefield As you approach the desired
hover point, pull the cyclic back to lift the nose forward. This redirects some of the
rotor downwash forward, reducing your forward airspeed. 0f course, this reduces lift,

‘and the helicopter will begin to descend. Increase collective to maintain altitude. This

has the added bensfit of redirecting mare thrust forward, thus decelerating the helicop-
ter even more quickly.

Watch your forward airspeed closely. As it drops below 15 knots, lower the nose slight-
ly. If you maintain the nose up attitude, the helicopter eventually slows down, then
begins flying backwards. You must easa the cyclic forward as your speed approaches
zero, so that the helicapter is level when you reach zero forward speed.

Keep in mind that you increased the collective earlier. As you lower the nose and direct
more of the downwash straight down, the halicopter will begin to rise. As you lower the
cyelic, ease the collective down to reduce torque and prevent a rapid climb. As your
airspeed reaches zero, set the collective to provide the necessary thrust for an in
ground effect or out of ground effect hover, as applicable,

If your initial airspeed is very high (B0 knots or more) or you need to stop very quickly,
ﬂﬁﬂbemmhmﬂ&nmwnﬂaﬁmﬁehﬂﬁmnﬁgmﬁmpuﬂm
me,ﬂwmmduwnmshmdmdfnmard,anﬂthusﬂmqﬁknmslmﬂmjlh-
copter. Naturally, this requires substantially increased mlllcﬂﬁ :
You must menitor your airspeed closely. Again, as‘airspeed drops to 1
msadnmhymumugﬂmcynhnfmardﬂaduﬁﬂﬂicﬁna!ﬂllmmhm
airspeed reaches zero, move the helicopter into a level flight attitude and set the collec-
tive for the amount of torque required for a hover.

Rapid Climb

Generally speaking, at a constant torque setting you'll maintain a constant height over

rolling terrain, with the helicopter descending and ascending in synch with the ground.
If you approach a steep vertical surface or find yourself about to collide with a ground
object, however, you might need to climb—and in a hurry.

The vertical velocity indicator
shows a rapid ascent.




A fixed-wing aircraft pilot initiates

first slows the helicopter (since some o
descend (since not all the thrust is being di
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unless you want to slow down.

Rapid Descent -
If you increase collective to rapidly increase altitud

collective to rapidly decrease altitude, right? Not
motion can lead to a disastrous condition called
descent and even full torque might not break

Reducing collective to reduce altitude works
a safer rapid descent, push the cyclic forward
build forward airspeed and prevent settling with po

mhmmmmedmmmaﬁhwmﬂyba:kwud&mamhamm 1N Maneuve:

into a firing pesition—or backing away from enemy forces. To make the helicopter back up, begin by

pulﬁnthnk‘mﬂtaunﬂam This raises the nose, directs some of the downwash forward, and slows the
Blﬂlﬂx,thahaﬂﬁptarmﬂcmtnnnnmp!stastup lhenhsgmmunngbackwarda

g

d Flying backwards at 13 knots

The more you pitch the helicopter up, the faster your backwards motion becomes. Keep in mind, though,
that this reduces the amount of downwash being directed down, causing the halicopter to descend. If you
need to back up in a hurry and pitch the nose very high, be sure to add collective in order to maintain your
altitude.

Also, keep in mind that you can't see out the back of the helicopter. Yuuuhmullyﬂyinghﬂndudd]lmr—
ing backwards, and could collide with a building or a hill.

To stop the backwards motion, simply pull the nose down by pushing the cyclic forward. As the nose draps,
the downwash will be directed backwards, thereby pushing tha helicopter forward (and up). Your reverse
speed will slow, the halicopter will stop, and it will then eventually begin to move forward again. He



Flying Sideways "
Flying sideways, or "slipping’, is another unique helicopter ability. It is especially usaful
on the batilefield. Rising over a hill or building to engage enemy troops exposes you to
return fire. The higher your altitude, the mare likely you'l be detected and fired upon.
Using slipping, however, the helicopter can “slide” around an ohstacle to obtain a clear
view of the target while remaining at very low altitude.

To practice slipping, begin by entering a hover. Once you'rs hovering, apply sither left or
right pedal to yaw the nose until you're facing a large object, such as a building.
Alternatively, you can monitor the heading reading on the IHADSS or use a distant hill
for a landmark, but using a nearby building tends to work much better.

Very gently apply left cyclic. This will bank the helicopter to the left, direct the down-
wash to the right, and therefore push the helicopter left. The nose of the helicopter may
yawhihalahasmﬂ,mnﬂnuaahghtmm—madaﬂyiimhavamyhrmrﬂmuﬁm
In this case, apply opposite pedal (the right pedal in this case). Apply just enough pedal
to stop the yawing. If you've done this correctly, the building should appear to slide to
the right across your windscreen while your heading remains constant.
Nota that the ball on the skid/slip indicator will move in conjunction with your slip;
when this ball is centered, the helicopter is not slipping. The velocity vector (extending
from the crosshairs) also points out the general direction in which the helicopter is
maoving.

vl vy

The velocity vector and skid/slip
{ indicator show this helicopter to
be skidding forward and Isft.

To stop the sideways motion, apply right cyclic and bank the aircraft slightly to the
right. This redirects the downwash to the left and slows the aircraft. It might be neces-
sary to adjust your pedal inputs to maintain a constant heading. When the sideways
motion stops, returning the helicopter to a level attitude will re-enter you in a hover. If
you continue banking to the right, the helicopter will begin sliding to the right, and you
might need to apply left pedal to prevent the nose from yawing. Again, if this mansuver
is performed correctly, the building should appear to slide to the left across the
windscreen while the helicopter maintains a constant heading.




Engaging Ground Target:
worry. As pilot, you're responsible for getting af ring into firing position, and
getting home again. The CP/G, your gunner, is ]

the weapons. During a fight, the CP/G could choose to eng
mplm*snnm—mdthudmmﬂnuﬁdndummlm
CPthmakaslmlhallhahal:mptarh

L )
ThaCPfGnuﬂﬂumwhmha’smgaﬁngﬂuang]ahmﬂmﬂmmmﬂmtypanf
infantry, and sg on). That's your cue to turn the helicopter toward his target. Look at the compass
of the display. Along thié bottom edge, you'll note a sclid triangle called the Alternate™
Bmusqr;‘faumm indicates where the CP/G is looking. If the CP/G hasn't chosen a targat, the
msm mwﬂlwnlaimmndatnsirla,mdmaunqhhsnmhpatlmumsha‘slu:kad
uﬁmﬂu.m‘ Il staty fixed. Simply turn the helicopter until the ASB marker is directly centered on

For mare information on working with the gunner and using your weapans from the Pilot's Cockpit, please
refer to the Gunship! Quick Start guids.
Engaging Aerial Targets

Although the attack helicopter'’s primary mission is engaging enemy ground forces, most operators have
adapted some form of air-to-air missile for helicopter use. Intended primarily for self defense, such systems
are usually short-ranged, heat-sesking missiles.

Missile seeker tracking a target
without a radar lock on.
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, Whmmmu-muahmmmudﬁh,lm'dsmmthuw 9
mﬁhlh,dm,uwnﬁngmmumsdwﬂhmnn;ﬂmgnhnkmth
Arming screen and add them to your load-out) Inside this circle, a small diamond exe-
cutes a search pattern. The diamond represents where the missile saeker is looking.
You will initially hear a low-pitched “growl,” indicating that the missile is not tracking a
target. ‘ -

Missile seeker tracking a target
with a radar lock, but outside of
launch parameters.

To engage aerial targsts, turn the helicopter to bring a target within the circle. You can
engage aerial targets with or without a radar lock. Once the missile’s seeker acquires
the target, the diamond will track the target's position and the “growl” will increase to a
higher pitch. If the target moves outside of the missile’s firing énvelops, the d.ia-
mond and the TD box (if you have a lock on) will become dashed: Turn the r to
hmgamhmmmmmammdmsdmhmn-wmmhu
turn solid, you may fire. : o . s

The solid TD box indicates the
target is within firing parameters.

Navigating Waypoints

Most battles occur over unfamiliar terrain, often at night or in poor visibility. Navigating
under such circumstances is hard enough—and then the enemy starts shooting at you.
Once the CP/G has begun engaging targets, you'll need to make frequent maneuvers to
bring your weapons to bear. All of this is very distracting, and it's easy to bacoma dis-
oriented and lost. ]




ought to be, as well. The pilot’s [HADSS d
bearing to it. The waypoint number and
region of the IHADSS. The bearing to the by the | ' :

() just below the compass display. Simply tus he Co or is cen-
tered on the compass, and you'll be flying right ext waypoint= {

you might have becoma. .

Note that your waypoints are all set before the mission begins. You can alter them E
using the Mission Planning button on the pre-flight Briefing screen.
-v-‘. “

Spood Contral

,aﬂnckhnlinnplsrpﬂnixmmcpumedtnm:h!hsirtarqshwit}dnﬁﬂ
g time. Although the Apache, for exampls, is capabls of flying in excess of
n Target (ToT) requirements rarely necessitate such speeds. During the opening

100 Jnots, such: strict ° in :

minutes of the' 1991 Gulf War, US. Army AH-64 Apaches penstrated Iraqi airspace and engaged various
radar sites in preparation for massive fixed-wing air strikes. Taking these radar sites down would be crucial
to the survival of Coalition aircraft heading into Irag. The Apaches, however, did not charge into Iragi
territory at 90 knots. Instead, they moved slowly—as slowly as 25 knots by some accounts—to minimize
their visibility to Iragi forces.

A well-planned mission will tima your waypoints and ToT such that breakneck, reckless speed is not
required. Cunuvllingymlrspnadismiﬁcalhhntﬂeﬁuldmnﬁmlﬂnmge,mnhoﬂdupaﬁhﬁydﬁﬂ
knots or less through the majority of your flight. Slower targets are maore difficult for the enemy to
detect—plus, it's easier to slow the helicapter and enter a hover (especially behind an obstacle) should you
unexpectedly encounter enemy forces.

Masking
Unthamodarnhatllaﬁeld,yuumnancm!uavuiatyufmpnnsplaﬁumudthnpﬁm],lasal}!hmalanﬂ
radar guidance systems. Despite tha diversity, all of these systems share one common weakness; they can't
hit what they can't see. Hills, rocks, mountains, ridges, and other mounds of dirt (as well as huildings) are
extremely effective at blocking all types of electromagnetic energy. Trees, especially heavy foliage, are also
effactive at hiding objects, especially in the optical, laser, and thermal bandwidths.
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Attack helicopters, whose very mission takes tham into the heart of the battlefield, rely '\h'
heavily on such terrain features to hide them from enemy air defenses. This tactic of
hiding behind buildings, hills, and trees is called masking, Masking is a dual-sdged
sword, however. While it prevents the enemy from shooting at you, it also prevents you
from shooting at them. Consequently, it is necessary to unmask, or move from behind
the obstacle and cbtain a clear line of sight to the enemy, in order to fire your weapons

Masked behind trees.

When you are transiting the battlefield, you should pay close attention to the terrain.
Watch for terrain featurss or structures that can hide your helicopter from the enemy.
When you'rs ready to engage enemy forces, unmask slowly: Yot want to expose as little
dwwhﬂtmuushanlmalymmmmﬂnmkadhhhﬂ]gbuﬂding,mnstﬁsﬁd-
ing right or left while maintaining the current altitude, Generally speaking, the higher
you fly, the more likely it becomes that you'll be spotted. Sliding out from behind the
building usually presents less risk than rising above it. In the case of hills, cliffs, and
other terrain features, sliding is still preferable, but might not always be an option. If
you're hovering behind a long ridgeline, your only option might be to slowly increase
altitude until you've crested the ridge.

Unmasked above trees to fire.

Dnce you're unmasked, the CP/G will have a clear line of sight to the target. He can lock
targets using either the radar or the TADS and engage with the appropriate weapons.
Keep in mind, though, that you're exposed to return fire as well. This is where Lock On
After Launch (LOAL) mode becomes effective. If, after you unmask, the CP/G fires
weapons in LOAL mode, you can then re-mask the helicopter, wait for the missiles to
close on the target area, then unmask again. With LOAL, the CP/G can re-lock the
targets and guide the missiles home.



alnngthswdda.ﬂ,mﬂmuﬂlw :
besieged by anti-aircraft fire—you're b

The Communications Menu :
The days when a solo warrior battled alone among #
coordinated, carefully orchestrated maneuvers bry mulii
groups, or flights, of helicopters in the air/diring |
individual missions and flight paths, always rat
enemy’ In other words, the battlefield is a fluid wvirg m :
prior to the mission might be hopelessly outda ' ‘the mi! un 5 tnassasl
thawchmgmqhtﬂumﬂxﬁmchrhuwurﬂwht deploy the yoursl) as
necessary. -~

an.mmﬂupﬂmﬂmuﬂmﬁmmuumg&ﬁsmmmmm Ul an and any

other flights under your command When it first opens, the Communications menu lists the available
flights—an ugh four.  is All Helicopters, and 6 represents any support artillery ¢ alrsuppm'l
you hava 2 want to contact by pressing the number key (along the top row of the
standard key keypad) that corresponds to the option. This opens the Command menu

take, you can use (Tab) to back out level by level)

""haupﬁnnn unthe[!ununmdnwnu depend on what type of unit you selected. They can include the
following:

Waypaint Usallﬁstnselectanynnanithaurﬁfsmoims.Ywmﬁmmu&ih'thnumﬁm
Number for that waypoint.

Waypaint Type This button cycles through the available types of waypoints. Each standard type has a
default setting for the Speed, Flight Profile, Formation, Combat Mode, and Priority Target
for the selected flight. You can override these settings individually using the rest of the
buttans. The default settings are:

Checkpoint (CP): Fly to this point and continue forward without stopping.

Assembly Area (AA): Fly to this waypoint, avoiding combat, then loiter for 5 to 10 minutes
or until the leader issues the “Go” command.

Battle Position (BF): Fly slow NOE to ﬂuawaypointanﬂmmea&ﬁaqpnaiﬁmw
enamy forces for 5 to 10 minutes or until the leader issues the “Go” command.

Patral Area (PA): Fly to this waypoint and patrol for,5 to 10 minutes or until the leader
issues the “Go” command.

MhndﬁwhnvﬁmkhﬂmmmtﬂﬂsutPAmmwm
fly to this waypoint, avoiding combat, then search for friendly troops, land, and pick -__-1:'»7
them up.

Landing Zone (LZ); mmmmmtemsarnmmmmw
44 to this waypaint, avoiding combat, then land and either pick up or drop off troops.
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you control how quickly the pilot will fly fo get to this waypoint. The
actual speed varies, depending on the Flight Profils, because of the
need to dodge terrain. There ars three options:

Slow is 30 to 50 kis.

Tactical is 50 to BO kis.

Sprint is maximum possible speed at all times.

This setting determines the altitude that the helicopter’s pilot should
strive to maintain between the previous waypoint and this one. There
are three options:

Nap of the Earth orders the helicapter to maintain an altitude below
B0 fest; 30 feet is optimum. The pilot has permission to reduce speed
as necessary to maintain this altitude.

Contour tells the pilot to keep to an altitude below 100 feet; 70 feet is
optimum.

Cruise orders the altituda kept between 100 and 150 feet, and the
pﬁntnnmdulmﬂdrhumzﬂﬂhelﬂmmlsmiummt

aﬂmmmdmmadurnmalmhﬂmﬁst

Suppresion of Enemy Air Defenses (SEAD) tells the helicopter to open
fira on and advance toward enemy air defense sites.

Engage orders mean to open fire on any detected ensmy only if doing
so does not delay the mission for more than one minute. After cne
minute, the helicopter is to continue on its mission.

@

3
e
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Bypass orders the helicopter to seek cover, avoid contact, and
continue toward the waypoint.

This determines what type of target the helicopter should attack first,
if there is a choice.

Use this to give immediate action instructions to other helicopters.
Possible orders ars:

Fire at Will lets the aircraft’s crew use their weapans as they see fit.

Hald Fire restricts weapon use and engagement to immediate self
defense.

|




This calls in artillery and air suppast!
Reference Point (TRP) and support
target or area and press (7). (To g
set, you can open the Command
available type of suppor

on your current TRP.

Realistic Flight Mode

Whmmmwmum.mmrmmu foice betwoen Fasy g
flight, and Realistic flight. Realistic flight is more difficultfor novices, but once'y _
mwllmmﬂadhhmduﬂul,mc‘uﬂynthighmﬂm if Realistic flying

piteh-nor roll, altitude nor airspeed of the helicopter has any effect on lift. This

5 ; ‘how'you maneuver the cyclic joystick, lift is not affected. (Thus, power dives will
not work.) The collective is the only control that affects lift in Easy flight. Any time you want to add lift (to
climb, slow your descent, and so on) or reducs lift (to slow your ascent, begin or increase a descent, and
such), you must move the collective.

In Aealistic flight, the pitch, roll, altitude, and airspeed affect lift as they would in a real helicopter. Amaong

other things, Realistic flight means that at high speed you can fly the halicopter like an airplane. A slight
pitch up slows the helicopter and causes a climb (by reducing speed into the 30-90 knot area for maximum
translational lift), while a steep pitch down puts the helicopter into a fast power dive. Hera ars some of the

other features of Realistic flight:

Ground Cushion Effect: At altitudes of 25 feet or less, your helicopter gains a little extra lift at low speeds.

The lift you gain varies with altitude, and it disappears entirely if you're flying too fast.

Translational Lifi: At speeds of 30 to 30 knots, you gain considerable extra lift. The amount varies with

your helicopter’s speed.

Roll and Lift: Whenever it experiences any significant amount of roll, the helicopter loses soma lift. This Lift
loss increases as the helicopter rolls further left or right. .

Altitude and Lift: At higher altitudes, you have less lift dus to the thinner air. This lift loss is really only
noticeable above 1,000 feet, and it increases as you get higher and higher. What this boils down to is that
you must adjust the collective to maintain level flight. AR



Tk b 2
JMWMWW
Msnhiafhbndncﬂmhatzwmeumnﬁnuﬂnlﬁﬁcﬁuh&ﬂwmmm &
so that you can do one immediately following the other.

Climb to Hower Move the collective up slowly until you risa off the ground. At
about 50 feet, return the collective to the neutral position. Here, the
helicopter is truly level, with no pitch down or up. Note that the
reticle is on the harizon line and airspeed is zero. The collective is
adjusted so the Rate of Climb indicator is centered. From a hover, you
“ can cause your helicopter to ascend straight upwards or descend
straight downwards by changing the collective.

Rotate in Hover This is only possible at extremely low speeds or when hovering. Move
your rudder slightly to the right. If you're using the keyboard, press
the right arrow once. Your helicopter begins to rotate to the right.
Return the rudder to center or press the opposite arrow key, and
you'll stop turning. Now, rotate to the left. The more rudder you add,
the faster the helicopter rotates. Stop your rotation. You're ready to
begin flying.

Skid Sideways This is only possible at speeds under 40 knots or when hovering.
Move the cyelic joystick left or right to roll the helicopter. Due to your
lack of airspeed, the helicopter skids left tvdthuutim-wﬁd
motion. Unless the collective is adjusted ap ,anldrlﬁg
helicopter loses some lifting power and, thus, lo ilmpdﬂ

Forward Flight Begin pushing forward lightly mﬁ-w  down® the
helicopter. At the sama tims, slightly increasé@'collective to keep from
lnsing altitude. You'll begin to move forward. The farther you pitch
down, the more your speed increases, and the more collective you
have to add. Try not to push all the way, as this can cause you to lose
altitude too quickly. When your speed reaches 50 to 100 knots, easa
off the stick until your speed stabilizes. You are now in level flight. To
slow down, pull the stick back toward you. You will both slow down
and gain altitude; this is called “flaring”. If you wish to keep a steady
altitude, decrease collective as you flare. The further you pitch up, the
more your speed decreases, and the more collective you have to
subtract. Watch your speed! When you have stopped, release the
stick. If you maintain this attitude, you will begin to fly backwards.
Practice level flight until you're comfortable with all this.

Turning Return to level flight at about 75 knots. Next, push the stick left
slightly. Your helicopter rolls into a banking left turn and begins to
lose altitude. Slightly increase collective to offset this loss. As you
turn, observe the changs in your digital heading readout at the top of
the screen. Return the stick to center. You'll roll back to the right,
level out, and return to level flight. Practice turning in both directions
until you are satisfied with your skills.




Level Flight

andpmmtuumu:hml.lﬂ:ﬁn hi
in the collective, wait a second g
until you are ready to mo
Power Dive When flying level at 100-150 §
forward (pitch down) into a po
zero. Similarly, another way to climb #fo pitch up slightly irspeed
50-100 knots, When you reach the desired altitude, pitch down ag il the Rate of
Climb indicator stabilizes. This method exchanges speed for altitude or vigé-versa. This
hnntmdﬂnuﬂyinqnnah*plmﬁainqit,mm ang@ altitude

ba :n‘\"“-- isahstpamd,dmnandmg,andmynnhrgimmmtﬂamﬁnm
idsrlﬁfyinu Mhmmunamdmﬁwmhawmmmudmm
appropriate weapon within its launch envelope, demands your full attention. Consaquently, the modern
attack helicopter carries a crew of two, so that the CP/G can focus full attention on finding and destroying
enemy targets-while someone else flies the chopper.

From the CP/G's seat—the Gunner’s Cockpit—you have access to the MFDs, the ORT, weapons selection, anda
tailored version of the IHADSS5—one that focuses on weapons and targeting rather than the helicopter’s

speed and attitude. In addition, you can also communicate to the pilot through a series of brief commands,

Your duty is to find, lock, and kill targets, often with the help of the pilot.

r ol A




7
Communicating with the Pilot
. As CP/G, your job is to find and engage targets; the pilot is responsible for flying the
hﬂnnmpwahnkpodﬁmﬁdu&h,mmdﬂmmﬁuhmmmh '
pilot. You do sa through a set of handy command keys, which allow you to give your
pilot a wids variety of instructions: - #

1/3 Speed

2/3 Speed

Full Speed

No Orders (Give control back to the pilot)

Stop and Hover

Increase Altitude by 25 fest
Decraase Altitude by 25 feet
Turn Left

Turn Right

Turn to My Direction

Slide Left

Slide Right

Break to Cover

Pap-Up

Gunner's and ORT Cockpits _ .
The gunner actually has two views to wark with, the Gunner's Cockpit and the [Iptical
Relay Tube (ORT) Cockpit. The former gives you a langer field of vis ther
ness of the overall situation, while the latter gives you'a magniie bilized, but much
limited view for precise targeting. '

Press [F2 ) to move to the CP/G position in the Gunner's Cockpit view (also called head’s
up mode). The MFDs and instrument panel are all visible, along with your IHADSS dis-
play. The CP/G's IHADSS is similar to the pilot's display, showing airspeed, heading, and
altitude, but the crosshairs are replaced by a targeting box. As gunner, you do not sea
tha velacity vector or waypaint information-you don't need them. Along the bottom edge
of the display, the Target Acquisition and Designation System (TADS) readout waits to
show the range to the target (when the laser is activated). Along the compass at the top
of the display, the alternate sensor bearing indicates the direction you are facing, as
compared to the direction the helicopter is facing.
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The CP/G's IHADSS display.
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Pm-wmmkmﬁmummnu-u- zreel
very similar to the periscope on a submarine; it provides a
Whmynnﬂuﬂnnthsﬂﬂ'l'ynuamnnlnnqn
what we mean by stabilized). This makes it much &:
vantage of using the ORT view is that you lose tha s
of these “cockpits” and use the one that bettar fits ¥

Acquiring Targets with the FCR

The Fire Contral Radar (FGR) s your primary tool for locating enemy targets at long range. To activate it,
cycle the MFD until the radar display appears. (If the radar is not selected in an active MFD, it is
automatically placed in standby'mode.)

Cycle radar contacts with the (<) and (5] keys

You can use (C) and (V) as necessary to adjust the magnification level of the MFD sao that your intended
targets are readily distinguishahle. Next, use (<] and (5] to cycle through your radar contacts. When you do,
a targeting box on the IHADSS moves to overlay each new contact, and so does the designator box on tha
radar MFD. IF you want to lock on a particular target, press (/) when the designator is on that contact. The
IHADSS targeting becomes a solid, targst designator (TD) box, highlighting the locked targst. Note that the
FCR TD box is yellow, to distinguish it from the TADS TD box. You can have up to four targats locked up at
one tima with the FCR. (To unlock a target, cycle to it and press (/] again) You can launch radar guided =
missiles (and only radar guided missiles) at targets locked with the fire control radar. For more detail on
these weapons, read the description of LOBL, in the section on Anti-Tank Missiles. :
50



A quick cautionary note: When the IHADSS is in Easy mods, only “living” enemy units
are displayed in your radar. When you're in Aealistic mode, all targets, both friend and
fos, living and already destroyed, are shown. Be very careful when you're engaging
targets with only radar contact.

Acquiring Targets with the TADS

The laser-based Target Acquisition and Designation System (TADS) provides an
alternative method for designating contacts. The TADS laser, effective only within
visual range, follows the IHADSS targeting box, giving you a quick way to lock visually

rts o
25 ol

The TADS targsting box prior
to locking a targst

Using the TADS is relatively simple. First, activate the laser by pressing the (Spacebar).
A letter 'L starts flashing along the bottom of the IHADSS, to indicate that the laser is
active. The numeric readout to the right of this L reads the range in msters, as meas-
ured by the laser range finder, to the point under the IHADSS targeting box. Steer the
targeting box over the desired enemy vehicls, then press (L] The target designator (TD)
box appears over the target and the range to the target (in meters) appears on the
bottom of the [HADSS. The TADS will track the locked target until the lock is broken,
gither by the gunner or by an intervening physical object.



You can now launch weapons at the locked target. Fos
next section, Engaging Targets.

Engaging Targets 3
The attack helicopter was designed to do exactly | ac)

destroy an enemy tank. Success on the battlefisld 3 ] your weapon
systems and their use. ¥ .

Lannon
The onboard 30mm cannon automatically follows your IHADSS movements, always pointing
yaunlouhsg,ﬁhua1zn?muimtmsimmdmmsmmmmalms:
sh’mnhldumih.mnnnn of fire varies based on the helicopter you're flying, but is generally in
--nfﬁm‘nmﬂl  minute and is effective to a rangs of roughly 1 km. The cannon is effective
, including lightly armored vehicles. Wheels and tracks on heavily armored
h mum fire, which can reduce their capability to fight even if the 30mm rounds
dunutacluaﬁypmamtathalrmurYwmsﬂeﬂﬂlacmmuthammmhym-

The cannon tracks the TADS

When the cannon is the active weapon, the targeting box becomes targeting crosshairs: The gun follows any
IHADSS movements, and you can fire it in two ways:

*  Lock the desired target using the TADS. The gun then fires wherever the TD box indicates.

«  Fire the cannon without locking a target by simply pointing the crosshairs at the desired objectand
pulling the trigger. The cannon will fire where the crosshairs point. This method works well in
emergency situations for firing quickly at close range targets. Since the target is not locked, however,
the crosshairs move as the helicopter moves, making this method less accurats in the normal Gunner b
Cockpit view. In the ORT, however, the view is stabilized, which allows you to engaga targets mare

32 accurately at longer ranges.



You may fire the cannon without
first locking a target :

Every attack helicopter in Sunship/ can carry some form of unguided rocket. As the
name implies, rocksts are self-propelled, unguided (they just fly straight ahead)
weapans. They have an effective range of 2 to 3 km. Since rockets are unguided, they're
not particularly accurate. Numerous factors, like movement of the helicopter during fir-
ing and gusts of wind during flight, can and will cause them to miss their mark.
Consequently, rockets are usually fired in bunches—salvos—in an effort to blanket the
target area with fire.

Rockets can be equipped with a wide variety of warheads. Which one you want to use
depends on the intended target. Warheads range in power from high explosives to anti-
personnel sub-munitions. Rockets are generally used against “soft” and “medium” tar-
gets, including enemy troops, trucks, lightly armored vehicles, and buildings. Rockets
are not particularly effective against hardened bunkers, nor against heavily armored
vehicles like tanks.

Target locked, I-beam an
target, ready to fire




I-beam is dashed when you have it aimed
Lock a target using either the FCR radar or the TADS

the I-beam over the desired target. (Use (G to tell the pile
In_muhunrdﬁll‘umwwlnntwkdrmm
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wif

ine in two basic varisties: laser guided and radar guided. In both cases, the launching

ﬂl‘lurm : ﬁ’ﬂhmimtalhatnrualwﬂh&laappmpmmmm.mmuﬂaﬂ:m
-'-’a_-i jed energy-laser or radar. Although anti-tank missiles are the attack helicopter's

mnéf-fﬁmftﬁwﬁp_mIhannaillnmainhinatargmluckcanlmnthslmhmpmmw enemy fire. As
arasull,a:ﬂi-tanknﬁsdashnvshasndwalnpedtnﬁrsinmeaftwumdm:LnnkﬂnBlhreLaunch[wBL]
and Lock On After Launch (LOAL).

There are also two less ordinary types of anti-tank missile—Dptical Wire Guided (OPWIRE) and Infrared Fire
and Forget (IRFF). These are only available to you when flying the Tiger.

LOBL

Lock On Before Launch is the easiest and most intuitive method of firing anti-tank missiles. Press (F7 ) to
cycles through the available missile types and modes, The current type and mode appear in the lower right
of the IHADSS. When LOBL appears, that indicates that your current weapon is a laser guided anti-tank
missile ready to be fired in LOBL maode. Similarly, LOBL FCR indicates a radar guided anti-tank missile
ready to be fired in LOBL mode.



Cycle the (F7 ) key until the weapon
readout displays LOBL

As the name implies, LOBL launches require you to establish the appropriate radar or
laser lock before firing the missile. Once a lock has been established, the target desig-
nator box appears on the IHADSS over the designated target. If the box is dashed, your
target is outside the missile’s launch envelope. To get it into the envelope, instruct the
pilot to turn toward the target and close the range. Once the box becomes solid, you can
fire the missile.

Here's the catch; you must maintain the laser or radar lock for the entire flight of the
missile (and while you're out there, you are a target for ensmy fire). Any obstruction
that gets between you and the target-including hills, trees, and buildings—will block the
Ilsarhaamnrndumnmdhnakthatﬁmutlnd:.lﬂhthmpm themissila uuas
dumb” and (eventually) flies into the ground.

LOAL _ R N

To protect your helicopter from enemy fire while the missile is in flight, you can choose
to fire anti-tank missiles in Lock On After Launch mode. With LDAL, you locate the
desired target, but do not establish a lock. Next, instruct the pilot to maneuver the
helicopter near some obstacle—a ridge line or a building, for example. With your
helicopter hovering just above the obstacle and facing the target, select the appropriata
missile type and mode by cycling with (F7 ) and observing the launch mode indicator in
the lower right of the IHADSS. LOAL indicates that a laser guided missile is ready to be
fired in LOAL mode.

When you've selected, fire a missile in the general direction of the target. As soon as
the missile is away (and beyond the obstacle), instruct the pilot to decrease altitude until
you're safely hidden behind the obstacle. The launch mode indicator changes to a Time
of Flight (TOF) counter. This displays, in seconds, how much longer the missile will fly.
During the final seconds of the missiles flight, the TOF counter changes to display the
word LASE. This is your cue to unmask and lock the target. Quickly order the pilot to
maneuver above or around the obstacle, then find and lock the target-using laser or
radar, depending on the type of missile you fired—before the counter reaches zero. If the
missile hasn't already passed the newly locked target, it will detect the reflected energy,
turn and engage the target.
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mmhmwﬂymm

To improve on accuracy, some

maelathi:lmppm'wblw&lmn
contact with the missile, and the gunner can pro
ken. Wire guidance missiles follow the current T
change targets in mid-flight. Sudden turns or d
the wire breaks, you lose all control over the mis

IRFF
The Infrared Fire and Forget is possibly the m
nﬁuandwmnﬂahvuwhﬂ!m,m
weapons have an internal infrared (heat) sensar that they u:
designate for them using a TADS lock. Once launched, the'm
ance. Used correctly, flares can ‘distract” these missiles.

ngt, but that's only the beginning. There’s a world of tactics and strategies you
it of it. This section introduces a few basic tactical ideas. Hopefully, these will
erglive long enough that you can start developing tactics of your own.

Two Pieces of Advice

Make a plan. Before takeoff, you should always examine the map of the operations area. Based on what you

already know of your mission, you can do several things to increase your chances of success even before

you get into the helicopter. Among them:

*  Look for flight paths that giva you cover all or most of the way to your target area. Also look for good
hiding places. Even if you don't use them, the enemy might.

¢  Don't trust intelligence regarding enemy locations. While your briefing includes the best information
availahle to you, that info could be out of date or incomplete.

Remember your mission. When you're in the air, don't get sidetracked by other targets until after the

mission is complete. It's easy to take a little time and hit a few targets of opportunity, but it's all worthless if

you miss your main target or run out of ammo before you reach it.

*  Be willing to change your flight plan. The plan devised by Operations is usually a good ons, but it might
not be the best one for you. The same goes for the flight plan you made before takeoff. If the situation
changes once you'rs in the air, your ability to be flexible and adapt in mid-mission might be what saves
tha day.

+  Set Battle Positions in good firing spots, at least 1 or 2 kilometers from your target. This gives youa rﬁ’
good selection of targets in your weapons range and makes it harder for them to fire at you. s o]

5‘ Lol '_\'.:—:



¢  The indirect approach is generally best. Setting your waypoints on the primary tar
get and flying full speed at a few hundred feet of altitude toward the target might
work on training missions, but its pure suicide in combat.

DOffensive Tactics

You will not be sent out in your helicopter gunship on a mission to defend yourself. You
ars assigned targets, and your success is measured based on your ability to destroy
those targets. That's where offensive tactics come in handy.

The Approach

The vast majority of gunship flights are ground-attack missions. You are ordered to
knock out hard or soft targets in a certain area—often an area protected by SAMs
(Surface-to-Air Missiles) and AA (Anti-Aircraft) quns.

The standard technigque is to fly in quick dashes ("bounds”). Fly from one covered posi-
tion to another, staying below 100 fest. Before making a dash, hover and pop up briefly
to between 100 and 200 feet. Search quickly for potential enemies, then drop low again
and check your instruments. Your RAWS and RADAR can give you critical information.
Pick your next covered position, rotate to face that direction, then pitch down and zoom
forward! Stay as low as possible. When selecting routes, use cover such as hills, trees,
and buildings to screen yourself from enemy fire.

The Batile Position

Once you have detected your targets, do not swoop in for a close range attack! Find a
good covered position and go into a hover behind it. Conduct a pop-up (described below)
and engage one target. As soon as that target is destroyed—but no more than 20
seconds later—drop back down behind cover. Move a short distance, staying under
cover, and repeat the pop-up. This gives you the maximum time to use your weapons,
but keeps you always able to get under cover before your opponents can hit you.

Pop-up Attacks

The “pop-up” technique is simple. Hover behind a cover that screens you from suspect-
ed enemy positions. Climb up over the obstruction until you're just above the top of the
cover. Scan around and watch your threat display. If you recognize an important target
immediately, open fire. If not, drop back down into cover. You can now consider your
situation and decide if you want to pop up again and attack those targets or bound on,
avoiding them. If you decide to attack, pop up just long enough to knock out your
selected target, then drop back into cover.

Selecting Weapons

Use the right weapon for the job. At longer ranges (over 2 kilometers), use ATGMs
against vehicles and bunkers; use FFARs against infantry, AA gun sites, and buildings;
and use AAMs against enemy aircraft. If you are brave enough to get in close, your best
all-around weapon is the cannon. At ranges beyond 700 meters or when making side
shots, however, the cannon consumes large amounts of ammunition for each hit, due to
its poor accuracy at longer ranges.

- .
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reaction time of 5 to 20 saconds, depending on the
geting any AA site, yuummldﬂhwndnrh:nﬂﬂs
and some warning, because you can see the missi
countermeasures (chaff and flares) or dive for cc
short range and their high muzzle velocity. Guns

Tank Hunting
The helicopter gunship was designed to kill tank
out to the happy hunting grounds. At a range
prefar, you can come closer and cut them apart h
U.S. Army expects a 14 to 1 kill ratio. (That is, when

itsalf; it's become a cost-effective weapon.) In your eag
blas!lrlmdlymhwmddm

the fantry
greater threat, because most are armed with a 20 to 30 mm auto-cannon, and
w light IR (infrared) homing missiles. The biggest problem in tank hunting is

at specializ shicles have a nasty habit of traveling with tha tanks and IFVs. Whenever you
see @ large concentration of armar, expect to find an air defense vehicle. Find it and take it out first. Then
make surs it was alone before moving on to the armor.

Infantry and Bunkers

Infantry in open ground are difficult to ses with the naked eye. Thermal sights make spotting infantry easi-
ar, but only at relatively short ranges—1 to 2 kilometers. Infantry might carry machine guns and other light
weapons, and they are sometimes equipped with light IR homing missiles. You can attack infantry with
rockets or the cannon. If you charge in fast and low, you might get them before they're ready to get you!
Attacking infantry is tricky, becausa it's often hard to tell tha good guys from the bad guys. Always check
your map to avoid making costly and painful mistakes. On tha plus side, bunkers are easy to destroy. They
can be seen at range and destroyed using ATGMs. However, most bunkers have thick roofs that are nearly
impervious to cannan fire.

Defensive Tactics

'I'hnmnatnnnununpruhlamm’llhaveinthaairissurﬂvhtummyumunﬂﬂmmsmdudmm.
anti-aircraft artillery (AAA) and surface-to-air missiles (SAMs). From a pilot's point of view, these fall into
three categories: radar-guided threats, IR threats, and optically guided (which your instruments don't warn

you about). 4 . i_’



Enemy Sensors

Only the higher quality Air Defense Vehicles and SAMs use radar-guided systems.
These weapons have search radar which can "see” you at long ranges—day or night and
through light cover. Radar, like narmal eyesight, is blocked by objects on the ground. As
a result, ground-based radar has a “dead zone” into which it cannot see. Above this
dead zons, the radar can and will find you. The dead zone becomes smaller and lower
as you approach the radar. (Think of tha radar as extending in a cone upward and out-
ward from tha site, and you'll have a good visualization of how this works,) The best
defense against radar is to stay low and use cover.

Units using visual or thermal systems generally have a much mors difficult time finding
your helicopter. The accuracy of both are degraded by weather and time of day, just as
your systems are. Pay attention to visual and thermal conditions during any battle.
When visibility is bad, it usually results in close in, split-second engagements.
Surviving Gunfi

After tracking you for sufficient tims, enemy guns will open fire and continue firing
until they knock you down. You must either break their track on you or destroy the
weapon. There are no other options. If you can't take out the gun in a hurry, the best
way to survive is skillful evasive flying.

After a SAM battery has tracked you for a few seconds; tthw&nusmhm
come in all three flavors: IR-guided, radar-guided, and visually-guided. Bear in mind
that IR-guided missiles have their ‘seeker” on board the mmwm
guidance missiles are controlled from the launching vehicla. 0

When a missile is homing in on you, you have several options. Tf you detect the incom-
ing missile early, you can fly behind cover and break the lock. For radar and optically
guided missiles, once the line of sight between them and you is broken, you are reason-
ably safe. IR missiles, however, can reacquire you if you leave cover (break cover) too
soon. Your other option is to drop chaff and flare countermeasures. These work only
over short ranges, and you drop them in groups (so you don't have to pick). It's impor-
tant to wait a bit before launching these decoys, since they bum out after a short while
and the missile might then home in on you again. Countermeasures are best used in
combination with evasive flying. It is always better to let the terrain take the missile hit
than your helicopter.

All missiles have a universal weak point—they have a huge turning radius. If you let
one get close, then dart off perpendicular to its flight path, it will be unable to turn fast
enough to hit you. This tactic is fairly easy to use in a high-speed jet aircraft, but it is
far more difficult to accomplish in a relatively slow-moving helicopter—especially when
the missile you're trying to avoid is flying at 1,000 mph or faster. It takes enormous
skill, split-second timing, and steady nerves to “turn inside” a missile with a helicopter.







The AH-64D Apache first entered service in 1998
with the US. Army. It is currently replacing the A
madel through new construction and remanufacture.
Oné in thrée deployed Apaches will mount the
millimeter wave, Longbow radar. This will greatly
increase its ability to locate targets through the rain,
fog, and smoke that defeat FLIR and Thermal
imaging. The complete Longhow system can be
installed in less than four hours in the field, allowing this system to be moved from
non-mission capahle aircraft to operational ones.

Other modifications in the D model include the “manprint” cockpit, with large
Multi-Function Displays, more powerful 701C engines, larger generators, air to air
missile capability, a digital auto-stabilizer, an integrated navigation system that includes
Global Positioning capability, digital communications, and data transfer ahilities. This
last upgrade allows the AH-64D to be part of an integrated battlefield data system, in
which information is passed from units down to command headquarters and then back
to the units, allowing real-time information exchange.
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Dimensions ke
Length: 51 #t. (15.54m) e -
Rotor Width: 48 ft. (14.63m) . 3 P e

L
e

Airframe Width: 19 ft. 1 in. (5.82m) with weapon racks £
Height: 14 ft. 1.25 in. (4.3m)-16 it 3 in. (4.95m) with Longbow Radar installed
Weight
Empty Weight: 11,800 Ib. (5,352 kg)
Maximum Fuel Weight: 2,442 Ib. (1,108 kg)
Mission Gross Weight: 17,650 Ib. (8,006 kg)
Power Plant
Engines: two GE T700-701C turboshaft engines
Continuous OEI: 1,830 SHP (1,409 kW)
Emergency OEL: 1,940 SHP (1,447 kW)
Maximum Combat Speed: 158 kis (293 kph)-141 kis (261 kph) with Longbow
Rate of Climb (combat load): 2,530 ft/min (771 m/min)
Range: 105 nautical miles (168 km)
Armament
M230 30mm chain gun (1,200 rds))
Up to 16x AGM-114K or L Hellfire Il ATGM
Up to 76x M261 70mm FFAR rocksts
2x AIM-3L Sidewinder missiles
Armor

Aircraft can continue flying for 30 minutes after being hit by 12.7mm rounds from below. Resistant to
23mm firs in critical areas.

e
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requirements. The biggest is the incorporation of
The Helicopter Integrated Defensive Aids System (HIE

warning sensors and countermeasures system. Ot ; com-
Canadian CRV7 rockets. '

Specifications
Dimensions

Length: 51 f. 10 in. (15.8m)
mquumhum

Missio mi.w-w 13,227 b, (6,000 kg)
Power Plant
Engines: two MTU/Rolls Royce RTM322 turboshatt engines
Continuous OEI 1,990 SHP (1,474 kW)
Emargancy OEI: 2,100 SHP (1,556 kW)
Maximum Combat Speed: 147 kis (272 kph)
Rate of Climb (combat load): 2530 f/min (771 m/min)
Range: 119 nautical miles (191 km)
Armament
M230 30mm chain gun (1,200 rds)
Up to 16x AGM-114K or L Hellfire T ATEM
Up to 76x 2.75 in. CVR-7 FPAR racksts
4x Starstreak missiles
Armaor
Aircraft can continue flying for 30 minutes after being hit by IE.Tmmmﬁmew%mhmu&dm



= | This is the German anti-tank and support version
; ._éq of the Eurocopter Tiger The Tiger is a joint develop-
| ment project of Germany, France, and Spain; the
first German Tigers are scheduled for delivery
next year. The original plan for the UHT version did
not'include a gun system, but recent information
indicates that they are reviewing this option.
The Gunship! version of the helicopter is built to
this latest specification.
The Tiger differs from the other attack helicopters in Gunship! in that it has its main
targeting sensor in a mast-mounted sight. The mast sight includes TV, FLIR, and laser
ranging and designation systems. The pilot uses a separate FLIR system under the nose
of the aircraft. The Tiger does not incorporate a Fire Control Radar system.
The Tiger is smaller than either the Apache or the Havoc. It is very mansuverahle and
has a faster response time. This is somewhat offset by its lightar weapons and lack of
radar.

Specifications
Dimensions A
Length: 51 ft (15.54m) . H
Rator Width: 48 #t. (14.63m) K ;
Airframa Width: 19 £t 1 in (5.82m) with weapon racks
Height: 16 ft. 3 in. (4.95m)
Waight
Empty Weight: 11,800 Ib. (5,352 kg)
Maximum Fusl Weight: 2,442 Ib. (1,108 kg)
Mission Gross Weight: 17,041 Ib. (7746 kg)
Power Plant
Engines: two Rolls Royca RTM322 turboshatft angines
Continuous OEI: 1,285 SHP (358 kW)
Emargency OEL 1,556 SHP (1,160 kW)
Maximum Combat Speed: 145 kis (269 kph)
Rate of Climb (combat load): 2,106 f/min (642 m/min)
Combat Range: 205 nautical miles (342 km)
Armament
Giat AM-30-781 30mm cannon (450 rds)
Up ta 16x TRIGAT or HOT3 ATGM
Up ta 44x 2.75 in. FFAR rocksts
4x Stinger missiles
Armor

Aircraft is resistant to hits by 127mm rounds, and tolerant of 23mm fire in critical areas. It has less
armor than the Apache, requiring soma care be taken.
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standard Soviet-style procedures, intended to
ment continues on a second system meant for
Mission critical features of the Mi-28 include a m

thermal sensors under the nose, an a:
unit, and a state of the art navigation s
radar system.

ﬁ.lwugm 2947 Ih. [13371‘;]
Mission Gross Weight: 25,705 Ib. (11,600 kg
Power Plant
Engines: two Klimov TV3-117VM turboshaft engines
Continuous OEL: 2,070 SHP (1,545 kW)
Maximum Combat Speed: 145 kis (270 kph)
Rate of Climb (combat load): 2,677 ft/min (816 m/min)
Combat Range: 108 nautical miles (200 km)
Armament
2A42 30mm chain gun (250 rds,)
1Bx 8M114 Kokon or SM120 Vikhr Anti-Tank Buided Missiles
Up to B0x80mm UB-20 FFAR rocksts
4x 9M29 Igla AD Air to Air missiles
Armor )
Armar is similar to that of the Apachs, with additional protection of the cockpit and engine areas:
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Helicopter Weapon Systems

The data in this section provides the basic, unclassified information on the major
weapons systems used by the helicopters in Sunship/ that you can fly. The name of
each weapan includes both its type and model number, and there are separate entries
for different ammunition types. Far thosa of you whao might not be familiar with military
terminclogy, a few of the categories desarve a little explanation:

Platforms
Muzzle Velocity

Rate of Fire

Guidance

Simply indicates which helicopters can be armed with the weapon.

Describes how fast a shell is moving when it leaves the gun. Missiles
and rockets do not have a muzzle velocity, instead, they have an
Average Flight Speed.
Is a rough indication of how much armar the round can go through.
Pengtration is listed in terms of a number of millimaters of Rollad
Homogenous Armor (RHA) at optimum striking angles. For kinatic
energy weapons, this number is the value for a hit at a range of
approximately 1,500 to 2,000 meters. Beyond this range, penetration
for these weapons begins to fall off radically as the range increases.
Penetration is the most likely information to be classified, and in
many cases, the information here has been estimated from
calculations based on other data. —

anthetpaadalwﬂuhnmmnhﬁ&umﬁmhuﬁi
mes,thhinfmﬂm&mhhshdutnmhﬂﬂwmamcmﬂd
fire in one minute (rds/min). "
Dasn'lhesthatypauiuysta:nusedtalntwﬂldmismlnamﬂlﬂr
targets.




Penetration: 100mm
Muzzle Velocity: 1,025 m/sec J
Rate of Fire: 750 rd/min maximum

2A42 30mm Cannon
Platform: Mi-28N Havoc

30mm APl (Armor Piercing Incendiary)
Penetration: 84mm
Muzzle Velocity: 930 m/sec
Rate of Fire: 800 rd/min
30mm HE! (High Explosive Incendiary)
Penetration: 35mm e
Rate of Fire: 800 rd/min '




Platform: AH-54D and WAH-84D Apachs
Range: BOOO mstars

Pengtration: 1200mm L

Average Speed: 450 m/sec

Platform: AH-84D and WAH-64D Apache
Range: BO0D meters

Penetration: 1200mm
Average Speed: 450 m/sec

Guidance: Active Millimeter Wave Radar
Special: Top Attack, Tandam Warhead

Platform: UHT-2 Tiger
Range: 4000 msters N ol
Penetration: 1067mm oy
Average Speed: 300 m/ssc 1
Buidance: Wire Guided

ATGW-JLR TRIGAT

Platform: UHT-2 Tiger

Range: 5000 meters

Penstration: 1800mm

Average Speed: 475 m/sec

Buidance: Imaging Infra-red fire and forget
Special: Top Attack, Tendem Warhead

8M114 Kokon (ATS Spiral) ATGEM

Platform: Mi-28N Havoc
Range: 4000 maters
Penetration: 711mm
Average Speed: 200 m/sec
Guidance: Wire Guided
Special: Tandam Warhead




FIM-92C STINGER

Platform: UHT-2 Tiger
Range: 4500 mstars
Avarage Speed: 500 m/sec

aM29 -AD (SA16 Gimlet

Platiorm: Mi-28N Havoc
Range: 4000 meaters
Mverage Speed: 350 m/sec
Guidance: InfraRed Seeksr




M261 Launcher

Platform: AH-64D Apache
M151 High explosive Warhead

Penetration: 80mm

Target Type: light vehicles, structures, infantry
M261 Multi-Purpose Sub-Munition (MPSM)

Penetration: 500mm (each bomblet)

Targst Type: medium and light armor, infantry
M255 Flechstte Warhsad

Penstration: Smm

Target Type: helicopters, infantry
M264 WP White Phosphorus Warhead

Penstration: Omm

Targst Type: Create smoke screen withlir yq

: malﬁmty
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Platiorm: WAH-64D Apache
RA78 High Explosive, Incendiary, Semi-Armour Piercing .amtm Warhgad
Penetration: 80mm
Target Type: light vehicles, structures, infantry
M261 Multi-Purpose Sub-Munition [MPSM)
Penetration: S00mm (each bomblet)
Target Type: medium and light armaor, infantry
WDU500 Flechette Warhsad
Penetration: Smm
Target Type: helicopters, infantry




Target Type: medium and light armor, infantry
S-8KM Flechstte Warhead
Penetration: 5mm 3-‘9354;'
Target Type: helicopters, infantry =
5-8 II Smoke Warhead
Penstration: Omm > Rk
Target Type: Create smoke screen with limited anti-personnel ability o glele
-
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U.S. Vehicles 3

The Blackhawk is the U.S. Army’s mainstay trans-
port helicopter. Unarmored and only lightly armed, it
cannot fight'its way to a target. Instead, it requires
gunship escorts to clear the way so it can deliver its
payload behind enemy lines.

M1A2 Abrams Main Battle Tank

‘This latest version of the Abrams MET has new
armor, 8 commander’s independent thermal viewer,
and a new land navigation system. The US. is the
only nation to use depleted uranium in both its
armor arrays and its anti-tank gun rounds.

M2A3/M3A3 Bradley Infantry/Gavalry
Fighting Vehicls, . £

‘IhledlayIWipﬂu 1113
APC in the US, rigi zed in service in
1981 thaBm:ﬂ'ﬁh ‘variants, including the

Ba\mlry Fighting Vehicle or M3, Thl ma]ur chﬁanmna
between these two vehicles is that the IFV is
designed to carry infantry, while the cavalry vehicla
carries a 2-man scout team and more ammunition.
The Linebacker air defense version of the Bradley is
basically a cavalry version with the TOW launcher
replaced by a Stinger missile launcher.

M4C2V Tactical Operations Center basaed
on Bradley
This new command and control vehicle is based on

the Bradley chassis. It carries the latest command
and control equipment and computer systems.




&
M113 A3 APC
This latest version of the M-113 entered service in
1987 and featured a more powerful engins,
appliqué armor and other improvements.

M3801 ITOW Cherry Picker TOW on M-113
This variant of the M-113 adds TOW (Tube-launched
Optical Wire guidance) capabilities to the basic

vehicle design.

M577 TOC Tactical Operations Center on M-113

The M577 is a command and control version of the M-113
Armored Personnel Carrier. It is fitted with additional radios,
a table, @ map-board, and a tent on the rear

(for additional space).



British Vehicles

M109A6 PALADIN SPG 155mm
Howitzer

This is the newest version of the standard,
self-propelled howitzer that has been in use by
the US. Army since the 1950s. The latest version,
the AB, includes an automatic fire contral system,
global positioning system, upgraded suspension,
and improved armor.

MLRS Multiple Launch Rocket System
The MRLS is designed to be an area
coverage weapan to complement

regular artillary.

Challenger Il MBT. -

The Challenger Il was:dévelbpsd. privately by
ﬂnkmﬂdmuﬂymmhny
selected it as'a re

MBT in 1991. mumm
started in 1994. The Challenger’s main weapdns
a fully stabilized, rifled 120mm main gun.

Warrior II IFV

The Warrior IFV first entered service in
1986, and has now finished production.
The Warriar I is fitted with the additional
protection of passive armor.

Scimitar CFV
The Scimitar is a small, light reconnaissance vehi-
cle. While it looks like a small tank, it does not have
the armor or armament for the job. As a scout, this
fast, easy-to-hide vehicle more than holds its own.
The 30mm cannon makas it deadly ta light vehicles.



German Vehicles

The Marder II IFV is an upgrade of the original Marder
intended to replace the BMP-1s inherited from

East Germany. The Marder’s smaller size makes it
harder to spot than the Bradley or Warrior.

Gepard ADV
m&mmmnnmvndwmdamnhhmddmavdﬂﬁ
incorporates a new digital fire control computar, optronic auto tracking
sensors (to allow the gun to be used without the radar), and a lasar
range finder for use against ground targets. The twin 35mm guns are
effective against all attack helicopters. \,3‘*
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TH-800 Puma CV e
The TH-BOO is a new series of 8-wheeled recon-
naissance vehicles currently in development. This
version is based on the most likely configuration. It
should reach deployment in the next 3 to 5 years.

*

_llnlan Federation Vehicles

Mi-24P Hind-F Heavy Attack Helicopter
The USSR's first fire support helicopter, the Hind
entered service in the late 1960s. The Hind-F ver-
sion started production in the late 1970s and is the
ver rently in service.

MI-B HIP Heavy Transport Helicopter
Developed in the early 1960s, the HIP has under-
gone constant upgrade and improvements. The most
current version is the MI-17, with its more powerful
engines. This helicopter is the standard transport
helicopter in Russian service.




T-80U Snow Leopard MBT Main Battle "1
First seen by the west in 1989 and aquipped with 2nd geherati

tive armor and a turbine engine, the T-80 is the follow-offta the T-64.
The T-BOU can fire the AT-11 ATGW through its main gun. The AT-11
rides a laser beam and has a range of 5,000m. The main gun is also
fully stabilized for fire while on the move. This tank is used by hoth

Russian Federation and Ukrainian forces.

BMP-3 Infantry Fighting Vehicle with 100mm +

J0mm Bun _

First seen in public in 1990, the BMP-3 is a very intelligent design. It
combines the high explosive and missile firing capability of the 100mm
low pressure gun with the rate of fire and light anti-armor ahility of the
30mm autocannon. Other design features correct most of the problems
with the BMP design.

BMP-2 Infantry Fighting Vehicle with 30mm Gun

This Infantry Fighting Vehicle was first seen in public in 1982. It is
based on the BMP-1. Improvements include a two-man turret and a new
engine.
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tank, modified to carry a 30mm auto cannon turret
and an infantry squad. It is the most armored APC
in service.

BTR-80a 8-Wheelad APC

This replacement for the BTR-80 adds a
heavier punch to counter the success of
the Bradley IFV's 25mm chain gun.

.
3
%

BTR-80 8-Wheeled APC
First used in the 1980s by the Soviet Army, the
mﬁﬂmnmhammh&smmw
BTREUsa:mnfvahiulu.eu mpmﬁimlx
innludadmerduw.mbm
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BRDM-3 4-Wheeled AC with ATGM

First seen in 1977, this upgrade to the BROM-2
vehicle carries the AT-5 ATGW, which has the capa-
bility to penetrate up to 800mm of armor with its
heat warhsad.

@
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BROM-2 4-Wheeled Armored Car

The BROM-2 boasts better performance than the
BRDM-1, heavier armament, an NBC system, and
night vision equipment. This vehicle entered service
in 1966.




2519 MSTA-S SPG SP 155mm Gun

First seen in 1990, this artillery platform uses the chassisof a T-80
hnkﬂnwupmsyamhasamganiﬂmﬂmudwﬂhmded
range projectiles it can reach 40,000m. With the auto-loader, the 2519
can fire eight rounds a minute.

FROG Launcher Large Ballistic Missile Launch Vehicla
The FROG-7 (Free Rockst Over Ground) system is designed fo engage

targets in the enemy’s rear and normally operates at ranges from 8 to
18km behind the front lines.

BM3IAS52 Smerch MLRS Multiple Launch Rocket System

The RUSSIAN FEDERATION equivalent of America’s MLRS, the Smerch
(Sandstorm) can launch its 12 missiles in 38 to 40 seconds. The range
of the missiles or rockets is from 20,000 to 70,000m.
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SK35M3 Strela-10M3 Self Propellad ﬁ'
SAM Launcher
First seen in the 1970s, the SA-13 Gopher is based

on the MTLB chassis. The missile has an engage-
ment rangs of 800-5,000m at altitudes from 10-

4,000m.

8K331 TOR-M1 Self Propelled SAM
Launcher

The SA-15 system provides air defense at ranges
less than 12,000m and altitudes less than 6,000m.
Developed during the 1980s, this system can track
and lock onto the 10 most dangerous targets simul-
taneously.




ATGM = Anti-Tank Guided Missila
AVI = Avionics

BP = Battle Position
CASREP = Casualty Report

€0 CMDR = Company Commander
CP = Checkpaint

'CP/B = Co-Pilot/Gunner

DPICM = Dual Purpose Improved Conventional Munitions

- DRV TRN = Driva Train

IFV = Infantry Fighting Vehicles

THADSS = Integrated Helmet And Display Sight System
IR = Infrared

IRFF = Infra-Red Fire and Forgst

JAMR = Countermeasures and Jamming system

L ENG = Left Engine

LASE = Target must be designated by laser at this tims.
LOAL = Lock On After Launch

LOBL = Lock On Before Launch

LOBL FCR = Lock On Befare Launch Firs Contral Radar
LOS = Line Of Sight

m.-.{mﬁamm%”- gt

ROC = Rats Df Climb

RP = Reconnaissance Point

SAM = Surface to Air Missila

SAPHEI = Semi Armor Piercing High Explosive Incandiary
SEAD = Suppresion of Enemy Air Dafensa
SPOTREP = Spotting Report

SRBM = Short Range Ballistic Missile

TADS = Target Acquisition and Designation System
TD = Target Designator

TET = Turbine Gas Temparaturs

TOF = Time Of Flight

TOT = Time On Target

TOW = Tube launched Optical Wire guidance
TRANS = Transmission

TRP = Targst Reference Point

VT = Variable Tims Fused

WAYPT = Waypaint

WPNS = Weapons



*+* IMPORTANT ***
This is a legal agreement between the end user ("You") and Hasbro Interactive, Inc, its affiliates
and subsidiaries (collectively “Hasbro Interactive”). This Agreement is part of a package (the
“Package”) that also includes a CD-ROM disc(collectively, tha “CD-ROM”) and certain written
materials (the "“Documentation”).

BY INSTALLING THE CD-ROM, YOU ACKNOWLEDGE THAT YOU HAVE READ ALL OF THE
TERMS AND CONDITIONS OF THIS AGREEMENT, UNDERSTAND THEM, AND AGREE TO BE
BOUND BY THEM. YOU UNDERSTAND THAT, IF YOU PURCHASED THE PACKAGE FROM AN
AUTHORIZED RESELLER OF HASBRO INTERACTIVE, THAT RESELLER IS NOT HASBRO INTER-
ACTIVE'S AGENT AND IS NOT AUTHORIZED TO MAKE ANY REPRESENTATIONS, CONDITIONS
DR WARRANTIES, STATUTORY OR OTHERWISE, ON HASBRO INTERACTIVE'S BEHALF NOR TO
VARY ANY OF THE TERMS OR CONDITIONS OF THIS AGREEMENT,

1 You do not agree to the terms of this Agreemant, pramptly return the entire Package to the
place You obtained it for a full refund.

LIMITED LICENSE: You ara entitled to use this CD-ROM for your own use, but may not sell or
transfer reproductions of the CO-ROM or Documentation to other parties in any way. You may use
ona copy of tha CD-ROM on a single terminal connected to a single computsr. You may not net-
-mkﬂnmRUMuruﬂwwinuunmmmﬂunmmpumetmnhulat&m
same time.

huhmdmﬂmthmemmmnﬂhhﬁlhmhsﬂmﬂjﬁmm
mﬂnummmitspmnrmmm-mﬂm-nrnmnpmmummwwcy
gither foreign or domestic, will control, regulate or disband the Internst.
OWNERSHIP; COPYRIGHT: Title to the CD- HDMnndﬂuM\msmﬁnumdpatanm copy-
rights and all other property rights applicable thersto, shall at all times remain solsly and exclu-
sively with Hashro Interactive and its licensors, and You shall not take any action inconsistent
with such title. The CD-ROM and the Documentation are protected by United States, Canadian and
other applicable laws and by international treaty provisions. Any rights not expressly granted
herein are reserved to Hasbro Interactive and its licensors.

OTHER RESTRICTIONS: You may not cause or permit the disclosure, copying, renting, licens-
ing, sublicensing, leasing, disseminating or otherwisa distributing of tha CD-ROM or the
Documentation by any means or in any form, without the prior written consent of Hashro
Interactive. You may not modify, enhance, supplement, create derivative work from, adapt, trans-
lats, reverse enginser, decompile, disassemble or otherwise reduce the CD-ROM to human read-
able form.
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not apply to You. This limited warranty gives You s
from jurisdiction to jurisdiction.
Hmhehmyuuhwhtmﬂmmﬁtmwdlhﬂt
United States, call Hashro Interactive’s Consum i
and 4:45p.m. Monday through Friday (Eastern Ti
muuldhthallnﬂldﬁhb,mdmwiﬁml I
NP8 OYH, United Kingdom, together with a dated prot hase, your F
error or defect and the address to which it is to ba you have a probl
defact in the CD-ROM, Hasbro Interactive's entire liability and ¥our exclusive remedy
shall be the replacemant of the CD-ROM, within a reasonable period of time and withou
sion of the CI-ROM. Soms jurisdictions do not allow the exclusion or limitation of relief, i
so the ahove limitation or exclusion may not apply to You. )
0T, BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL, EXEMPLARY OR

EVEN IF HASBRO INTERACTIVE IS ADVISED OF OR AWARE OF THE POSSIBILITY OF
SHALL HASBRO INTERACTIVE'S LIABILITY EXCEED THE PURCHASE FRICE OF THIS
ot allow the exclusion or limitation of special, incidental, consequential, indirect or
tation of liability to specified amounts, so the above limitation or exclusion may not apply

to You 3
GENERAL: This Agreemant constitutes the entire understanding between Hasbro Interactive and You with respect to
subject matter hereof. Any change to this Agresment must be in writing, signed by Hasbro Interactive and You Terms
and conditions as set forth in any purchase order which differ from, conflict with, or are not included in this Agreement,
shall not become part of this Agreement unless specifically accepted by Hasbro Interactive in writing. You shall be
responsible for and shall pay, and shall reimburse Hasbro Interactive on request if Hasbro Interactive is required to pay,
any sales, use, value added (VAT), consumption or other tax (excluding any tax that is based on Hashro Interactive’s net
incoms), assessment, duty, tariff, ar other fee or charga of any kind or nature that is levied or imposed by any govern-
mental authority on the Package. g
EXPORT AND IMPORT COMPLIANCE: In the event You export the CD-ROM or tha Documeantation from the country in
which You first received it, You assuma the responsihility for compliance with all applicable export and re-export regula-
tions, as the case may be.

GOVERNING LAW; ARBITRATION: This Agreement shall be governed by, and any arbitration hereunder shall apply,
the laws of the Commonwealth of Massachusstts, U.S.A,, excluding (a) its conflicts of laws principles; (b) the United
Nations Convention on Contracts for the International Sale of Goods; (c) the 1974 Convention on the Limitation Period in
the International Sale of Goods; and (d) the Protocol amending the' 1974 Convention, done at Vienna April 11, 1380.
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hareof, including its interpretation, performance or termination, shall be finally resolved by arbi- |
tration. The arbitration shall be conducted by three (3) arbitrators, one to be appointed by Hashro
Interactive, one to be appointed by You and a third being nominated by the two arbitrators so
selected or, if they cannot agree on a third arbitrator, by the President of the American Arbitration
Association (AAX). The arbitration shall be conducted in English and in accordance with the
cmmm@n%tﬂndnd%mmmhmﬂwhm&ﬂum
shall take place in Boston, Massachusetts, and shall be the exclusive forum for resolving such
dispute, controversy or claim. The decision of the arbitrators shall be binding upon the parties
hereto, and the expense of the arbitration (including without limitation the award of attornays’
fees to the prevailing party) shall be paid as the arhitrators dstermine. The decision of the arbi-
trators shall be executory, and judgment thereon may be entered by any court of competent juris-
diction. Notwithstanding anything contained in this Paragraph to the contrary, Hashro Interactive
shall have tha right to institute judicial procesdings against You or anyons acting by, through or
under You, in order to enforce Hasbro Interactive's rights hersunder through reformation of con-
tract, specific parformancs, injunction or similar squitable ralief.




CUSTOMER SUPPORT

part, please call (410) 588-2377. Support hours are from 8:00 am. to 12:00
g, Monday through Friday, and from 8:00 am. to B:00 p.m,, Eastern
ay, holidays excluded. No game hints will be given through this number.

You may also communicate with our technical support via the Internet at: :
hitp://support hashro.com
This site contains an up-to-date interactive knowledge base and email contacts for technical support.
To find out more about the Gunship/ CD-ROM gams, please visit:
hitp://www.Gunship.com
For information about any other Hasbro Interactive product, please visit our main web site at:
hitp://wwwhashro-interactive.com
Kids, check with your parent or guardian before visiting our web site.




GUNSHIP! ON THE WEB o

MicroProse has a fun, exciting and active Web site dedicated to ensure you get the most
out of your new game. Visit us at:

www.Bunship.com

Visit and you will discover that the MicroProse Web site contains such things as:

*  Technical Support

* Hints and Tips

*  Software Upgrades

¢ Demos

¢ Chat and Community

* Downloadable Themes

* And much more
We are constantly updating our Web site so stop by and visit us frequently. You won't
want to miss out!

Other MicroProse and Hasbro Inter Products

For more information on forthcoming and existing Mi 058 }l‘(‘l;-ﬂhl‘ohm

games, please visit our main Web sites at: P '
wwwhasbro-interactivecom 8

Online Store

If you enjoyed this game and would like to purchase other great MicroProse and Hashro
Interactive products online, stop by the Online Store for convenient shopping from
home. Purchasers must be 1B years or older or have parent's permission.

If you are under 18 years of age, please check with your parent or guardian before vis-
iting any Web site.

Play Online!

For more information on playing Sunship/ online, please visit Hasbro Interactive’s
Online Games area at:

‘©2000 Hasbre Inleractive, Inc. All Rights Reserved.
WINDOWS and WIN 95/88 are trademarks of Micresaft Corporation.
Pantium® is o ragistered trademark of Intel Corporation.

Uses Bink Video, Copyright © 1997-2000 by RAD Game Toals, Inc.
Uses Miles Sound Systsm, Copyrigh! © 1991-2000 by RAD Gams Tuels, Inc.







