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LOADING
the AH-6

Commodore C-64/C-128 Compulers

This version requires o C-04, C-84C or C-128 with 1341 or 1571 disk drive and &
INSHIP usns the C-44 emslation mode. However,  does take advar
sl processing powes of thy C-178 whire appeoprise
1. Turn off your computer und disk deive.
2. Attach one joystick st pert #2. Do NOT lenve a joystick in port #1 (s poystick there can
scrnmbile your combrols)
3. Turn on your disk drive. WARNING: do not leave s disk in the drive when you turs yous
compistor or disk drive oa ar off — your disk could be dumaged.
4 Remove any cartridges [ronm your computir. GUNSHIP has a “fast Jond” routine luilt imic
s wﬂn—.nn- k-r st with the 1547 defve. Remove ol fnt losl cartridges befors stiempting io
Inad the gan
5. Insert the GLI'NSI!'I'P disk, lshol opward, into the disk drive. Close the drive door latch.
8. Turn on your compubar. (in a C-138 the simulation begins loading satomatically. Il you
e n G, yor ity 1 fallowsng

LOAD =

a1
snd thee pross RETURN. After loading loave the disk in the drive

Apple I family Compulers

This vrsion requires an Apple [+ with 845 RAM. and Apple Do (with oitber 14K or 126K
RAM].or an Apple lic. The computer must have APFLESOFT B, Lln ROM. o disk deive.
sk drive controller in slot 6 [its normal position]. snd o joystich.
1. Turn off your computor.
2 Plug in your jeysthck. CUNSHIP roquires 1 joystic.
3. lasort the GUNSHIP disk in the disk drive, label upwards, and close tho latch,
4. Turn oo your computer. The s s ically, After loadi fak
the drive

Atari B00XL/XE Computers
This veersioe requires an Atari B00KL. 1200XL. 130XE or B5XE with o disk drive and s frystick
L Turn aff your computer and disk drise,
2. Remave all
3. Plug in your joystick into part #1
4 Turn o yuur disk drive.
5. Insert the GUNSHIP disk, label
e doar.

Josar the daich on the disk

Turn on your compuber. The simulation koads sulomatically fram disk. After losding lrave
thar dlisk in 1o dirive

IBM PC, PCjr, XT, and AT;
Tandy 1000, 1200 and 3000;
100% PC Compatibles

This vorsion roqaines an Ill\i compatible computer. o ditk drive. anid & coler monilos using
5 Al [

e CGA (Coloe € por] o hanced Gruphic: Adapter) gniphics. A

ek b cptlemal. but stronghy Sicomem

s simultion is NOT. compatble with a Huerbn incaochcomo gmplics card or olbor

e ovices. The simsulation docs NOT 1use P d
povae ar saltware that requires o DOS environmen

[ n'[ur\' cannol awe m
1. Turn off your comptir.

2. Phug I your faystick if you an isiag one

3.fnsor the GUNSHIP diak, abel . nlothe “A” disk drive. Then close tha

g Alter

v door latch.
in

I]||' drive.

Alari 520 5T or 1040 5T

This version requires an Atari 520 or 1040 ST with a disk drive, 8 color monlior, and eithor s
moase ar o joystick. TOS can be in ROM or losdod from disk.

1. Turn off your computer.

2 Plugin y r joystick. Th .

The joyefick must be plogged ino pon #2

2. Turn on the computer.

4 TOS in ROM. Al 104(7s sl nll rocently busilt 5207 have TOS in ROM. 1f you have such &

nu\]ulw. Ianlul} insort the GUNSHIP disk inlo the disk dive The semulstion losds
ucenatical

L&T} TOS ln ROM. If your eomputer i an aely-veeston 530 5T walmurnj ROM chips.
mir Atinrt TOS disk it th th I I«g.u,..”.-.mq iy TOS disk and
unship disk. Press the he contents of the Gunship disk When

imsert th
these appear, use the mouse 10 point o Ihr Al"IU lnllﬁr( and double-click with the left mouse:

butioe.
This foldie will open ind shove s o cllod GUINSHI, PR, Poiod bo this with (he mouse and
double-click again 1o load the game. After loading beave the disk in the dri

Commodore Amiga
s version Fecuires an Amign with sl lewst 5125 RAM. A mouse or joystick can be wsed
1. Turn off your computer.

2. Plug in your mouss or jeystick, Th
The joystick must be plugged into port #2

3. Turn on the compuos,
4. Imvert the Asmiga KICKSTART diak inta the ihsk e
the - lcon appoars un i o ress -

5. Wh
tho MIM[:\I! T disk.
sk v 1t looch ically. Abr foad

|I.|=L in !I/' dtive.




GUNSHIP:
Special Instructions for the C84 Tape Cassette
Version

GUNSHI i & very large C54 program, desigred for conpubens with disk drives {the standard
American practics). It ||nnx"lull 300K of codn s datn. [n cresting the tnpe cesetie version.

has adjusted a few minor details o minimize tape looding times. No essontial
Boature of U game has been mmoved. For eforoncn the ilfeee fernnces ar described below.

LOADING
[psage 6
To lond the tap ther 8 (-84 or C-128 computer with Lag
drive,

1. Turn olf your computer, then remove sl cartridges from the comgputer
2. Attach ane joystick st port *2. Do not loave o joystick in port *1 [ joystick there can
scramble yoar controls]

o dives Inbol izpward

ST 1 of

1
bt tape. Closo the tape drive.
4

¥ g
em the comgutar.

5. Lowd Tape: hold down the Cﬂlmnlun.‘ ey nmlhlll the Rl'\ﬁ‘!l]" lary. Your CB4C128

will msk PLAY on tra SHIP, repart
finding i, nd bogin Joading. '
Note: As in st  you press PLAY, b until soeme other

Istruction (such mR.h\"NJ.I i given. The program cannol sooess. I.'m- tape unless PLAY is
o

PREPARING TO FLY

Ipage &)
AH-84A FILOT ROSTER [SERVICE RECORI): The tnpe cassolte version only holds
infarmation on ONE pilct. ")ww\.n 10 “SAVE™ and press the fire buiton the pilot is saved 1o
n separule lape casselle [you cennol save it o e tape cassette). I you point 1o

“RELOADF” und press firo you can recall = pilot saved an 8 separtn cassetto. Remmember,
eannot e 0 pilot unles you have o blank Lpo 10 stors his sarvics recond dat.
alfimgi to save ilod datn on the GUNSHIP game tape cussetle.

you

COCKPIT & STATUS PANELS
lpage 131

STORES STATUS DISPLAY (g 18 This display Is not svailable in the tago version. Liso
infermatin o the main mdqm dnplm mstoec 1 doscribed In the miale of pago 35

Y | wersin.
the “jdiot lights™ Iu'\ng”lr\llql ol .-..,kl." |n,|.«u. i cmcribod on |hrbu|l|||pufw 15

AFTER TRB MISSICIN

ltl.‘ntY OFTION: Whes ol InluL lhul |luwn|||n engines and (ha rotar stops tizming
yu retrying” the s i U you redry. you
arm nhIL o ﬂ\. nh. very mwmumnm l.mm the start. If\w ﬂu:ustwt.ry your nussion b

this bs different fram

= e
the disk version, whete caly pilols who crash whily af low rnk can ety
TOP SCORES: The comgarison of yoar score 1o the two allime tap scoring missions
describod in fourth pamgmph) & nof available in the tape vers
SAVE PRLOT: O of your regilay options s 10 "G un sxtended R&R (Save Pl This
o yon o the ot ote. et 0 cah s your o B el e e  separa
tape [soe Prepaning to Fly, AH-84A Pilot Roster,

O most sorens youll see a small armow pointer. Your joystick, mouse, and
cursor control keys {depending on your compaiter) meove the arros
selection, move the armow onto thie picture or box and then press tha |m~st|;,l!‘n-
bution, mouse click button, or the mtum key on the keyboard.

VEHICLE IDENTIFICATION: Telling the good
suvs from the bad gays takes praction.
tha vehiche drawing and compare it to the daw-
ings in the “Military Equipment” section of this
manual Move the pointer to the box beside the
comect name and press fim'click/mhmm.
DEFAULTS: Here vou see the last missbon Down:
the pilod, his duty assignment (mgion of the world),
syl .||H|\|m_||n(| reality levels To change any of
the defanlts point 1o the approprigte box in the
upper leftand press finy/click/retum [ the defaulis

shown ane fine, point to Continue™ and press
fmatum.

Thee combination of duty sssignment (region),

style, and reality determines the overall level of

risk for your next mission. The level of sk affects

your scorng promuotion, and decortions

AH-64A PILOT ROSTER: This summarizes the
“sarvice records™ of pilots on the disk To sele
a name, paint o e name itsell and press fire.

Kretum. This highlights the name. Polnt to
“Continue” and press firs/click/mium o retum o
the dofauli

To entor a new name (such as your ownll $r|1'|'l
a nams you wish 1o replace, then point 1o
Pilot” and press finvclickiretum. Type the new
name and press RETURN. This new name appears in the moster. The old name is
erased, permanently

LEEERRE]

i
e ACM-Ammy L,'.(Iml]ll'rulullhu M.-d.u !
tral America Campaign- Ribbon, CMOH-
DSC-Distinguighed Service Cros, KIA-Killed in Action, MEC

Aiddle East




fferent
LT
i prss

and press
0 the dofaules

v thee twvo tutonipls G
an Ii\!.-rl in anler of difficulty, from
mosiest) o Wastern Euope (th
s proworiully .:l..:.l.u ulty. Dan't expect sue
wi o well in thee othir

Eumpe until

SELECTION: Within a reglon.
and miissons. aro. mons dangorous
1h an <-|Im\ Hem you se ol danger
vou prefier Pobnt o the appropeiste face and pross
i click netum.

| =—Epe————y

Voluntesr missions. sspocially hazrdous duty.
mean you're fncing bougher, mon accumbe, and
ts. Regular missions pit
N —————. ] varinty” Bussinn-trainesd
troops with lesser combiat -Llll-. ||||- : Ium o his i poweriul effect on mdssion
difficuity.

et e

pvels may: el you beam o Gy
inners often pref lamdings  and
ther effec 1n He AV, L T lidhe=™ flving as
moed GUNSHIP

pibots find the nealistic level Is acteally sasier to iy in combal
hL Son

s thi “owness™ of snemy ool
wont(far that

equipped
ol L sar
hird I i pesarvists: have

Encmy quality doter

BRIEFING: Hen your flight orders. Thisy
; include IMPORTANT informution vou_ shoudd
| memone witte down, Above all. note the

| passwond. look up 1
| and write it down. Passwond
=1 appuarat the bottorn of
starting

1 probabdy wamt o chick the map o see where they are in
vour bases. ['s also wise to note the wind speed and direction {only
aaml if vou picked realistic weather conditions)

Whn you'ne througf his arders and ralad

B rts, anid o sic L call) point o “continne” and p
NOTE: Whan flying “Traising in the USA® duty the subsequent options ane
tedd. No intelligence nwn or sick call option exists, and no

4 ink intuelli-

felick mtum,

55 fi

tire battle area, friendly bases snd forces in
ence, and 1o help you plan

VO mision

means the
ar examiple,

annd up” The
tha second the vartical scale

The map coordina
first nummber is o

E REPORT: This report gi additional details aboul enemy
ipment. You may wish 1o read the “Military Equipment™ section
et woapons, and.or the "Weapons & TacHes™ saction about how fo deal
n

with the

SICK CALL: [ you d thiis mission is
sick call o avoid it Read the advice on

sl

difficult or danginons, you can go ot
screen carefully.

As & mile. pl
Irendly base
base are alway:
REMINDERS: It's in sasswonl, countersign, and both

olyjectives|primary an. ke s you have the
. Poind ho [|\|' .||-||mpn.||.- Im and press fine/click/mitim.

= b bie “on sick call® il the objectives ane distant from
s ane truly i i 5 1 a Iriendly
s 11 spenad Jess tim

in Tostile” airspac

standard armamant appeans hars for
Ir n»:mn However, vou can adjust the stores on
vour hellcopler bo sull your preferences.

T add or sublract cannon ammunition (30mm
HEDPY bl chafi, and/or Rares, point to the “+" or
=" box and peess fire/click/retum Youll see the
approprate gquantity change, along with your
curment weight

remove ammament from the weapons wings,
inl 1o the weapan on Iih- ulll;. Insef and press fiee'click/metum, To aded & ney
the bux representing the weapon and press
wort. Thie weapon is now-altached 10 your
lick/return to release it 1f theo is alrady o
||>-\|. al l||.|| posithoi, the new oie n'|||.\| o thie previous one.

wdd or |.||||Ir.|<[ & weapon b

amal v
only ..mnlun.. e The knberior wing stations can

'\l\h'\nlu

it

apon. The masdmum m.mul figure ninar tho bottom i the

CUTTY any v
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G4-H-0294

AIRSPEED: This dial shows your homaontal speed through the air in knote
A speed of 100 knots equals about 114 mph, or about 167 fect/sscond
AL = This dial shows your altitudi in fret The mtery necels ks marked in
s of feet (Lo if the needla points to “17 read it as 10 feet) The rlm,ll.ll ru.rlounn
thi conber shows vour altitide to thowsands Teft digit) and b hi liggit)
of fet. Farexample,a digital naadout of 13 and needle at 6 means one thousand,
three hundred. and sixty (1:360) feet.
ATTITUDE & ARTIFIGIAL HOREZON: This ball-i uge shows vour pitch (nose up
or down) and your roll (heft or rghty. The blus pan ropmesents the sky. the black
part the ground.
(JTI'WIA\'. This small display scroen has thee separite modes of aperation.
shows & Foom-camen of the tangel on which
ay -alw-ahu\ulhl- nge b g {in kilometers) in the
d cation in the upper rght For example,
“12% and "x327 indicates the tanget is 1.2 Kilometers (1200 melers) away and that
yout CRT viow is magaified 32 tines
The Map Mode shows a small detail of the linge sector map. This detail i
centiened on your helicopter. The only exception is when your hell s flying
near or along the edge of the comial ansa
The Rodio Message Mode shows o rdio message vou jist
measage is displayed, it disappeans The display does not “m
SRS
CRT PROMPT: This line prorpts you whenever new inlormation is a
For example, when a wrrives. “RADID M
“TARCET means o new po o1 {5 prresent — vou can e th
Hind the TADS is locked o a targed, thi
appears hone. Onoe TADS is locked
“TARGET message no longar appears.
ENGINE & ROTOR GAUGES: The beft and right vellow strips show the RPMs of
the port (left) and starboard (right) engines. The center yellow strp shows the
main minr RPM (mvalutions per minoe)
FUEL GAUGE: The two yellow strips tithed “F show the smount of fuel nemaining
in thee forwand and alt tanks The fornsard tank is the left gaugs, the aft tank is the
rigght gauge:
HEADING & COURSE INDICATORS: The white arrow represents your current
heading (lacing), and always remains centored. The grein amow epresents your
current course. Normally it is aligned with the white arow, bul will shift Ll or
rigghet B wou're skiciding sideways The red armor beneath mepmesents thie course b
vour curnt destination. When the greon, red and white amows are super.
imposoe, you am on course.
INFRA RED {IR) WARNING & JAMMING LIGHTS: The 1" warning light turms ned
whenever an infra rod (IR} signatum weapon is approaching your helicopter. 1t
you tum on your IR jammer, the sighboring light iims green wiib the jammer
is nnning If the jammer is successful, he md waming Eight tums off

1o
previous

ik

ing |J|--
1 if another e bs available

There are no enemy 1R searching devices, and therfore no lashing red

COCKPIT & STATUS

ation Systemk This digital
on. When the INS readout

NS DESTINATION INDICATOR (1
readoul indicates e course fo your cument desting
meatchies the digitn]l compass resdou!
RADAR WARNING & JAMMING LIGHTS: The “H ning light Mashes red
whenover one search radar “sweeps” aver your holicopter, Whan enemy
tracking ifiring) mdar for either guns or missiles locks onto you, the light tums
A 1f you tum on your radar jammer. the
memar s running. I thee jammer
ligght turris off

1l discourige radar seanches so Mashing red wamings
ouir jammer is successful in stopping a tracking (firing

Nioves Your jamimes
may contini
raelar.
ROTARY & INGITAL COMPASS: The needle on this compass indicatis your
current heading, with a dig below. Note that the compass
shows the heading vour helicopter foces, During o sids skid or backwards
Right yauir actunl conrse Is diffent

STORES SELECTIC 4 Apache can ¢

dispensabbe stores (offensive and dol

v up do six diffenent ypes of
Each has a different

L s i
fen vou can i that |t.-mInlm--uumu- out] Inactive ssores ano unkighe

oy et bee arrned ata time The weapon curmnily rady.
: TS
r guidod missiles

s ligght uprwhien ssed. The Hight remains on as long as the def

tioning (about 10-21 soconds). Defe
o s against IR:guided weupon

st racar-guided woapons

# point of information, each defensive store unit of fire s & group of thse
LT

SYSTEMS DAMAGE LIGHTS: These lights show the status of major systems on
baird your helicopien A green light means the system s functiening o omoctly,
enlored Hght means the system is malfunctioning Reoding from leit o nght, the
sl it

~muain mAor

o ptics fcontmds TADS)
urwan! avionics by {gauges)
+ - chain gun (30mm cannon)
« oo o Jopwand fuel tank
port weapons wig
starboand weapons wing

L




port angine
starbeand engion
. <vos aftfuel unk

Al aviomic bay (jammirs)
- chall decoy launchor
. Mlame decoy launcher
ail mdor controls motation)

THREAT IMSPLAY: This screen shows nearby enemy weapons that thn
your helicopter. Red dots am encmy and launchers 5
wour heli issiles in flight This includes bath
missilis AND vour missles A red-and-white fashing dot iz an enemy helicopter.

The top of the threat display represents your heading (e “ahead™)

The IJun el \Ilsp].n operates at bwo renges long and short. Normally the disploy
range with two concentric elrcles. The lnner circle shows local
e {closer than 3 kilometersh the outer circle distant ensnsies (who ans
genomlly beyond your maximum visibility)

I an enemy missile or hellcopler approaches within a few hundred meters. the
thrent cisplay automatically switches 1o “short range™ whils the threat is chosa
This aids you in maneuvering agsinst enemy helicopters, andor to evade
missilos.

TORQUE GAUGE: The two vellaw strips tithed “T= show the amount of omie
the port (left) and starboard (right} jot turl Thisis al 1o the
colloctive control and mdor lift The higher voo set the colloctive, the !ll;.hulrl]nl

tomque, and the greater the lif

VSl !\'nﬂlml‘spted Indbcator): This dial shows the rie vou ane changing altitode
Inscendi pscendingl B the needle is Imnmul.:l your ane maintning &
deseoneling towand the
2 s marked in thousands of
feet per mitute. For ecample, if the neadles points down al =17 then vou am
doscending al 1000 feet per minube

SECTOR MAP

Youcan = froen thi cockgpit
view to a large seclor map. This map
shows the local combal or training
area, including all major terrain
Eratures, friendly troops, installations
and your objective. Enemy troops
and installations appear only as
spat them using the TADS gunsight.
Enemy helicopiirs never appear on
the mip. They move ioo quickly for
avcurale marking. Rom that
maps ans never 100% accurte. Troop
and base positions are especially
prane ko eror.

up periodically
1Y wise ho b

i iy i this

JATES: The map uses o military grid coondi system. To
n, s “right and up® That s, the first twor ame from the
from the vortical scale, Thorefere, 01-00 i th lower
it ermyier, 12-01 s the lower rght comer, and 12-12

deseribe any p
horsmntal scale.
lerft o
Is the upper right oo
ACCELERATED TIME: The a rated time option s available only while
witwing the sectos map, Time passes at doubie the nomial rte, thus halving vour
Aying fime bitweon points

MAP TERRAIN SYMBOLS include the following:

_— Road

- Buildi

Hill
D Cultivated Ans (Field, Rice Paddy,

MAP TROOP SYMBOLS are in white for friendly forces, rod for enemy, and
purple: for ohjectives
Infantry on foot and/ar in fexdoles

Armieed viehiche (fank personnel carrier, sle)

Bunks aidis of earth, steel and'or concrete)

Antl-aircraft (AA] gun sites or vehicke

Surdace-in-air missile (SAM) vehicle

-V i+

Hulicopter lase

O Supply depot
r Haadguariirs




64-H-n29A4 COCKPIT & STATUS PANELS

STORES STATUS DISPLAY

This cansole displays the stores on
your helicopies Status lights am green
il the: system is funetioning cormeetly,
llow if damaged. red if destroyed.
view of the hislicapter on the left
siche of the consle show
appmpr ored

are il in
fight while examining this display,
Be sunrin ook up periodically. Other
rwoua might fiy into a mountain or
come under atiack. |t's wise i
in 4 safo place if you spend Jons
15 axamining this

Siwmm HEDP: Ammiundtion for the 3
explosive dual purpose) ammunition that is
Ewmbes which it can destroy only oocasionaily I'h\- |u|n|ln rindica i
number of rounds left. (Each cannon borst is 20 rounds, therefore with 1200
pouds il it of fine
FORE FUEL: Thix is the 156-gallon forwand fuel lank
ADM-81: These are alr-o-air "Sidewinder” in
AGM-114A: These ane
has an ammor-piercing
275 FFAR: Thess ane air-to-grovnd unguided rocks
explosive warbsead for use against infantry, AA gun s
AFT FUEL: This is the Z20-gallon rear fuel tank
CHAFF: This is the number of chalf decoy cartridges in the tail-boom lounchers.
Decoys ane launched in groaps of thres

FLARES: This is the number of Dare decoy cartridges in th
Decoys ane gronips of the

SYSTEMS DAMAGE

This console displ the major
systems on your helicopter The
indicator lights show groen il the
functioning.
il damaged. red if d
view ol the helicopler
ol 1 shawes e

el guaicded misxibe:

o missiles The Hollfin
il bunkers

s The FFAR has a high
el installations

in-ground “Hellfin 5
rhead for wse against veliic

boom launchers

sysie

o
ropriately oo

STILL IN FUGHT: You am still in
shi while examiining this display
2 b0 book up persedically. Othwer

10 oLt

25
wise you might fly

COCKPIT &

come under atiack Ifs wize to hover in a safe place tf vou spend long periods
wxaminiig tis display.

AFT AVIONICS BAY: This compartment coitaing the INS navigation
and the IR and radar jammers Damage can make some of this equip
or umlllmhiu-- rll‘ﬂlnu'lilm cotld eliminae it all

-mkk i the l:mlc is destroyed all f

ANTI-TORQUE (TAIL) ROTOR: This rtor keeps the heli n]‘h-r From spinning

uncostmollsbly, I the til rodor is damaged the helicopter may m.hhhwr rotate,
|.|L|-|.z flight control difficualt 1 the tail roior s destroyed th der spins oul

sontrl

CHAFF & FLARE LAUNCHERS: The chaff and flare decoy launchers an ]

in the L . I & launcher is damaged some or all decoy cartridges may not

function cormectly, If a launcher is destroyed all cartridges am bosd

FORWARD AVIONICS BAY: This compartment contains computors and

monitoring equipment for fiying the helicopter. Damage or destruction can canse

ths strip o ound dials o dizappear or frowe

FORWARD FUEL TANK: This tank contains up o 156 gallons of fusl Damage

often causes fuel ks 1 the tank is destroyed all fuel is lost and the helicopter

wath the nose. If
o fire at nll

pomatic cannon mounted ben
aged it may fire erratically: if destroyed
MAIN ROTOR: This keeps your helicopter airbome Darmigs ses (he
halicogder 1o vibrate and wobble while Aying If the mtor is destroyed. or &
damaged motor comes apart, the helicoptor will crasi

the hizart of the TAL
PADS uinsight to work ermatically. Loss of the ne
making it impossible to fine accurately.
STARBOARD & PORT WINGS:
weapons wings, Damage
the weapons on the wing
RT ENGINES: Normally the robor is powen
v, the helicopter can fly with ane engine
damaged or destroyed it autematically shuts dovwn and cannot be restartod until
repuairedd [this minimizes the risk of fire or explosion)

e host

ik HEDGEHOG s ESMITH




Wi h.-n leaming 1o fly use (his description in conjunc

A PRACTICAL GUIDE
to Flying Helic

AN INTRODUCTION TO HELICOPTER CONTROLS

e with the se

In- [ I| "me'-. the

Hackward

T3> ancyclic
2 joystick

Ledt
cycli

"} collective

e WILLOW

il (“nose
opter will
normal

& This causes the helicopter to gain forward s
NOT dive until it reaches 3 stoep pitch downward,
alrerafi

the helicopter upward, 1 the helicop!
crosshuin am above th ) thas hislicopter will
g upwarnd does not pecessarly mean you will climb®
e that the harder they pull back on the
d of climbing fast, they end up flying
wrizon position o avaid this emor

chw nl-.' \\.\I

I’m!nme the cyelic joy: rml. I|-[| or nan rolls the helicopter in that dimction At
T speeds pler skids sideways. At i
o a ban r.nfl 1 wither case. the furthes you roll, the
Might a o surpriged by the los

||||||u'||||||||! i the roor II- "

Maoving the collective down
Lewed light. this lower ¢ L y descend. The o

1 sual conditions, vou cannot maintain
i balow 5

1} Rotor Controls |
ity (just a few knot

tail rator
dowm thie rodor and causes this nose o swing righ
tail rotor o nommal speed, anding all mtation

EASY vs. REALISTIC FLIGHT

the reality options is 4 cholce between "easy”
flight. MicroProse n snds realistic Tight
m it controls ane mone fiexibl useful espocially st high
ry ensy flight instead

e ither the pitch, roll altitisde nor airspeed of the helicops

n lift This means that regandless of b ou mamsover the cyclic

focted. Power dives am probibil

Hu collitive only control that affects [ in sasy Tight Anytime vou want
el ift (b climl w your descent, ete) tap the collective up fast or slow, as

i ime you wanl to reduce iRt (o slow vour b

tap the collective down Eist or slow, s ag

REALISTIC FLIGHT: Here the pitch, roll, altitud
al hulicgpivr. Ground Cushiorn : At abtitdes of 25
hor lift gained varies with altitud

nd airspecd afiect fift as in a
ar bess you gain a litthe
and

: £
3

KNOCKOUT




64-H-0294 VCTICAL GLIDE

CAL GUIDE B4-H-128A

gain considerable « lifL The mu:umnrmwath lhrspm‘d Roll & Lift: With
any signific motint af roll, th it it i loss increases
s the helicopter rolls further loft or nwlu\ ndt- At higher altitudes you have
Jisss §ift duse 1o this thinner air. The (i loss increases as you get higher and higher
This lnss is anly noticeable above 1000 fest

Among other things, the s

of realistic Night means that at high speed you can fly
the helicogter not unlike an airplane. A sight pitch up slows the helicopter and
causes a climb (by educing speed into the 30-90 knot anes for maximum trans-
lational 1ifil while a steep pitch down puts the helicopter into a fast power dive.

INTRODUCTION TO HELICOPTER FLIGHT
This section gives a rudimesttary view of common concepls in helicopter flight
more complate and detailed description of how and why helicoplers fly, see
Avmmdynamics™ seotion

LEVEL FLIGHT FORWARIX In bevel flight the helicopter is pitched down (“nose
down”). The greater the pitch, the fister the forwand flight Note that in forwand
flight the crosshairs are abways below the horzon line The VS gauge is
horizontal (reading sem), indicating flight is level. In combat flving typical level
Hight speed is 100 to 150 knots.

FORWARD CLIMB: When climbing in forwand flight. the helicopter is travilling
slower than nommal (pitch is still present. but smaller than normall, ‘or the
collective control {and engine tomu) is higher than nommal, or both, The V51
gauge nevedle is pointing upward. Forward climbs are sasiest at spoeds of 30 1o
60 knots.

HOVER: Here the helicopter is truly level with no pilch down or sp. Note that the
crosshai on the horizon line and airspeed is aom (needle is all The
collee adjustod so the VSI gauge is borizontal (zero) From a hover a
helicopter can ascend straight upwards or descond straight downwands by
changing the collective.

POWER IHVE: In o power dive the helicopler is pilched down steoply. The
crosshairs are significantly w thie horizon line, and the VSI gauge needle is
pointing downward. Power dives usually requine spoeds greater than 160 knots.

ards. Note |I|.|l the l(ahﬁh.lh\ are above hl- horizon — which unl\. o
1 flying backwards The airspesd gauge shows the speed backwa I\
Depending on the speed and amount of collective, the helicopter could b
i moving backwards.




i when
rlelt or

CONTROLS
on the AH-6

Simulator

FLIGHT (I)\F[‘RO]S
T ks Do not
low “Beginner

his section asa guide
Tutorial #1 — Learding ko

THE KEYBOARD OVERLAY: An overlay approgriate to your computer keyboand
is incl tion: The control placement is designisd for use with
this overlay

don't |
sers somelimes misread multiple key inputs Unless: otherwise
A push the joystick whils
slding o key may cause weird effocts

nge pltch down
spher backward
} lsft or right. At

atitude and horizon indicator shows the corrent pitch and moll of

e bovier, then ingrease
e fift icopter

1 level und decr

OVATION




CONTROLS

ANTI-TORQUE (TAIL) ROTOR: Thess function only when hovering or moving
extromely slowly (just a few knots). Tap rotate keft to swing the nose left Tap
rodale right to swing the nose dght Multiple tips on the Ley increase the mte of
mdation, Tap stop rototion 1o oliminate all motation
Summmany: CHSR up'down = rotate et
far G4, 8 CRSK left/right = rotote right

RETURN = slop rob
PORT or STARBOARD ENGINE ON/OFF: Tap the appropriate key to fum on {if
currently off) or tum off (iF curently on} each engine. You most tum off the
ngines o finish your fight

Ham engine is damaged or destroved it fims off automatically, You cannod restar
Iln' nginse until i is nepained.

an: 1 = part v
Iuri w128 = storbog

thie rrlior e thi
ongines | fum |h|~ mlu{l or J!Iwh,;.lhl' this redor {eanse the Totor & spin froely,
unconnectixd to the engines) When the mitor is disongs the collective ks
aptomatically “bottomed” (dropped o

Samaty 1 = putor engmes dis
far G Cn

VIEWING CONTROLS
CHANGE CRT: Thi CRT has throe display modes. Each up on this key switches
Wisr CRT ts Wi et modie Thse modes ane
(1) TADS targot myode
i) Map mode
i) Roudiny message. miode
|mr.:.u,..-|.‘.|h.w| nhlwh.-l.uq:n-r ha TADS target mode dosnotappear. I no
N i labsle, the radio mocde dons not appoar. H neither a target
nof a radio message is available, then the CRT is always in map mode
Spaia Bar = charyr CH

MAR: Tap this ke 1o see the full sector map
fying into samething while examining this disg
il viow.

T ml tinise {Iving so biwane of
Tap this in bo petam

Summary
fior 641128
STORES: Tap this kiey bo see the stones display. I shows the status of systems with
stare, including the amotints mmaining: You continue fying so beware of fying
inio something w i this display. Tap this key again to mbum to the
standand cockpit view,

5 e (&
for CoHCI2E

o b = wiores

SYMPHONY

DAMAGE: Tap this 2 1
whetherits functional, da mnged, or destroys
flying into something whils examining this display. Tap this ke
1o the standard cockpll view:

again bo retum

Summary SHIFT hoft sidul = damage
fior CBAC128
Vi The view conter ki \ shows your view directly ahoad, The view left key

head 1o the left The . iew right key shows your
o Ille' right. Due {0 the engines, transmission, and rolor
s blocked, Note that the crosshairs are present anly on

Siminary:
for CB4/C128

= whiw chnter
iew right

COMBAT CONTROLS
GOTOTADS TARGET MODE: If the CRT is not displaving
prampl “TARGET is showing tap the fire burtlon bo switch the CRT to TADS. You
can also use the standand Changs CAT control
NEW TADS TARG! p this key to move the TADS gunsight box from one
targel b another, showing the o et in the CRT, I no other tangets
directly ahead TADS remains on the original target

Summary. SHIFT (right side) = new TADS targed
far CH4/C128
WE 5 Tap thee appropeae key 1o select one of the four possibie

AIM-aL Sidewinder missiles, 2757 FFAR mokets, AGM-114A He

or the 30mm cannon,

Summary: 4 = AIN-0L. Sidewinder mizsiles

for Co4/C128 5=
= AGM-114A Hullfire missiles

7 = B cannon

i ferystick o fine the weapon curmently

FIRE: Tap the fire bution on the ¢
el Sidewindos or Hellfine), a pair of rockets, ar

ch tap fires one
a burst of 20 cannon rounds

Summary: jowstick fine button = fire

far CB4/C128

DROP CHAFF or FLARE DECOY: Tap the appropriate koy to mleass the
appropriate decoy. The cockpit indicator remains lighted as long as the decoy is
functioning
Summary

for CB4/C12H
KADAR or IR JAMMER ONOFF: Tap the appropriate key 1o tum on (if curmently
off) or off (il curmently on) the jammer. Whon the rodar jammer s ninning you see
a groen light beside the "B waming light When the If jammer is ninning you see
& green light beside the T waming light

Summary: 0= tadar jommer onfaff

far CE4C1ZR + = [it jammer an'off




JETTISON STORES: To |
down the select weapon key and tap fettison, This dumps all the Sidewinders.
rockets, or Hellfires, depending on which weapon you select For example, 1o
juttizon all your FEAR mckets in the C54/C128 version. hold down the "5k

tap “RESTORE
Summany:

far CE4TC126

SIMULATION CONTROLS

ACCELERATED TIME: This kny doables the spoid of time, thus shorendng Right
thme from one point 1o another. This function works ONLY i you ane vewiing the
sector map. It aptomatically tums off when you retum io the standard cockpit
viEw.

Sammary. Left Armow = ¢
for CB4/C128

I’ﬂl.'hl. This kiry frewes the simulation.
RL™ STOF = par

rale orioff

1 any key o msame the simulation.

RESET: ||n||| down thiese kevs to restart the stmulation. On the C63/C128 hold
down the RUN STOP key and then tap RESTORE. In eflect you ane “jettisoning”

for CI4/C12R

ANSW'ERTI' RADIO!
ho you st the prompt-MESSAGE” abave th CRT, tip the Change CAT |
o to read the incoming radio message, Ignoring messages can be
detrimsnital o your health!

P'\%’\\'{MI’J & o \Tﬁ

As you appiroach your friendly base. ye
AL that you read and answer this messige!

Do e pross "RETLT

Passwords and comesponding countersigns ans |
botton of sleched pages in this manual Look up the counts
onto the screen. Pr whin you are done. If you don'l, your base
will asssime you'ne hostile and shuot you dawn!

countersign at thi key

Categury

Cyclic Pitch down
Pitchup
Roll laft
Roll right

Colloctive

low

Down fast

Rt right

{tail) poate

Stop Rotation
View Vi Left
View Farvwarn]
Viw Right

Port an/olf
Starboard onjolf
Rotoreng diseng

Sidewinder

Aihmm cannoe

Fire Fir weapon

fwilth weapon)
Counier- Chafi decoy

r Flare decoy
Raddarj
IR jammer

Jammer

Viewing Othaor Map
Displays Diarnage
Stores.

CRT Change CRT
TADS Mew TADS Target

Simulation

Stick
Stick back
Stick left

Stick right

Hogizontal cursor
Vertical cursor
RETURN

[-"l RHOME
INSTDEL

o

Stick bution
RESTORE

{weapon)

Commodom:
space bar
[righajshift

loftarmw

RUIN STOP and RESTORE




BEGINNER'Q

ntrol the belicopter in basic Might
kpit & Statos Panels™ 1o undorstand
antrols” and the k and ovoelay o
A Proctical Guide to Helicoptar

find the approps s
Flying” for additional insights .mui I||u\|i.:tl

This tutorial is for use with the “nealistic” Might mode,
MicroPrase recommends that you learm and fly in ¢
start (vou'll appreciate thee advantages Iaterk Yoo can alws
pasy mode if the realistic mode becomes oo frstrating.

Thi secand tutoral will cover yvou: ensts For s Sietall about
||||\\ a helicopter Mies and how io per inced tactical maneuvers, soe the
Avrodynamics” and “Weapons & Tactics™ sect

WARNING - DONT OVERCONTRIN:
jer pilotf). That is they o
akats 10 twe [ ntml move:
and se¢ what happens. When wsing the jor e it
most common ermoein fving is wovercontrol by pulling
russing oo lang and Hard on 4 key

e with the controls. After cach control movement watch for the
monts

In shaort, be
misult Isfore you do anything else. Numenoas fast, rdical con
will prochuce incomprohensible resslts and probably a crash!

STARTING: Take the vehicle identification te o
and make surw the negion is set fo “Training in the
Reality defoulis should b ‘st o "Realistic Flying, “Easy Landing” and
Weathee” Read the brisfings and armamant options, but don't bother b change
ing 1o Fly™ for details on how to control thie starting options.

RNING: A you work through the tuioral, tap the Pouse key

1o resume, try the maneuaver, ten pause again as you read the next part of

the tutorial,

y iliacks .m|| firing while leaming to fly. In

destroyed by enomy fir, On your g flights vou sh
activity, In the next tut 1o mespond 1o eo
Tow o hit tangets
POWER UP: Tum on the port and sta ulm.mi Engin
On/Off and Starboard Er f.

my aftacks, and

by tapping Port Engine

Tha rotor engs
TS GO
neermal [sligh
(]l\!ll 0 A HOVER: Now mopes
i “raisa” thee collective. N
4 Once the torque reaclos 7

aming light, previously md, should tm off, Youll b
up 1o speod, Wail until the middle strip gauge (rotor REM) climbs 1o
v above the engine RPM lovels)

Fuasl, Watch the omue
ctive, the tonguie
it you rise
rweightis o

edly tap Colloctive U

hJ|H-rIr|In|r|||n|1' and you'Tl stop to;
direction. If you tap either rotation key repeatodly,
n that direction You can anly use mbation whe
stationary,

halicophk
moving just o few knots,

vou ane

Now stop the ion. You're ready o begin fiv

Takeaff and Forward Flight

L el bctive and cycli
k forwand for bevel forwand

FORWARD FLIGHT: Add a little more
push It
i
on your it
because forwa
especially at 30-90 knots

) anges T !u-.- is
mesd “translational lifi"L

The furthe:

wi pitch down. s your sposd
exceerds 100 knots, translational 1 decn e will miove bowaind
tive enad of thee sealie Mome pitch downwand will push you inio & power
at 160-200+ knot sy
L FLIGHT
10010 150 kiiots. Now
harizontal) add some Collective Up
Altermately, if you're aeconding. put in s
Vsl is harizontal {reading zeml. yo

patick forward or back until
sk at the VL If you'o de

Aorvee

repeed giage rouds
niding (the nevdle is below
on 0" (horizontal)
& Down Slow, When the
are in lovel flight




NER'S TUTORIAL L

CHANGING ALTTTUD

doscend is o push the

When flying level at 100-150 knots, the easiest way i

fie joyntick forward (pitch down) into a power dive. As
your approach the altitude you desin, gontly pull the cyvelic jopstick back (piich
wp) until e V; in stabilizes a1 marn (needle is horizontaly Similardy, the
el wany 10 astond is 1o pitch o slighily, mducing vour slrspeed o 50-100
knots. When you mach the desired altitudee, plich down in until the VSI
stabilizes

You can ¢

5 1 Innmu.- ol H\mM s not undike an aimlan

st of colleetiv
aeral This technique is thee only way o changs

tor regidn b ight (VST of
Bitiace from s hover

Regandliss of which technbque vou use, dont try to control the hoficopter by
constant “ficddling” with the collectve. Leam o "Teel” the dght collective
then fly with your cyelic joystick Don't expect to gain this ahilityon the first
Be patient. Alter o number of flights and landings you'll find colloctive |(||u<h
nenls come naty Jiesa ke & real helicopler pilot

LOW ALTITUDE TURBULENCE: While flying under 100°, you may feal air
turbulence You will tend fo bownce up and down, or sometimes mdl fom
shide, Abr turbulence and “wind shiears™ vary with your speed and your distance
from the ground: the fuster and lower vou v, the more difficalt itis o keep the
eraft under control

TURNING: Hetum to level flight at $00-150 knots Next posh the stick kel stightly
und rebease it Your helicopter mlls into o hanking left tum. As yoo tum. observe
the change in your dighal heading readout fin the lower left of the cockpit
display. just under the compassk 1 you continue (o push e stick lef and bank
it a steep burm o boss some it N bt yourraltitucde bs dropging and e
V5l iz balow horzontal. 1f you roll be right and level out, you'll mium to
lovel fight,

o

bd a it

To nmnl.un umrqlllllllll‘lll a sleep h.mknnmrm.ml i youms (hying b
1j 4

until the mmmmln-mn.n Mice |l|al the IN:
own course amowhead will alsa match, You'
Deseeend untal you're in b Hight at 50 to 100 feat altitud isior 1o feam 1o
Rindd if you come in show and Jow, although “officially” a o orstant descent is
prefermad by air contollers.

TUTORIAL T

Ko um -.:lev\l 10 60 knots by, pullms: hack <I|).h||
Yourll need to pul in some collective down glow i 1
Mo warit until thi dotailed buildings and lsding =T~ con
i 10 land directly on the “T7 but anywhene within the larger woctangle
Just bafore you cross the outside cge of the base, begin slowing down to o hover
iy |u|l|hn|: up on this cyelic joystick. Be sum (o put 1 4

s wasy o pldch up 100 far and end up going |J|
spee I|.||I»|u.n| 70 80 0 kst vour it will doc nmase
| V5L By the time you accomplish all this and are

v should be near the center of the base
ully b move your hilicogder towand e T

o Mective: dovwn slow once 1o begin yoir final
i andfor 10° altitude you may rseed another tap to continue
10 4 touchdow

HILTT DOWN: Whan you land (altitude is aom) um off both engines. This ends
thee Might: vour postflight options will appear

MISSHON: After this first flight vour debriefing will she
plishe. To sotishy your instrieions vou must leam how b
“Theggiruses Tutoial 17 to fnish your training.

e mission nof yet accom-
hit the target too. Go bo




BEGINNER'S
TUTC )RIAL I[

Noke: When traknin

“hlanks” You can never s Ie'rli.lnl ¥

donl forget hat everywi else " s “for kesp
MAKE A PLAN: Bofore takeofl exarmine the sector map of the traning
of tha thme dummy installations (HO, Russian Heli-b e
vour ohjective. Move the INS tive. Natic
t the fine of bo thee ol

hat «
i your b

the Yy

off and get into level Hight ar 1007 altit

dhigital meadaut on

altimiesor ks 017)

THREATS: As you fly, watch the thoat display on th
means an onemy with AAA (anti-aircrafl artiil
missilos) hav

ming rmissilis is being
riddod missiles or guns are either searching

liumched. When the “B” is rod radar-
for or tracking yow

% appear on your thrsat display they are also plotied on the map
o the time. you can look at the m P o it
VO ilmuLh virtually every ¥ has some
launched missile it SA-7, SA-TH or SA-14), ¢
hiclis, o tho SAM v

USING A JAMMER: V
tum on the appaops
small g
g If thie
BT O,
hit you unless

Keep your jammer running until

Ir jam
pearring light turms off. i 4 ow fum or
ensmed missiles often continue flving on their old course, and will
vou change yoor course.

launcher or gun. In concentrs ations of o will tum

“jinking” wEgwag coumse b

5 ot tueem off by
v Thy

of fin Although vour cockpit
g and stores

c
actuall cartrid
ching a chalf of flre de
Ehiris:

EVASIVE FLYING: Another way bo avoid a threat is 1o dive 100 lower altitude

hile fuming wer and avoid
elosing the rngs an e

up” on enemy positions with

s bocauss it doesn't
marnition firing. noveal

s and de
disovs, nod b

th kel
rcdger of the cockpit

1t b damaguel In real
a gystem across this bap od the cockpit s no
Check tho damage display for details.
bt ntinuing your mission.

| powor failure The only way fo sirvive
ding fsee “Asrodymamics” for ditails on
i hits vitrtes with the situation and enemy
F ety is expect the worsd afber vou've suffened thne

will fail. cousi
safully
aulomole
panry, bul

Bystem): Look on vour map and
Might path Fly in that dimection.
Now s | e rigght ansd rotabo beft
i is close fo & target, the

i thes targot whi
v rne 1o targed in kilo

0BT the target is 08 kilometars -
awayl

05

Tap next el to shift the TADS to another tarngs
I thsre s v tamged near the crosshabes, TADS remaing on thi orginal langel.
After TADS is locked onlo a targe! you can mtake left o dght and watch 15
trivck the target for vi 5 thie b gets near the edge of voor cockpit vew !.lp tha




US TUTORIAL B

View Right or View Left koy as appropriate Your view switches 1o the side.
11 TADS continies 1o fallow the target As long as you can sea the langpet
1 follow it

H the target leaves vour field of vi 138 oeses i and automatically unlocks
Uniess tyere is ancther langet near }vmrl rosshuins for TADS o lock onto, the CRT
switches back to the map

Cockpit Viewing Angles

Vi right

viow ahutn

Lo~

i 15 youl can spot A low .|II||||-I=- tsuch as under
0} you con't soe very uta fiow
humdred maoters swayl The hi ADS cin
bock onio targets at further and further r ) an, the:

vastier 1 s for enomies 10 spol vl As 4 nsult helicopter pliots tend to fy low and
oceisionally “pop ap” o locate eoemies A Favarite manever is o “pop up” fram
Behind a hifl

The 3iknm Chaln Gue canmon and the " FF.
accimey, dopending on mags and whethor the weapar §
box changes color fram dark [poor accurmcy) 1o ligh ¥)
wisapones, The Skiewinder and Hollfine alwasvs have il I]Idr\ fom
thi: TADS b is always Hght colared i arie of these weapons is selected
RADID MESSAGES & MAP VIEWS DURING BATTLE: If lh--‘ T '-"k'! vinw
innterleres with your navigation, o vou wint o tap Chi
GRT. TADS tums off and the CRT switches the moxt .u.|||.|l|h' nuxrl' e
“Controks™ for details)

FIRING WEAPONS: To fire you must fiestsedect o weapon When vou press the
CHT and the
“annaon amim is shown in 20 rumd bursts Onae
A weapon i selected, to fiee simply press the Fire Button on the joystick

The 30mm Chain Gun canno i i akmed af the ts ittod by
TADS (e AH-84A has & ballistic computer that aims the cannon for you)
Howewver, the cannon is mone sceurate firing stright abesd The TADS box will

S TUTORIAL 1T

tum @ brighter color s acoumey improves Cannon moesdmom range i 15
Kilometers, bt the effective rang boust (L7 kilamters firing ahood. and only
0 ko 04 kilometors in o “deflection shol™ o the side.
The AGM-114A Hellfire anti-tank messibe is guided by Liser at the TADS target
As fong as you keep TADS sd on target the Hedlfine flics towand it The
Hullfim has & minimom mange of a few hondred meters — it takes tme for the
mmllu o Inck onto the TADS Laser. The maximum range of the Hellfine {5 6
. ance beyond mi range, Hellfine accuracy is

lu\.llll'('h‘d ||\' FAnge

The 2757 FFAR rockets an nuuph-n-h unguiched, You must line up the crss-
hairg in the center of the T n fire. The mckets [y stralght ahead at
whatever was in the centor of the crosshalr when vou fired. After the rockets an:
Bansnichred vour ned not keeps B inget in the crosshaine The maximum mnge of
FFAR mckots is aba B kilometars. but accumey improves at shorer mnges. As
with the cannon. e TADS box will become brighter as your adeuracy mproves.
T AIM-9L Sidewineer 15 a “fire and fong ~bo-air homing missike, Lock the
TADS onto s lying sure this target s generally ahoad iairky close
1 thee cresshairsh T i fire, vou can switch the TADS o
samething ey alrcralt may have jammens ordiecoyvs Haul
crnilel coese mises Maximum range of the Lamodal Sidewinderis
18 kil Effective rmge against a helicopter is virwally squivalent io the
maximm mnge

WEAPON RES

TRICTIONS: Certaln weapons aee only effective against cettain

Vargerts Thie Slenem canson is isf anything exoepd binkers which it

cikn distroy oaly occasionally AGM-114A Hellfie i oHoctive against “hard™
higles and qum s bt shial e-l]u-r installationsi The L75* FFAR

A i sites, anc installag

ol The AIM-9L Sidewinder i

v dround Lot

such as the HO), Depol, .md Ruw.m Heli-ba:
elfective anly against fving tangets. 1 s wsehess again
RECOIL: When you fi
revarls tipwisrds, Be
HI I'I\(- THE OBECTIVE: niually voull mach vour tive Lok the
b o Dot aned siect the 30mm cannon. In actisl
htim and open fire ot 07 kilometers choser i vor'ne shont
- theer fikrggnt at 30° irst Ths will
w you wh ammd, lock on the TADS once
more. i make o second pass with canmons blaging 1 vou want o real test of
skill. don't use the cannon, Instiad ake o rocket attack i 15 Kilometers or so
You'll protably need to fine lots of mckets
RETURNING TO BASE: After distroying the ok g0 back 1o the sectar mup
RS S I TS To¥ onkr Do B F1U/ ke Lindianit kol dvwra Beh
wrinees. You can either rarm and refiel foranathes mand of tigel practice. or
i cn call i epuits B suceeasful fight may qualify you for the Notionaol
Ditfense Service Medal

1 cannon or guided missile the helicopter hucks and

lor iy control quickly.

amma) Howe




DEBRIEFING & SUBSEQUENT OPTIONS
ENDING A MISS] fou end & mission nding tuming off both engioes,
and waiting for the mtor o stop. You e ane jold your stab
it or Wartant Officer you get the option 1o “mtry” the fij
continuing I you metry, you fly the sa again, 1 you "continue” (this is
aulomatic at higher rmnks) vou recok

Nt you can decide whethor o exami
binsa) ask for mone fuel, or rupairs. 1 you select nepins tho enemy
will h, time o bring up minforcements In some
damage will prevent certain options

vour situation or

i landing you a; i il miay o
propeixte o your perfomance. 1 you ignomn
Tksabion i ol you o r\ulm--lmu
or dislikes 1]

e compand
o &

4 |
pendintly of the cure

REPLAY OPTIONS: I you decide 1o try anothe
I the samo regian, flying the same type of mi
Juisst i transfer o s n
and go on RER [
resmusin e the roster witi) you delibe
ENDING THE SIMULATION: On the Ay options screen v
mulation by removing the disk and tuming off vour compib
aceuracy i vour piled rostor and rocouds, vou should tem off the
whim thi: meplay options an: showing.

un ond the

SUCCESS
i e thian a frinndly &
ehances naturally ase il yor

This means
s definil
ssiOn an

Juty is to complet thee assigned mis:
gt | hes seco
mander will ¢ hings his mi
5 VOUE BEW e

plus. Someti
reasein U

i during
el Many o

rdinates.

multiph aar a mange of map

tission without achieving either objective your commander will
rasedd, no matter how many other targets you hit Flying sround blasting
wesl enemy does NOT guarantes promotions and decamtions. On this
s hit in addition fo the assigned objectives definitely help
as and faster promation.

sdder will rate your performance bassd an time @
1l rechuce the credit given for your
mplish both primary and secondary missions, bo will amtomatically
sion b over when vou mtum o base

you a
insist the

RANKS: Successtul completior
A oo record lesds (o pe
Don't expect a promotios
You start with the rank «
flight training When !
o1l bee promoted 1o Worrant Officer fier that, success leads to 2nd
1 Licutonanl, Coptain, Maojor, Livutenant Colonel snd finally
Although higher ranks exist in the LIS Army, thee highest concaivable
e an officer could #3ll perform combat lying i Coland

your assigned missions improves your recond.
E; ttlefiild Ipu.l.urlmn-.l.lh- tEmme.

sach reprimand you “eam” goes into your meord and makes promotion mone

fiicult Rl'plll'lqulI‘ ocour when you use & Call 1 mvission, or when
m docomtion
wuished Service

DECORATIONS: [f you dio e
a maclal for s and bravery sbove md beyond th
1 jons ans based punly on your performan
| prios mcond have ne effect on your chanos of geting a decoration
[ust Iul- the real army)

phionally w

ations for hormism

s, additional medals and ri
N\1||II|||\ ete. The National Dej
w, training, The Purple
F wounds in ¢ -mh.n. Campaign Ribboes lor 4 particular
| for compheting a tour of duty (multiple successful missions)
i the Air Medal,

e ultimate Apache pilot is a Coloned
v region, In addiion, he holds the
ssser decnmtions
of How many




LIFT from ROTOR BLADES




The AH-64A Apache was designed and buill by Hughes Helicopler Inc. a
subsidiary of MeDonnedl Douglas Aircrait Phass | development in competition
against Bell Helicopter beyan in 1872 After s “lly-off” Hughes was awarded the
Phaso 11 full-scabe contract in 1976 Final prottypes were approved and
manufagturing began in 1992 The first of over one thousand AH-64 rolled off
the production line on September 30, 1983: 1t will sorve in most mojor LS Amy
units, as well as seected Army Reserve and National Guard units fts prmary
function is close grownd support, especially against enemy froni-laoe amored
vehicles and anti-gircraft weapons The is amored to withstand hits from
23mm cannon, Cost per machine is based ona price quoted 1o West Garmany in
spring of 196,

—

AH-64A APACHE SPECIFICATIONS

Chverall Lengthe 5872
Overall Widthe 480
(verall Height 153
Wisight Empty: 10,268 pounds

Engines two T700-GE-701 turboshafl jets
Nominal Engine SHI 1,649 per engine

Maxdmiim Enghe SHP: 18964 (nimning on o ongine)
Rofur Spevd: 280 RPM-:

Fuel Capacity: 376 gallans

e Horizontal Al 162 koots {184 mph)
et Macdmum Airsped: 197 knots (224 mph)
Hated Maximum Climic 2,880 feet per minute
Servige Coiling 20,500 foet

Avioniics VHF. LHE, IFF, PNVS, TADS. DASE, Doppler Nav,

Laximumm AGM-114A Hellfires 16 missiles
AR Hockets four 19-rockel pods (76 lotal)

Muxdmmiim J0mm Bosnds 1200 mounds
Musirmim AIM winders B missibes
Maximum FIM-G2A Stingers 6 missiles

Madmum 2

Produstion Cost s 1906 dollies: $7.3 Million each
Amurticed B&D Cost in 1086 dollars $1.1 Million each




G4-H-029A 3 AERODYNAMICS
HOVERING in * * Lift frriem ot

i' Gravity
Thar amount of 1ift & moving blade genemies depends on its angle of atteck. This
is the angle betwoen the melative wind in the blade systom and the blade’
]‘|1|||(|>, up (increasing) the collective increases blade pilch (the angle of sttack),
presssrine differential, and ths gives mone lif NSHIF an
wxists that prevents you from increasing the pich oo far
ny hutticopters you can raise the colleotive oo high, cousing the

bladis Iu -.ull"
In ackdition to the lift crmabed by blade ;nu:il b 1|1up|nm also gain I from
rwikrd motion, This i el flight this maor
i s & whobe acts like a fixed wing Ihu- 'f||‘| s increased lift, and thoml
increased performance O the AH-B4A this increase is most notablein the 30.90
Luut spend range, and fcludes some small extra 1t genensted by the weapons
ot thie Fuselage

A helicopter hovering o moving very slowly al extremely low altinsde creatos
a “ground cushion™ of air beneath the rotor. This improves Ll slightly. For the
AH-E4A Apacho the ground cushion effect is strongest at mughly 12 fest off thie
ground. Whan you take off inle o low-altitude hover, you ane rising onto the
ground cushinn However, at sposds bevond a few Knots the helic apber out-
distances the ground cushion effect, Pilots often neler to this as “sliding off the
cushio’
CONTROLLING FLIGHT: When hovering. the lifting lorce of a helicopter rsor
is dimched straight upwands {counteracting the downwanl force of gravityl
To move forward, vou til1 the mobor =0 that the lifting force is now disgonally
upwands - & combinition of vertical and horizontal forces The horizontal
compotent of the force produces forward motion. Of course, the vertical
comparient is now somewhat bess so you'd expect the helicopter o descend. This
isexactly what happens - until the craft gains enough spoed for translational fift
o maker gy thee difference.

FORWARD FLIGHT ==— Forward motion

Lift component opposing gravity

Tustal lift

Crawity

AERODYNAMICS

Similarly, to tum loft or ight. or oy back s thee pilal it the rotor in the
appropriate direction. In the case ol left or right tims, at very low spesds tilting
the rotor eatses the hellcopter o, sideslip Tskid™) without tuming At highor
spseds the ontime craft tums left or right. like the banking tum of an aieplane

O
effect on Hit The blade moving backwards towand the e
“retreating” hlade) is moving with the wind, and the ating less lift
than the blade movi dvancing ) into the wind. mpansa e, the
mior blades autom thair pitch as they go around, maln
erqual lifting fon
VDL (Vedocity Bresign Limitk: As a he

a helicopter picks up speed, the flow of air into the mbor system.has an
r ol the craft ithe

licopter moves fastor and fastes, the mteating
bliedis needs morm and mom pitch o generate s shane of thee L Eventuatly the
amount of pifch rquired becomes too gt and the blades bogin to stall {cause
air turbulenco inssead of [t s they nemeat. En short, helicoplers have a maximm
forward spos vorid that spoed the retrsting blade ceases o be an aidoil
andd this helicopter loses HL As Hit discroases, so does the foroe croating forward
motion

The theomtical W a helicogier Hy achievod in o shoping
n Erwaned fTght Iu-lux:pn- ypsically lonck thr power 1o ot bovand 75-800%,
VDL The maximm horzontl spoed: possible for the AH-64A 14 162
knots. Officially the “never-exeeed” VIL §s 197 knots

ANTLTORQUE CONTROL: ®,

owton's Thind Law of Motion states, “To avery
action them is an n.u.ul.nulnmmmuw.uum ln helicopiors, as the ot
one dinection, the fusolage b d transmission wisnis o
in the othar direction. The fail | anti-torque”) rotor exists (o counteract this
tendency, It podues just ennugh hartzonial farce o prevent unwanbod fs
rotation
O the AH-64A the blades mtate connterclockwise The tail rotor produces force
romil-lmr!il:g the clockwise tompee on the fusstage In o hover, or al very Tow
n safely vy the pitch of the snti-lonque tail mion The foot
p«l,.J-. J.dn-n called “nidders”) ane used to change the tall rotor pitch, thus
ol hanu;m its thirust Red nglhnpm b il |I|mn|i|mwn“lh|-rqdn peckal) causes
e vt swiniges 1o the righth while adding pitch
Ipmulnh the loft podal) couses the fuselage to miate counterclockwise, On
GLNSHIF the rodate right and rofate eft dmulie these fool pedils

FLYING TECHNIQUES AND
ADVANCED MANEUVERS

FANCY TURNS: A High speed hanking tum is sasy. Howeves, in such fums your
lift docreases, cousing you to bose altitede. i you don't want to-lose altitude, pull
soour nose up slightly in s tum, then drog it back down bo normal as vou come out
of the tum. Wit practice you can make a fest, banking tum without changing
altitade or fooling with the collective.

rile away in
i own fast. ru|l| back hamd an the
until you'm lovel. hit the tail rolor to mite right or left. then rake the

\’N’\ tigh torres regquine that you stop in mid




AERODYNAMICS

eotlective back o normal and pitch down vour nose. With prictice vou can oven
skid sidoways while the tail mtor is tuming your craft (o helpful manouver if
you'm: trying 1o avodd an enemy helicopter or missil

AUTORCTATION: Ihlllwplﬂ crewmen dont have parachutes You can't ball
out Fortunately, the AH-64A ks an exceptionally creshworthy machine with a
good probability of crew s . However. the loss of bath engines does not
BN Youl st . Helicoptors have an equivalent of an aimplane’s “dead
stick” tor “flameout”) landing. This unpowensd descent is called “autortation”

AUTOROTATION

Ingines Cut
/ Dhisengape mdor immestiatoly

S

Auorotation Descent
Pull up on collective 10~~~ Maintain transtational Gt by
slow descent and land __— Mving farward at 75-90 knots

To bisgin an it A poalees froem the engin
mzst bottom the collective, but in GUNSHIP the u‘ll!'l tive is automatically
batiomed whesn the rolors am dissngaged. In an emergency where vou ha
engines out, do this immediately. 1 you don't, the rotor will dow 1o stop (its still
engaged to the now-dead enginest If the rutor stops tuming befom you'ne safisly
dowi you'ne a diad duck

sually the pilot

pitch the nose so you're travelling at about 75 1o %0 knots (lor maximom
in L The robor s spinning freely because the aiflow kevps the
blades tuming The descont bocomes quite fast and o litde frightening o the
nexporimmced. As you get close 1o the ground, rise the nose and pull up on the
lloctive. The blades will "hite” into the air, giving you [t and slowi
descent Unfortunately. as the blades bite, air resistance slows theen down and the
rotor BFM drops.

You must time the *up colloctive” so that the helicopter lands gently befors the
rotor shows too much. I you ralse the collective too soan, the mtor will got below
airfiil spead whilie you're still above the grotnd, Without the ift from the blades.
vou'll fall like & rock! 1F you rise the collective 100 lnfe, you wont dow your
ent fast enough and the machine will crash Land

UNSAFEFLYING: 01
and then “up collect

e e o disengage the rolons get the cruft under control,
o land. As @ resull, there am speod-altitude situations

where an ¢ | hitting the ground belom you can

parform jion. Hovering at alfitudes above 25 feel ugs bo sbout 500 feet
e unsafe, as is high-spead Aving under an altitude of 20-30 feet
HEIGHT-VELOCITY INAGRAM
|
Safe Flying
Unsafe }
=)
Velocity

“Unsafe” a5 described above applies o civilian and non-combat Gving In
combat situations unsale fying may be Saler” than taking & missile o cannon
it by thie AH:64A noemally unsale fight practices anm't quite so-dangsmous. If
ane enggine dies, thie athsr can keep the hedicopter aloft In single-engine fight, the
surviving eiging can am ol 1109 power continsously (this power incrzse s
avloemalic in € 112}, or at 115% for six minutes The engines and mlor can
kg terminng Tor al st 30 mimitos oven if the lubrication system fails In
comparison, uil labricetion system fnilures and fines are o major weak point of
the Russtan-buflt Mi-24 HIND helicopter Overall, the Apache is @ forgiving
machine designed for daredevil pilots, uniike thie less forgiving single-ongine
LIH-1 and AH-1 helicogties of the M) W,

OPEN FIELD LANDINGS: The nice thing aboul halicoptors is their ability to lnsd
withoot a paved aimstrip. However. helicopters cannot lnnd on stoping ground.
Aty skope wreater than 3 degroes causes so much otor il that the helicopter lies
skids o tums away from the slope, makiog o lnding impossible. Never try io
land om a hilkside — youdl crash,
WIND & WEATHER: Idaally, all

akels ancd landings should be into the wind,
vver. o helicoptor can take off and land in crosswinds or tailwinds As the
halicopter rises o a hover (in takeoff). or dows down to hover {in 8 landing]. the
evelio jovstick should b moved slightly iovard the wind, productng just eoough
kil 1o countermet the wind velocity. This maintains the hover against the wind
When flving in windy conditions. the same considorstions apply as fying
a normal aimpi medy, the wind will increass vour speed. show you down,
atwdor prish you sideways, depending on your flight path in relation 1o the wind
dimction. This is most noticeable on long-distance flights.

it expanids and
g on the mlos

'I|-1|||n-r.u|m alsn affects hrlu il|1||.r flight. A= air pets wammer,
ir w-m- Toe culd, e

64, ddeal fl\1na llJKISlI

hinne:
T degrees I'.a!rllhl’ll 244 degrees centigrde) on a dry day at sea level
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AH-64A WEAPONRY
ARGET ACQUISITION & DESIGNATION §°

e ol least a S0°
hout 07 kilome

ters with manually
fsaichy as the Mi-24
s o camon

clding the mngs
TADS islocked onto a ta
\-.Ium;. % Heer tiarget

hi can literally fiy botween the
AlM-114A HELLFIRE ANTI-TANK MISSILES: The |

Laser-hornitiy missile with 4 HEAT anmos-plercing wark

llfine s 0 smmi-active

system homes
uunh the missile

scattoring feqmcy of a laser
1 st thee I.|u'r beam. Instead,

b weaponsy thint
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rldd Fird dts o
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arioiss scout helicophers and
_ et for 4 missile launched by the
Apache. This means th abd fire from & hidden position, jus |
arfillery picce. OF course, suc h I-|| tics requine exceflent rdio communication
arperh timing The mon commaon L MNSHIP, & the
Apache designating its own tungets “on the fiy

mdird LLS. Arn |
d troaps. Tt

The cannon finss 525 rounds permin
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weapn i
trts et aclokis bl Tha ChAA G
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B4-H-029A 5 WEAPONS & TACTICS

That Hellfine's warhead is a 177 8mm diameter HEAT design: High Explogive
Anti-Tank This bums tho, ally any stoe] armor as well as meost modom
composites and spaced armor. The armor-penetrating ability of HE -\rn;ulﬂwr-
thanal to the warhead diametee. The Hellfire his a 177.8mm diameter warhead;
America’s previous . top-quality anti-ank missile (the TOWL 6l groatly
pecled, has o 152mm warhead

Uinfortuenately, this warbead design is ineffec tiver agains! “soft” Lirgels suc
sroups of msen. bublding complixes, o L
o Hellfire cannot dastroy a Headruarters, Degot, Helib.
asth : of the 57 S-60). Hor

anid destroy bunkirs

ifire is an iyl ged missile Most ATGMs fanti-tank guided
inissiles) have @ range of thnon kilemeors, fire can flv up 1o six! Range
dhoes not alfect accuracy: as long as the Hollfire can find the spot designated by
lnser, it will hit it

5 IUH'H\’G }W AERIAL ROCKETS (FFAR) The 275" FFAR o

ights, are a venerabile weapon dating back to te 18505
e Iw Kieis I]u'!l\‘l es ame complotely wguided, with o mputation for ermatic
Higght, anicl sometimes ot G a1 all Maximaom mnge is aboot 18 kilome bt
i wise gunier walls until he's much closer before fiing. The 7- and 19-mckot
pods for the AH-64 are o new lightwelght disign that minimizes the “dead
it of the fauncher pod

€

s 1 cim also penidr

ket in pods

Therstantdard rocket wirhead is  typical "HE” high explosive fragmantation type
that i quite ive againest ground troops, AA gun sites, and installations. My
on the mecelving end of o full pod volley can feel the ground shaki _m&! back
baneath thom, like an sarthguake; while deadly metil fosgments G the aie. The
shock alfoct abone ciom dasme men for minues ? migses and shock efect ks nol
enough o disahle an i vehiche or bunker, although a lucky explosion
eould immobsilko o v

Diespite thoirdriwhicks. the FEAR rockets ans a good compliment to the Helli
missiles They are most effective against tnnets the Hellfiee can't mally hurt They
can be fired at a longer oy than the cannon. Even if the rockets miss thiy ofien
apgross” safl Ergets Thi helicopter cin thin close for the kil wsing cannon fire.
AR mckets an also extremely cheap to build and a common item of resaipply
throughout e Wester word
1 s relatively easy 1o bild FFAR rockets with spocial warheads, such ws Whike
Phosphoroes {WPLwhich bums intensely and gives off a cloud of smoke, o
various chemicals such as fear gas. Although such wiapons ane rans today, ik
lo foar that the Warsaw Pact plans heavy use of chemical warfam
ropearn conflicL
AV Dl.b'l.lﬁ'“"l\‘flllﬂll Ttl—.ﬁ.l?.\ﬂ?sl'lfs The AIM-9L ks an all-aspect infra.
red homing air-w-air missie. I was combat-proven in the Falkland Isfands,
omplished by British Hamiers against Angentine jets
The British pilots wene quite with the

ware with .
perdormance of this mmpuu.
e Shidewinder was oniginally created in the sardy 1950 I:\ 1 sanal

shoestring budget. The early models proved dificult 1o w

B oo 4
fintnam alr

5 & TACTICS -H-n29A

dwwinder homes on heat sarly models homed on the heat of a jer
v would also home on the sun, common distress llanes, or even hot
o o el ks dhuring a summer day! In the 1970° the seeker was dmmatically
mdesigned 1 bo much mone sonsitive (though crvogenic cooling) and less
subnerable to spuricus heat sources (through the use of filtersi The missilo's
maneuverability and range almost 18 kil were all improvid
warhiead was mdesimed to explode Into destructive spinning mods, and
gained & new ultra-high-tech proximity fus:

The "1™ maxh E il of thy and is Eactured fn
Ruropean firms Many obder
n surfaces

gigantic quanti by \.mnm .’\III!'I‘|| arn
versions am being rebuilt 1o “L° standards, The “L” model can home

heated by air dellected acmss motal (such as the upper surdinces of airc
of rotor blackes). This means the missils does nof peed B “fly s e B
It 1o hit the target, but can instead attack from a vanioty of angles. This dramat
new capability is terrned “all aspect” attack. The AM-AL is
missilit for air-io-air dogfighting in the world today.

b laly thie baest

The missile s only efiective
is reasonab
bivak mtor blades
are generally unable 1o home on
only damage small, soft tangite

gainst aircralt ligets, especially unarmonsd jes I
i sice witrhead mds can
an immediately fatal event for any helicopterl Sidewinders

uid targets, and even il they could, would

Curmmitly nio LLS, Army AH-64A Apsches carry Sidewlnders. Acconding to “fhe
book™ Apaches are mI|‘ndu.‘!|-r,,nmml..(. ks notair-o-aircombat Refuctantly
Hye Ay helicopters However, due 1o a had
case of interservice myopia, it Is :unm!l-nlhu aming the AH-B4A with the
disigned.-for-the-Army FIM-92A Stinger, a much smaller and less destrictive
missile intended for use by infEantrymen:

Fortunately Ame en {n cambat conditions oflen ignom *the book™
and acquine whatever woapon docs the job bast. In this casis, the plentiful and
offective AIM-OL Sidewinder, despite belng on Air Fores weapon, is kel io find
its way into the asenals of Apache attack hlicopter «|nm!r0n‘. Wiring up
Apache weapons wings for \ldrlwlluil-r: nl- mql\ done “in Ill field™ For all of
s reass e AH-GHA il 4

ATTACK TACTICS

THE APPROACH: The vast majority of AH-64 Oiglits ane ground-atieck missdons
You are 1o knock oul hard or soft targots in a cerain ama — often an ansa
profected by SAMS and AA guns,

Your first task is to make sure vou know where on the sector map to find the
ndd secondary targetst Setting vour ENS on the secior magp 1o the primary
target and Aying full specd ata faw hundmd foet of altitude towand the amet may
work on training missions or in Southeast Asia, but ifs pume subcide against
well-equipped enemies in the Middhe East or Westem Europe,

The stanchand LS. Ay technigue is o fly in quick dashes ("bounds™) Fly from
the base of one hill 1o another. Befor making a dast, hover and pop up briefly to
100-200. Scan around and use TADS to identify potential enemies. Drop low

.
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again and examing your sector map. It shows all enemies you sighted. ar who
sighted you. Pick your next dash, sof the INS, mtate (o face that direction, then
pitch down and soom forward. Sty sslow as possibila in a dash. When solecting
roubes, use hills bo screen voursell from enemy fire.

FIRING: Use ther right wisapon for the job. At bonger ringes (over 0.7 kilometers)
use the Helllires against vehicles and humkers, the FEARS against infantry, AA
i it and b ngs, and the Sidewinder against enemy helicopters If you are
brwve enough to gat in chose yoor bist all-amund weapon ks the 30mm cannon.
Beyond 700 or when muking side shots the cannon consumes lage
amounts of ammunition for each hit {[due 1o its poor accurscy 8t longer ranges).

“POP UP° ATTACKS: The “pop up” techalgue is simple. Hover behind a hill that
screens you from suspected enemy positions. Climb up over the hill until you'n:
juest above the crst, S el aned watch your threat display. 1 vou mcognize
an important target immied tiely, open fire, 11 not, drop down behind the hill
agnin and examing your secior map. You can now considor your situation and
degide if you want 1o pop ug and attack those tangets or whether you
should bownd on, avoiding tem. Il vou decide to atteck, pop up again just bong
enough fo knock out your selectod tamget then drop down again.

FLAK & SAM BUSTING: Because o hellcopter can sneak up on targets, taking full
aslv:ml.ml- o borrain cov o, is much better suited 10 aitacking AAA and SAM
raft Army/ Air Forco coageration tactics
plan on Apaches attac Lm;. anti-aircraft waapons whils A-10 “Thunderbelt 17
juts bomband grovned targets
The key to sliminating soemy SAMs and Z5U AA wnks i engaging them
quickly. Enemy anti-sircraft defonses have a 5 to 20 second reaction e,
dr;wmllllg on the quality of the equipment and il of the crew. Yoo miust
them during thi SAMs give you a lithe extra time and
u\.mll.nu becatse yvou can s comiing un the threat display. Enemy
AA guns are ioughor becatse you can't see th shells coming (they v too fastl
and becaise guns can use optical gunsights youc ! fartumatiely.
some ol the Soviet-huilt SAM= also have optical guidance systoms for
missiles However, night gives vou an advantage agains optical systens hecauss
Soviat-made night-vision aids ame much inferior o your high-toch FLIR viewor.
TANK HUNTING: The Apache was d kil tanks. 1's just & moter of
loading up with Hillfires and hoadi; hunting grounds Al a
kilometer or twa it's like shooting fish in o barel If vou prebor, you can comse
i cut them apart with the Jmm cannon. The LS Ammy expects a 14-1
atio (i, when you Kill your 141 tank the helicopter has paid for itself as a
cost-tffective weapon) In your sagemess io creabe =crp metal. make sure vou
don't blast [ fly tanks by accident!
Rllssun-l.mb-dmt Camy meumpml.un- than a 145mm machinegun. The
thier bocase most carry an SA-7,
l|t' inside. However, these are lightweight IR homing
aslly confused by Jamming or decoys
you, you'll probably survve it The

new SA-14s ane h-ln-w\l 1o be more potent and less easy to fool. Th
problem in tank husting is that Rssian AA tanks and SAM carriers ha
‘hahitof traveling with the tanks and BMP s Whenever you seea lange concentr

tion of T-74's or BMPs, keep an sye oul for a Z51-23-4 (or Z50U-30-2) AA tank or
the SAM carriers, such as the SA-0 and SA-13 IR missile corriers, or the mom
formidable SA-A and SA-11 radar missile carmers

IMANTR\' TARGETS: Infantrymen in o

grotind are difficult o see with the
v TADS has similar problims — on the CRT an infantry position doesn't

Ionl: Illu much. Infantry may camry nlarhuwgunﬂ nd other light weapons, or
S, i o

g missiles. You can attac)
et in fast and Jow you might

mf.mln with FFARs ar the 30mm cannon. If vou
get thon befor they'no ready fo get you!
Infantryare ticky bueaise its hard fo oll ||..-,.m| guys from the bad guve Again,
1 palnlui it rkﬂ-r. U the plus side.
i using the Hellfin
Pt ves o brabhigs Hapks INCR.oglE, (|r||r|y impendous io cannon fire
STRUCTURES: Rear apva stnictures, such as headguarters, heli-basa, or supply
dipol. pose problems similar 1o infantry: Althowgh bigaer and easter o see, most
have Gradl™ IR homing missiles sited for air dofense. In addition. oxtra AA gun
sites am often emplaced in the ama. Try fo locate these defenses as well as the
base itsolf before you charge in. The AA gun sites am o nuisance because
Hellfires are ineffective against them.
When attacking structunes, be sune you have the right one I's embamssing o
wipe out your own heli-base. In guerilla warfare environments such as Central
A a or Southeist r\‘un o TADS will lock onto local farm buildings as
s military Inless you actsally see enemies firing fmm the building
([nn 1 destroy it lhrnl'lnlmr you'no trying to win the peoplo's hearts and minds.

DEFENSIVE TACTICS
The most comman problam youll have s surviving enemy ground fire. This
incliudes enemy anti-aircr antillery (AAA or “flak™) and surface-to-alr missiles
(SAMs}. From a pila's paint of view, some of these ant rdar-guided tiats, some
am IR threats. and some are ontiml[g'willvdimm therefone don’t wam you at alll;

-23-4 vehicles, plus mon: advancod virsions of the S-60 57mm gun. Among
SAMs i includes all except the hand-carred SA-7,-78, -14 sories and the early
S5A-0 Gaskin

Therse weapons hinve “seanch” mdars which can “see” you at long mnges in day or
avight I yous see o distant red diot an the threst displa probably a ssanch radar
Tooking ol v radar warning light to
flash on and off. Since thie |'IIII'||<\N.' of smarch mdar is to detect vour presence,
jommers and decoys ame counter productive, as both announce your presence!

All ather nemies lack long-range soarch mdar Many use
Binoculars {o search. They can't “see” you until you ans mmh
their ight is especially limited. Howev
attract their ablention, causing many additional enemies o “nolice™ you,

. .




WEAPONS & TACTICS

Helleopter fiving “Telow” rud

Eidti.

Grounsd clutter blocks e il imvesighi

Radar, Hke nommil 1'\|-n.!|I |5 Biloecked by objects on thir ground. As a
round-based radar s 1 “dend zone™ it cannot ses. Above this dead enrig the
radar “eyes” will find vou, The dead zone beoomes smaller and lower ag vou
approsch e radar
HOW THEY TRACK YOU: Il an enemy soarch is suceesdul, they switch to a
King” mode If using rdar. they constantly illuminate you with a beam. This
ight 1o shine m[ull\ o As with
onn” near the ground
1 by radar.
emy o

ing radur as well as oyesi
arles with distance. Thensbsn,
you'ne being trackod w lower and
track. Thucking behind a iult mil also boak o track
caniol look through hillst
Another way fo break the

Toad of

subier tracking is o wee vour radar jammer or drop o
aft. f jamming is successiul the mdar \\.Iﬂl!llh‘Ihhllllrns.uH IFit fails.
the waming light mmains on - you should definitely se chaff or try ey
Mying, Using chalf decoys the enemy mdar into locking on the ¢ —as long as
the chaff cloud persiste The T Hight on thie cockpit turms off nlmn the chalf
clod dis
A lew advancod enemy weapons have visunl backups for tracking L_\:.I.wn:\
These may be TV cameras, lnsors, or simply optics. Therelom, il
famming or decoy ool still open fire The :nl\ way 1o defeat these is
wvasive fiying AIAA guns and probably the 1 el fvtos this citegory.

JRVIVING AA GUNFIRE: After tracking \mlinrnllii bont timi, eremy AA guns
will copeens fire, and continue firng until knock vou dow You must either
break the track or destroy the weapon Iu-n are o ether options 1 the genfine s
radar controlled (your radar waming light will be on) you could temporrnly
bruak ther track with radar jamming or chafl. However, all guns have optical
und some only have optics. The bost way 1o sunvive gunfine is
asive flying

e 5

SURVIVING SAMS: After a SAM battery has tracked you for a few seconds. they
lounch a missile. Missiles come in three favors: [R-guided. radar-guided, and
visually-guided. When thee enemy fines a missi 1 white dot moving
toward vou on the threat display. Bear in mind that [R-guided missile
“sgekor” on board the misile, while radar and visusl guidance mi
controlled from the launcher vehic

miost frequaent threat Y uurIR waming light will tum on
when they appmach. If you tum on the jamm it succesds in jamming the
missile, e missile’s “brain” becomes confu .m|| it Mies mindlessly straight
ahead. You should change course 1o avoid colliding with it If |hr1ﬂp.uumur!. £
1ry dropping o fare decoy instead. The misle will aim for the decoy instead of
your I1's Empaortant bo wait a bit before launching decoys since they bum out after
a while and the missile will home on you |g.1|r Poar” IR guidance s.ym-ms. am
villnerable to either decoys of fammers " svstoms are vulnerable o dec
anel sometimes to jamme wl” systems ame vulnerable 1o either decoy
jammers bul almost ne and sometimes am vulnerable o peither
may have a visual or laser
atitig thie IR gulclance will always confuso

have their
iles an

[R-gpuiiclied missiles an th

r bt
Finalky, very modem and w;.l;.-ux el TR missi

backup system. Don't assume that de

a missile

e primarily designed lor use against jot ain
rdar beam shining on your crafl guides the missile at
yin Lising your jammer will break the beam, causing the missile 1o Oy straight
mrefome you «!muld \I.<x.|;!-| l‘-.m,. a chaff decoy will cause the missile to fly
d the ch . The probliem with mdar-guided missiles
is that they ha 5A-88 become IR guided
missiles if their radar fails The SA-11 has an unknown but probably visual-type
kg system if the radar s jammed or decoyed. Thendone, defeating the mdar
is juest th first stogs in defeating the missile
Visunlly- or lase ane the worst threat You hove no jammier or
decoy defenses agninst these Your only weapon is evasive flving F‘mti:\g a hill
betweon you and the missilo is the best bet Ged iting low enough to be
invisible 1o the lanche
nanly other hope. Romember, successful evasive Mying requires that you fly lower
AND away frsm the enemy. If you continue ﬂ\mjl toward the launcher, Aying
lower may nol help.
All missi

ket ane

Hadar-guided missiles
could thmaten you oo

ivirsal wiak point they have o huge tuming radius. if you
dart off perpendicular o its fight path, itwill be unable o
tum fast enough to hit you This tactic is{s rl\ easy in a high-spoed jet aircralt bul
far more difficult to accomplish in a ow helicopter trying to aveid o
missile flying al 1000 mph or fastor! 1t takes enormous skill, split-sacond iming
and steady nenis o “him inside” a missile with o helicoge

The chart o the following page summarizos the various Soviet-built AAA
SAM systems, with a doscription of the search, tracking and go {for miss
systams Read your intelligence bricfings before cach mission, then look up each
wasapon on this chart Leam what missiles have backup guidance systoms and
which ooes do nob




B4-H-0294

Backup Ml Buckup
Tracking  Guidance  Guddance

poor IR
falr IR
goad (R

poor IR
! ®

S5A8 Gocko fair IR,
SAHR Gocko good K
SA-11 Gadlly unlnewn

olical

raclar

unknowi i
varkes** na
aptica W

el sl carriod in VP, cartied by infantry st ssed fo defend headquarors
bases, and dopots

the army usiny the weapon

g on the s
s do not neod o be guided o taget

r or optical ¢

AIR-TOAIR COMBAT

Russian-buili Mi-24 HIND helicopters am your air-to-air combat problam. Thiy
are samawhal faster than your AH-64 (youl never outrun themf}, but much less
maneuverzble The "E with four Zimm cannons is the mes! common
threat HINDs ane unakibe to fine accamitol w in o doghght although some
o have mtating turrets able to hit stationary tagets. You, however, don't suffer
that restriction. Thorefore, vour goal is to prevent them from heading foward you
The worst possible sttuation s to have a HIND approaching from the rear, They
can fime ot vou bul you can'l sven see thom!

A typical HIND tactic is to sit behind & hill waiting for vou, th
suns blazing They also tend 1o circle arund, trying o gel o your

[§ \llll have a HIND h.!r},mu FOU, yOu 8

e forward,
il

withier rail him at long rnge with &

wdvantage of his slow tuming mie As he gets che circle around him.

parp v TADS om him throughout this process ivou Tl probabily need fo e the

Teft or right view while ing arouncd) Whin the ntich: box brightons show him
what a 30mm cannon can do.

1f vou have a HIND on your tail, voull ke rapid and beavy darmogo as his
cannons pownd vou, You' Vo got tev shiakas hiimn odf. i.r-LBm ak right or bt hard. Pt
up o eut your speed. “Up® coflactive 1o “elevator up™ or “down™ the collectiv
“elevalor down™
amund while skidding sideways, then pitch down and bank away.

I
vour specd drops below 50 knots use the tall mtor to spin you

{INDs are

WEAMY TACTICS A4-H-0284

poor dogfighters. so once you shake him, he'll probably By past to the rght or
left anc stant cincling amund Gelting on his tail and teaching him a lesson shoulkd
et ey,

A new model Russian heticopter with air-io-afe IR homing missilos is b
exist. Whether you call it an “F modid HIND or the Mi-28 Havo it's still
threal. Keep an eye out for missile-firing helicopters when facing first Hne units
in Western Europe.




Use: the illustrations in this sectic
cation quiz when GUNSHIP begi
especially useful in unde n\l’mlulg the -.u-.l
wespanry

WESTERN BLOC EQUIPMENT

M1 and M1A1 “Abrms™
Main Batthe Tank - LISA

lrien Seoothbone Cannon
THgng

m Riflod or
hret machi

1 Weapor: 105
ndary
L

agthe 7.9 maters
Hull Widthe 3.7 mti
H('Il.h 4 i

turbine
\l.mn\lula Road Spoed: 415 mph

“This ks thie now standard tank of the LS. Army, with th gk
in the A1 model,a n s smuethbore g, not 1o o
uﬂmdlr h hardware. It is considerably supesior to all known R
[mm having a novel engine design that n 3
L jat T-74, the M1 Abra

waorks If's a curious twist th

inmovative tank designers, |
formiery lacked a mpatation fo

n tinks, but

o
been “ons-upged
h-art” tank desig

I
Engioe 500 hp
Maximum B

ignied fo compate
ks, It ks heavily
e MITIAL L

werable “batthe txi® for inda
ental fire, and is Gidy useful agains
ainsl well-outfitted opponents 1t shoukd




M163 Vulcan FIVADS
Self-Propelled AA Gun - USA

Weight 135 tons 3

Main Weapon: 20mm Catling Gun

Svcandary Weapon: none

nor Light aluminin/ste
4

Cr
Hull Length: 449 mbs
Hull Widthe 2.9 mote
Hueight 28 matens
Englas 215 hip diesel
Muoximum Road Speed: 405

s

ph

The Product Improved Vilcan Air Defenss System marred a sbe-barnd 20mim
Vulcan eannon with the nhiguitoes M1 13 chassis The gun s aimed by a ganner,
wh is aided by o radar rngefindsr and tracking fire-control computer. Although
wselutd against unarmoned helicopters and slow-meving planes, it is inofl
<1 distant or high-spesd tangets (such as low-fl

M247 Sergeant York IHVAD
Sell-Propelled AA Gun - USA

Weight: 60 tons

Main Wisapore twin 40m

Secondary Weapan: are i

Anmor: Light (steel]

Crew: &

Hull Lengthe 7.1 maters

Hull Widthe 36 mistirs

Height 46 meters {including antonmiel
inesar]

inefn

MILITARY EQUIPMENT

effpc tm- a\..’\ gun
44 tank chasss

cobbled fogether from an old &
standard 40mm AA guns and a fighter plane’s radar system.

Sat. Yark repeatedly falled conbat inals Only alter 146 hiad
LS Congmss able 10 close down production of this

MAaA1 Chaparral
Surfisce-to- Air Missile (SAM) System - USA

Wisight 127 fons

Main Wanpor: four MIM-72C 1R homing missiles
Jary Weapor: none

Lipht fsteed) for crow only

Hull ].r-l\.!lll il maters

Hull Widihe 27 meiers

k27 mwebers (including antenna
202 hy diess|

Maximun Roard Speed 380 mph

Merkava Mk 2
Min Battle Tank - Israel




Waight 66.0 tons

Main Weapon: 105mm Rifled Cannon
Secondary Weapan: thres machinegu
Ammar Hoavy (stealicomposite)

Crow:

Hull Lengthc 7.5 misters

Hull Widih: 17 meters

Hisdght: 28 maters

Engine 900 hp diesol

Maximum Koad Speed: 286 mph

The Markava is Issacl's first “homs
T s b
designed 25 ywars ago. This philosopl
concepts, and fairdy different from m

farsigming from the g

1H-50 Blackhawk
Transpost Helicopter - USA

rown” attla tank and a very or
v armored, siow and carries the traditional 105mm N,

dhirs s successful tank batt
post- WWII world, Parhaps they know something we'ne ignoring?

5

ginal design

10 cannon

hy i dimetly cantrary to USSR design

st westorn nations. However, lsel is

oxperience of any nation in the
]

Wisight 8.1 tons

Main Weapon: varies (often none)
Secondary Weapor: none

rmor: Light (Kevlar & composites)
v 3+ 11-14 troops

Lengthe 153 meters [mechiding mtor)
Widthe el uding rotor
Height: 3.8 motens

Engine two turboshalt jots, 2628 total
Maximum Level Speed: 184 mph

Thwt Blackhawik is the LLS. Anmy's new
sucressor b the cla st aging L
armor, and high crashworthiness mal

conditions Ground attack; night flying and ECMESM vari
-puirpose designs However, the Alackhawd lacks sophisticated

many other spe
fire control systems. so even the arme
the AH-64 Apache:

Mustration half scale|

dip

genonl-purpose hilicopter and a warthy
11 “Huey” The twin-ongine design, light
ko it o safe, reliable machine in combat
ants exist as well os

o vorsions am nowhens near as potent in

Hughes 500MD Defender
Attack Helicopler - USA

|Mhestration half scalis|

Waoight: 15 tons

Main Weapomn four TOW mis
Secondiry Weapon: varies
Anmor none

Crew:
Length: 7.6 maters (excluding mior

Widthe 32 moters fexiluding mior)

Height 27 maters

Engime one turboshaft engine, 425 total shp
Masimum Level Speed: 140 mph

The Defender is not wsed by the LS Anny, 1t ks an inexpensive attock helicopler
for export 1o smaller Westem ni 1 curmenily = In the leraeli, Kenyan,
and Sauth Komean air forces. Instead of the TOW anti-tank missiles as shown it
can carry o three-barmel 7 52mm minigun (a gatling machinegunl 40mm gronada
launcher, or 275" FFAR mocket pods Options include o mast-top sight for the
TOW {Instead of the nose sight shown), FLIR night vision for the pilot alr-io-alr
missibes, and varous computerized flying and combat aids.

. EASTERN BLOC EQUIPMENT

T-74
Main Batthe Tank - USSR

ight 45.1 tons

Main Weapomn: 125 Smoothbom Cannon
Secondary Weapon: two machineguns
Armor: Medium (steel & lnminate composite)
Crtwe
Hull Lengthe 7.0 mators
Hull Wikdthe 4.8 mobirs
Height 24 meters
Engine 780 hp diesal

Maximum Road Speed: approx. 37 mph

| e b e




15 D

nise Department, ove
icate the Soviet designat

Tlmu-lm le |s4l|l| called the T-80 by the L

and sources {inchad i
74. Like all Soviat post-WWIL \.IHI’slI i low, bike
# sports car” according to Ismeli tankers) The 125mm cannon has a mechanical
loadsr that elisaknates e need for o fourth crewman. Sights and night-fighting
wduipment aren't up o Westem R‘.ll\d.hnk. 'n..- rmor s prodominiently tradi-
tiomal stocl a e, since the 2 obham
’ .I\nmu.m improvement in o family that reaches ba
T-62 and ultimately o the ancient T-55 of the 1950'

Weight 161 bons
Main Weapaon: 3

i Rifled Canoon
ernnl.lr\ Waapar: AT-

5 Spandml Missile

Hull Length: 6
Hull Widile 3.1 m
Height 21 molers
iz appro 350 b diessl
Maximum Road Spesd: approc 37 mph

‘The BMP-1 was a seminal ¢

plin AFVsan amp: phibious armared vehicle with
a light cannon and anti-tank missile that carried an infantry squac.|

an improvement on the ori is i high-velocity gun and better
anti-tank missile, but reduced infontry. s:p.u.rlnllllnall\ only sixinfantrymen arm
carried) According 1o Soviet doctrine, each BMP should carry a "G "
SATR, or SA-14 surfnce-to-air missile) for defens against alr atiack In action ooe
ol the infantrymen opens o top hatch on the rear deck, stods up, aims th
from his shoulder, and fires.

BIR-70
Armored Personnel Carrier - | USSR

7 tons
two machinguns
st Jvm grimade lounchir

I.n,.lmv two 115 hp gas
Miximum Road Spesd: af

This &-whs
HAP. Althou,

has trivial arma

i carrier is
ul |mu|s carrie
el v Wk armar, and ar

mied prfor 1o the
ally on mads or Rak, frm ground, 4
tnematy poar transmission (due
1o the twin en; ) Irll.mrr\ M ene passenger compartment
through two small mo AF s ear doorsh I the USSR hod
a Cangress and/ora frve press. ridiculous vebicles ik this would be taken out of
production fso the Sergeant York DIVAD)

MT-LB
Armaored Carrier - USSR

ROOCOOCH

Weight: 141 tons
\[.un Wi

one machi
apoLe Home
frar Light (=

angun

I
(& 11 ngers
Hull Length: 65 metiers
Hull Width: 28 meters
Ill-ﬂ.]ll 1.4 meters
Engine: 240 hp diesed
Maxisriimn Road Speed: 38 mph

I‘!ll- s:i':luml ;ml'pnsn- camier was based on an unammoned tractor \I&:lymd for
5 01 s an oxcellent cf

I.Iu\n-n.uunllv |||||h|h|\’ It has both roof hatches and near doors for masy loading

Ifmd unloading. Unlike the BMP, the MT-LB is not destgnod for Aghting in the

ront lin

F A




#511.23-4 “Shilka™
Salf Propelled AA Gun - USSR

S At none
Armor Light (stcel)

Crowe 4

Hull Langth: 65 meters
Hull Wikdthe 30 maotess

I It A0 miters

Enuini 280 hp diosel

Maxtmum Road Speed: 27 mph

The “Zoa” i another seminal design il g powerf i fie AA guns
with compuerized rdar firo control o chassis. The guns overheat
ekl y, and o ane fined in - second ps Siill, cach burst pats 200 shells
vt e ke TH 7 4 dosign had mediocre radar that had trauble

origing
finding targets below 200 altituds "he new
rackar systam with better search and msalution
using optical sights if the rdar is jamimad, The
by Westem pilots

3-4M hae o much impeoved
bilities. The guns can fin
3-4 hins besn greatly feard

Z50U-30-2
Salf Propelled AA Gun - USSR

Woight probably 20-30 tons.
Main Weapor: two 3mm Aubo-Cannns
wdary Weapan: probably none
Ammor probably Light {steel)

Crew: probabily 3-4

Hull Length: protably G267 me
Hull Width: probahly 30 m
Height unknown

Engine: probably a diesel
Maximum Foad Speed: pmbably 2737 mph

[Na illustration availabie]

Although it has not boen displayed on parade, divers: sources sugiest that the
Soviet Union hasa new and improved AA tank with twin J0mm suins. Details are
not vet available This design replaces the Z5U-23-4, pow o than 20 years old
The heavier caliber 30mem guns should bo ablo to do mon damage at longer
rangges againe armoned holicopters such as thie AH-t4.

ZSU-57-2 |
Self Propelled AA Gun - USSR |

Weight 308 fons
Muin Weapon: twn
Secondary Weapon:
Armor Light (st
Crow: B

Hull Length: 6.2 metors
Hull Widihe 30 maotors
Height: 300 me
Engine 280 iy di
Maximum Boad Specc 31 mph

This |_|hs.|-lun.- AN weapon uses an oorly 1950% tank ol snd two late 195008 AA
guns. The gunis track showly and lack radar ranging or control (everything ke done
optically or manually) However, the shills ane quite pewerful — a dinect |
plane ar helicoptes, svon the anmond A-10% and AH-H's.
: supplied o Sovied client states, who now ase il primarily
ained growined L mgels

5-60 Te——
57mm AA Gun -

Weight: 50 lons
Main Weap

Secomdary W none

Engine:
Maximum B

ad Speod: towed

bt effective modium AN gun il veesd wordwid,

o using optical co ) 3 SON-IA
fire comtrol rsdir with a PUAZD-660 direcior can be attachid. Cros or miore guns
cin be tiod into o search mdar system for long-range accumcy. During the
Vietnam War this system s believed to have beon’ the single most effec
dhestroveer of American sirrit

oquipped




F1-23
2amm AA Gun - USSR

-

Length: 46 metors troveling
Widthe 1.8 meters traveling
Huight: 14 metens traw
Engine momwe

Maximum Road Specd: towed

This cheap, rapid-fire, short- range AL gun is s

armins 1 is relatively light for casy trnspor

by supaisiar io machineguns and othor ad ho

r use with radar. Themelom its rang is low and its accuracy against
srignts is otully dopendint o the gunners skill

Iy The gur is
snses, but is not

consid
dhisigmed
fast-moving

S5A-7, SA-TB or SA-14
Portable Surface-to- Air Missile - USSR

Woijght: 203 Ib mikssilo (tube axtr
Main Weap Th fragmentation wathead
Secondary Weapon: none
Armor o
Criwe= 1
Lengtle 135 meter missile
Width: 7mm missile diamober
Height ishoulder lounched)
fach
Maximint Road Speedt manpack

vhis [R-Homing missile has beon popular among Soviet-supplied amijes atnd
horrorists for yuars The original SA-7 b ool thint niendisd 10 flye up
a et axhaust, and was easily decoyed by lans and jammars The H has an
imnproned seeker that s less 1y jarnmed, but still pses o small 55 T wa fiarl
This s SA-14 is belie ok aven better seekir and burger warhead. The
il altituds of these missiles is consistantly unders setimated in
o West. For example. although an altitucle limit of 1500 ks widely quoted. an
-7 hit an Omani jet (in 1974) at 11,500 fect!

T8, oF <14 1s carded by infantry units, ased 1o i
s, aand carriod inside BEMP vehicles as their airn raft e

1 growd

SA-6 ainful”
i Propelied Surface-10-A

Weight 154 tons
Main Weapon: three SA-G missiles
Secondary Weaporn: none

Armorn Light {lor crew only)
Crow: 3 <
Hull Limgthy 6.8 moters

Hull Width: 3.2 meters

I‘lil_:um-dmm- ange SAM system is commonly used by poomer
mations against aircralt ol low 1o medium altitisde, The b ’ vehiches travel
and fire in cooperntion with sepamte mdarvehicls One mdar s mﬂn‘«mm‘hm
fartargets. then hands them off to a socond fir-contmol radar that tracks e farget.

e itis firod. The fire-control radir then sends commands o

wiet-suppliod

{::I“l'-'fl_" st the missiles and mdarcan move forward with combat troops. or

.]pn:lllm!md ~:'h_|.>|l\' threats are grealest However the radar and control

inology ane 1960's vin sily jammed The missiles themselves am
slaw (Mach 15) and not very manrverable :

SA-B “Gecko™
Salfl Propelled Surface-to- Air Missile Launcher - USSR




Wizight approx
Main Wi

o fnur or six SA- missiles
ry Wi por: nos
\mmrl ight (for crew only)
Crows

Hull |a'2|;'||\ Q0 moters
Hull Width: 2

ik
ch radar systems o acquint L

raddar guidant
vorabile, but bums

ot differant frequenc
missilies cased i pre

540 “Gaskin® ;
1 Propelled Surface-to- Al

Engine: 140 hp gas mclprocating
Madenum Road Speed: appros, 60 mph

This hkl\l armiomed vehicle &
are nimed by the
id the gunnerin Tocating tag

Tt

hisshles sl

ally iracked with radir, but optical TV mcking is avallable if uu- T
o towarrd it

wrmed with short-range IR e
fwunl sights. T

hi control

y missiles The
SA-GH has a simple

s baraly sxqual b the

altitede. The questionable value of this
lsraeli air raids over Lobanon, whine lse
entire Syrian batteries of these vehi

rooe 240 bons
Tour SA-11 missile
o pone

nmm. 260 hp ||||-><-I|||.||ruhh|
Maximum Hoad Speod: approx. 23 mph

e oF i
lar signals. {ii
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Background: This
e how 10 wse difenses All enrembes fime “blanks” You can e
withoul womying about damage. LEARNTO FLY HERE FIRST.
combat Miees occasionally retum here o experimont with new tac
neww flight manevers

o is designed w help teach you flying. how toise weapons,
rimont and leam
pp—
-0 try ool

The Apache fight training area hos & contral helipon with vardous dummy
fing it Ao hansive combat Intil i ity

trts ]
1o ivee pilots mealistic prectic flying in buttle conditions, but without suffering
any hattle damage. This ama is ideal I ing 1o My, loaming to identify

Soviet-bulll equipment and installations, a gain skill on both the attac k

and difense.

Mission Profiles Lse the "E ‘¢ Tutarials® on your first Hights. Then
continu o practice intil flyig attacking, and avolding trests s socond nature
Thin holiport does not use passwords and couniimigns

Opposing Equipment: This tralning area includes dumiies and irulations of
mast Soviel-made oquipment 11 has SA-7. 5 A missibie launchems.
Z51-23-4 AA tanks and S-60 57mm anth . T-74 and BMP tank
ks, infantry and bunker lang . andl thm tions: an HO,
asupply depot and a forward heli-hase. None of ths Ay i o, You
cannod ba shot down.

Addvice from the Sergeant Major: “Tve seon many nd pilods g
115 fike Jammbis b thee shuughter, Take my advice sir, and got lots of
Flyin' a gunship is o tricky job at best, and downright difficelt w
fiys are trin® b boast you No elisreepect intendisd, sir, bt the bettir vou ane on
the practicn range. thi bettor your ¢ hinrces of living tough vour fisst batte?

afl gu
o typical Sov

0wk boo soon.

“hont b ton st if your first fight ends bacly. Bverybody has trouble with
choppers al first, Give it time and woull get the hang of i€

SOUTHEAST ASIA
1st Air Cavalry Division

und: Tn 1065 LS combal tmops are sant on o
communist guenlla fores in Soul 1 Asia. The first helibome unit in history
sl inta action in the la Drang V Helicapler transperts and gunships ar

bl in finding tt s enemy. (2 it regutar and guerill forces
Ik sophisticated woapons, but e arly UH-1 and AH-1 choppers lack annors
protaction — a stray bullel could and did disable a million-dollar fiying
Imaching, Forunately, the AH-G4A Apache ks armarnd

s duty 1o Hght

Mission Profiles: Your main probilem e fineling the ey Only oocasionally will
you orcouter strong AA gurns and SAM defenses Mission tangets ane mosily
enemy tmops snd installations. sumatine ke complox Hellfires an: only
needed against the bunkers. Otherwise cannon aned rockets are perfectly
adequate

Opposing Equipment: ey AA weapars are primasily 23mm and S7wm gh
sites. Thirl linw guerilla forces have no mdar, whils second and first Tinee NVA
radar for their 57mm 5-60 sites. The only SAMs in use

troops fi
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Asiit, virca 19465)
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J|h'll|;i||pl|-r\.1n' outmoded SA-7s Most of these ame used to defend enemy bases.
InbidHigomes reports nio anmy helicopiars e ¢ill update vo
LN el X prters frn the region. and will update vou ifike

; wand 57
e expU illy irmitating don'l trip
. vou start collecting flak, get low quick and dodge. Then
wtharr you want 1o hunt them down or take another route”

Th
vour warmning ligh
decide

CENTRAL AMERICA
82nd Airborne Division

Wﬂ?d. In October. 1983 Amesrca mounted an air-land-soa, fvasion
el

a fo eliminaie o gradual communist akoaver, The gow
- an American ally, s

i
eliminated a hated dictator bat has huge intemal troubles. The anti-Amenican

amant of
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American military assistance. Cuba, a strong Soviet client-state for decadus, stll
fears.an American invasion In all cases the unit ready o move fastest is the #2nd
Airbome Division. Meen and supplies can be parechuted into action while mobile
fire support (the AH-64A Apache) flies to freshly- and holi-pads.
Mission Profiles: Hene the enemy has a conventional anny, but the battlefield is
ieregular and confused. You won't find  wll-defined front line. but yoo will find
organized groups of regular enemy roops. supported by AA guns, SAMs. and
Hind helicoptars. Baware the high daytime lemperatures and humidity, which
greatly mduce carrying capacity.

Oppsi ipment: The anemy forces ar

fow BMP armomed vehicles and ZSU-23-4 or Z511.57-2 AA tanks. The
Gaskin missile carrier is the standard “heavy” SAM vehicle, witha fow improved
SA.GB's available to first grade tmops. Virtually all enemy infantry and insetilln-
tions have SA-7 Grails soma have the improved SA-78 Both 23mm and 57mm
guns am commonly used for air defonse. All 57mm guns use search mdars, and
all but the worst-equipped have fire control radar oo, None of the Zimm guns
hive madar. Mi-24 Hind helicopters are available in small numbers o most
communist ammies, and will pobably make an appearance on thee Banlefield
Advice from the Sergeant Major: “Sir, thiss guys are not primitive villagees from
the boondocks. They've got decent weapons and know how 1o use them. If you
geta radar wamiing, ifs probably a ZSU-23-4 or a 57mm AA gun. Don'ljust jam
them, hit them befon they switch o optical and hit you! Like Southeast Asi
heware of the 23mim’s and older Z51's thal use optic ol — they don't wam
you before they fim! When loading up, carmy lotsof 30mm. Hellfires ar useful at
times, bat don't go craxy with them?

primarily infantry, supported by a
9

AL ARARIA

UINITED ARAH EVIRATES ['. (AN

101st Air Assault Division

und: The Middle East is still the world's trouble spot. Isneel and Syria
E[_...I-J ...;'L.-_Ellm?_} sf olne southem Lebanon and thelr commen bosdar, th
sofun Hufghis. ran-Ireg war contines 1o hold the danger of a losi
senking revengs by closing the St i
religinies radic bt

J\.‘Bﬂll.lll.[hl'i;i(m {I\mll‘lell parachute division, i's now an ex)
practicing the “Air-Land 20007 mobile wardane of the Fu Ji

A ure. Naturally, the
AH-64A Apache is a key plaver on this now team z
Mhmm Profiles: Hore you face modem armored forees lavishly equipped by the
Saviet Union Fortunately, this is the encmy the Apachi was designed to destroy.
Carful weupons loading is parmount because high ground level and very high
Iemperatunes conspine o mduce your camying capacity. ' o
i

perimental hybrid

enemy
an extremely important

largets will be armomnd vehickes. making the H
Wi

nis have tanks and pers
s ‘.Iu;.i;._:\‘ & E imit line forces use the
-08 SAM vehicles, 5-60 57mm guns wil
radar, and outfit their infantry with SA-7B improved Grails Emmf' ;u;ﬂ‘]{:lul
forces haves ther oldor Z250-23-4 with poomer rdar, the alder SA-8 and SA-9 SAMs.
0o fine contml radar on the 57mm gun sites. but still have the SA-78 ilnnlmvdl
Grails Enemy third line forces are lucky (o field the ancient 57-2 {with no
raddar), only have the SA-9 SAM vehicle, use older SA-7 Grails, and also lack
control radar for th I i
leopters: so you may see som occasionally.

:i\lh'_icel'rum lhr_s-mmam Major: “Sir these fallows can be nasty, espe v the
st and second line troops with those SA-f Gackos Only the third line 25U-57.2

and occasional 57enm gun site nelies on optical control. However, their modem




equipment does set off your waming lights So th
works in your favor ino, Probably the ough part is the weight limit, espe
a hot day, Therelore, 1 advise against Sidewinders. I you meat & Hind.
with the trusty 30mm. Hellfires will be usoful against all those
Some guys | know don't earry FFARS but that may
humor aint my strang paint”

armomed v
be poing ton far ...
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3rd Armored Division

Background: For over 40 years NATO forces ac ross Germany have facod the
Wiarsaw Pact Both sides are anmed o the teeth, ready for war. A numiber of LLS.
Army divisions are stationed on this tine, including the 3rd Armored of the LIS
V Corps Trouble anywhens could lead to esc alating tensions, Whin tensions are
liigh, one itchy trigger finger could stard a conventional war between the two
supirpower alliances. It is imperative that NATO stop the Russian steammller
without using tiukes. Otherwvise the Prosident could be rocduced 10 8 choice
between Russians in Paris, or nuclear winter for all!

Mission Prafiles: Anything and everything can and will happen in this dosperate
frea-for-all, The only sume thing is thirl the enemy is fully armoned and moving fast

LOYMENTS

lu,d.ur an umbrella of sophisticated fak SAMs and copler gunships Sove
military {um:x_mnv ol be very creative, but thisy are numeros and brave. They
will keep coming until you stop them?

Opposing Equipment: The Warsaw Pact 15t Line Soviet Divisions ha
ltestoquipment 2512 AA tanks, SA-11 and 5A-13 SAMs and
the infantry and BMPs The 2nd Line allied troops from
and Caechoslovakia have the best of the previous generation: the ZS5123-4M,
SA-8B and SA-9B. and the SA-7B improved Gralls for BMPs and infantry, Thisd
line troops are mainly {in quipt arvas, since they're Soviet eserve divisions
ox hastily organiznd allied troops. They havo older ZSU-23-4% unimproved
SA-8 SA-9's and SA-T5 A few 5-60 57mm guns can be found near important
installations in all cases, and all but the third ine troops have both search and fire
control mdar for thiess gun sites

Advice from the Sergeant Major: “Wiell str, this is the big fime. We'ns up against the
first team b They've got everything including the kitchen sink.and theyl use
iL Anywhore else bs & pisce of cake compored 1o thix But our boys on the ground
are badly ontnumbored and need s b oven up the odds. Your best chance isat
night since their night vision stuff ksn't as hot a5 ours. Load up on Hellfimes — the
Pact has hordes of armared vehicles out thens On o good night you might bag
your fourteon in one sortie! Dan't forget Sidewinders either, Hinds am s thick as
Mies around hemw”

¢ the very
145 for all




AAA (Anti-aircraft Artillery): A gun designed to shoot down flying craft.

AA (Anti-aircraft): A popular shortening of “AAA”

Aft: Alternate term for “after” or “behind’; originally nautical

AFV (Armored Fighting Vehicle): Any armored vehicle designed for use on the
battlefield. Includes tanks, personnel carriers, self-propelled artillery,
self-propelled anti-aircraft guns, etc.

AGM-114A (Air-to-Ground Missile, Type 114, Version A. “Hellfire"): Standard
U.S. Army laser-homing armor-piercing missile.

AIM-9L (Air Interception Missile, Type 9, Version L, “Sidewinder”): Standard U.S.
Air Force [R-homing air-to-air missile.

Anti-Torque Rotor: Also known as the “tail” rotor, used to stabilize yaw on
a helicopter.

APC (Armored Personnel Carrier): An armored vehicle designed to carry and
protect infantrymen. It may have wheels or tracks, and it may or may
not be armed.

Avionics: All electronic equipment that either informs a pilot about his flying
craft, or helps him control that craft

Autorotation: A technique for landing a helicopter without engine power.

Ballistics: Study of projectile performance: i.e. the hows and whys of bullets and
shells flying through the air.

BMP (Boevaya Mashina Peknota — Infantry Fighting Vehicle): Russian armored
personnel carrier with a powerful armament. It permits an infantry
squad to fight while riding the vehicle, or fight on foot with the vehicle
providing fire support not unlike a tank. Popularly known as the
“Bump” by American serviceman.

Bunker: A fortification to protect ground troops and weapons. It generally has
a very thick side and roof made of earth, concrete, and/or steel.

Chaff: Thousands of tiny strips of metal, designed to reflect radar waves. Chaff is
scattered in a “cloud” to confuse radar.

Collective: Hellicopter flight control that changes the angle of attack of the rotor,
and thus indirectly changes the lifting force of the rotor.

CRT (Cathode Ray Tube): Generic term for any TV and/or computer display
screen.

Cyclic: Helicopter joystick flight control that controls pitch and roll.

FFAR (Folding Fin Aerial Rocket): Abbreviation for lightweight unguided rockets
commonly used by ground attack planes and helicopters.

Flak: Nickname for anti-aircraft guns or their exploding shells, derived from the
German word for anti-aircraft gun.

Flares: A generic term for a heat source designed to mimic the heat signature of
a flying craft, and thus confusing IR-homing weapons.

1
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Fore: Alternate term for “forward” or “ahead’, originally nautical.

HEDP (High Explosive, Dual Purpose): A tvpe of high-explosive ammunition that
includes an armor-penetrating capability,

Hellfire: Standard U.S. Army nickname for a type of air-to-ground missiles,

HIND: NATO code-name for the Russian-built Mi-24 series of helicopters

IFV (Infantry Fighting Vehicle): Western equivalent of the Russian BMP: an
armored personnel carrier with a powerful armament It permits an
infantry squad to fight while riding the vehicle, or fight on foot with the
vehicle providing fire support not unlike a tank

[HADSS (Integrated Helmet and Display Sighting Sub-System): Pilot and
gunner's helmets that include position sensors and display menocle.

INS (Inertial Navigation System): A device that computes the current location of
a craft and displays this position to the pilot It generally includes
a system for selecting a destination point and displaying the proper
course to reach that point. §

IR (Infra Red): An area of the electromagnetic spectrum where sensors detect
heat instead of visible light.

Knots: A measure of velocity, in nautical miles per hour. 1 knot = 1.14 statue miles
per hour,

Kilometers: Metric measure of distance, 1609344 kilometers = 1 mile.

LZ (Landing Zone): An area of ground where airborne troops will land, including
paratroop drops and/or helicopter assaults.

Port: Left side of a craft, originally nautical.

SAM (Surface-to-Air Missile): A missile designed to destroy flying craft

Sidewinder: Standard U.S. Air Force nickname for a type of [R—'hofning air-to-air
missiles (all AIM-9 missiles).

Skid: Fora helicopter, “sideways” motion — motion not parallel to the fuselage of
the craft

Starboard: Right side of a craft, originally nautical,

TADS (Target Acquisition & Designation System): An integrated system for
sighting and tracking targets that interfaces with weapons themselves,

Torque: Rotational force in a turbine engine.

TOW (Tube-launched, Optically-guided, Wire-controlled): Standard U.S. Army
armor-piercing missile system of the 1960’s and 1970, :

Translational Lift: Lift caused by motion of the entire helicopter; as opposed to lift
caused by blades within the rotor.

VSI (Vertical Speed Indicator): Cockpit dial that shows the rate of ascent or
descent. If the craft is travelling level, the VSI is zero (level).

ZSU (Zenitnaia Samokhodnaia Ustanovka — Self-propelled anti-aircraft
mount): Russian armored vehicle armed with anti-aircraft guns.
Popularly known as a “Zoo" by American servicemen.
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At MicroProse GUNSHIP was an enormotsly long and complex project that
ook triphe the estimated time and quadruple the original number of people.
simulating low-level helicopter combat, especially on &-bit computers si
s C-64 or Apple IL was an outrageously comple job. Each member
design team played a crucial mle in develog v this amazing simulation. Andy
Hollis worked his optimi magic: to ereate a 3-D graphics systiem that nade
Tills “solid” and yet ran fast enough for smooth real me flight. not o mention his
realistic handling of helicoptor flight mechanics: Expoent ar ists Mickiael Hoine
and Michele Mahan worked with programimer Gregg Tavares o conjun: upa
superb cockpit and the many attractive starting and ending scoens, Gregg also
contributed the missile fight logic. Sid Mok
when it came to handling weapons bogic and the “artificia
enemy. Crodit for blame) for the concepts, research, game
coordination goes to Amold Hendrick
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LOADING INSTRUCTIONS
CBM.64/128

CASSETTE: PRESSSHIFT&RUN—STOPTHEN F'RESS
PLAY ON RECORDER
DISK: TYPELOAD*",8, 1 THEN PRESS RETURN KEY

"THEN P_REE:S RETURN T
SWITCH ON HOLDING START & OPTION
KEYS DOWN WAIT FOR BEEP PRESS PLAY
ONRECORDER THEN PRESS RETURN.

CASSETTE: IFABASIC LOADER IS FITTED TO YOUR
SOFTWARE FOLLOW THESE INSTRUCTIONS,
TYPE CLOAD PRESS RETURN PRESS PLAY
ON RECORDER THEN PRESS RETURN.

DISK: SWITCH ON YOUR COMPUTER WITH THE
DISK IN THE DRIVE THE SOFTWARE WILL
BOOT AUTOMATICALLY

ﬁMSTRN] 464.*664;’6128

CASSETTE: PRESS THE CTRL & ENTER KEY TDGEI'HER
THEN PRESS ANY KEY WHEN PROMPTED TO

LOAD YOUR SOFTWARE
DISK: TYPE RUN"NAME (NAME OF GAME) THEN
} PRESS RETURN
APPLE
DISK: SWITCH ON WITH DISK IN DRIVE YOUR
SOFTWARE WILL BOOT AUTOMATICALLY
AMIGA
SWITCH ON WITH KICKSTART IN DRIVE 1
WHEN PROMPTED INSERT GAME DISK
ATARI ST
SWITCH ON WITH DISK IN DRIVE YOUR
SOFTWARE WILL BOOT AUTOMATICALLY
LBM.

SWITCH ON WITH DISK IN DRIVE THE GAME
WILL BOOT AUTOMATICALLY
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