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HOW TO USE

Overwhelmed? Here's a brief summary of the chapters in this book:

Strategies and Tactics is a collection of tips and tactics on the following:

e General Tips, pp. 8-35
Mission Planner
Basic Cockpit Setup
Master Modes
Flight Tips
Autopilot Functions
Using Weapons
Target Types

TSD MFD

Priority Fire Zones

Using Your Wingman

Using Your Co-Pliot/Gunner
Beating Helicopter Bandits
Beating Jet Bandits
Beating Ground Threats

¢ Avoiding Detection, pp. 36-38

Hiding From Radar
Low and Slow

Disabling SAM and AAA
Radar & IR Jamming

o Multi-Player Games, pp. 39-47

Pre-Flight Preparation
Staging the Attack

Pilot and CP/G Interaction
Multi-Player PFZs

Camera Views and PNVS
Time Compression
Terrain

Taking Damage
Campaign Missions

Missions
General Tips

Game Mechanics, pp. 50-69, contains game stats for all units and discusses the
damage and scoring systems in the game.

Attack Helicopter Operations, pp. 72-137, consists of excerpts from the U.S.
Army'’s Field Guide 17-50 on various attack helicopter deployments and proce-
dures. The table of contents at the beginning of this chapter (p. 72) can help you
find the topics you're interested in.

General Mission Information, pp. 140-169, discusses the different types of mis-
sions you'll encounter in this game. You'll also find orders of battle for the cam-
paigns, a map of the NTC theatre of operations and comments and strategies
from game designer Mike Francis.

Mission Analyses, pp. 172-165, Contains maps and analyses of the single mis-
sions and the special orders which overlay campaign missions. A thumbnail index
of these missions (Mission Thumbnails, p. 175) lists the mission names, loca-
tions, main objectives and the page the mission to help find your mission.

Jane's Sentinel, pp. 268-301, contains relevant Jane's Sentinel information on
the international affairs and armed forces of Azerbaijan and Iran.
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Expert pilots may recognize some of these hints from the original AH-64D
Longbow strategy guide. The basic dynamics of flying and playing the game

haven't changed much, so we've included relevant information from that book,
along with all the new material specific to Longbow 2.

This section gives guidelines and useful hints and tactics for playing the game. All
general tips are marked with a gunsight (#). Tips for more advanced pilots are
marked with a double-gunsight (# #). “Cheats” (things you can do in the game
that aren’t possible in reality) are marked by a missile (™).

GENERAL TIPS
MISSION PLANNER

Use the REHEARSE button if you adjust waypoints for your flight or other
flights, just to make sure everything is timed correctly.

#  The terrain profiler in the Mission Planning Center can give you a close look
at what type of terrain you'll be facing between any two waypoints. Simply
select the PROFILER button, then left-click and drag between two points on the
map. A window displaying a horizontal terrain profile of that line appears.

#  The profiler button is notably useful in the NTC campaign — there's not
much to hide behind at Fort Irwin, so finding a good cover spot may take
awhile. Additionally, the profiler displays your weapon's range between
those two points. This is an indispensable tool if you're trying to set up
your flight path for a mission deep in enemy territory.

#  |f you are playing with limited resources, the Mission Planner arming
screen displays your current inventory of helos and weapons.

#  Study your mission objectives before you visit the Arming screen. If you're
flying a CAP in friendly territory, you're not going to need to load up
Hellfires — rockets would probably be more useful.

#  |f you see a large, blue arrow on the mission planning map, you'll know that
your friendly armor is getting ready to advance.

#  Once you're in the air, the only Mission Planner screens you can touch are
the Briefing and Tasking windows — and the map, of course.



Flights: Picking Your Mission

&

Find out the overall objective for the mission. Then, look to see which flight
will most impact the success of that mission. When you decide which one
it is, take it. The enemy Al in the game is good, but in most cases, you will
accomplish more than any Al pilot will.

Always take a Recon flight if it's offered. The key to advancing in the game
is to perform reconnaissance that lets you know where the enemy is, and
where he's going. The more threats you spot, the more threat icons you'll
see on your map, and the better informed you'll be.

Escort and troop insertion/extraction missions are important as well. Often,
the troops that are being dropped behind enemy lines are gathering valu-
able intelligence information that you'll benefit from in the near future.
Make sure your troops get in and out alive!

Supply convoy missions are indicative of your progress in the campaign. If
you’re moving a lot of supplies to the front lines, that means your front
armor forces are increasing their readiness level and preparing for an
advance. And since winning the campaign is based on pushing the enemy
backward, this is a good thing. Protect your convoys.

By the same token, take out an enemy supply convoy whenever you can.
Be careful, however — you aren’t necessarily supposed to destroy every-
thing you see. If you're in doubt, check the mission briefing.

CAS missions are an important indicator of upcoming friendly movements.
When friendly armor attains a high enough readiness level to move, large
blue arrows will show up on the mission planning map. When that hap-
pens, support that advance. It goes toward winning the campaign.

If you're a slow, conservative player who likes to take your time, the timing
of escort missions may pose a problem. To make them easier (i.e., less
time-intensive), pick a waypoint near the friendly line and increase the loiter
time there for the flight you are escorting. This will cause your escort to
pause just before crossing the line.

When you're escorting Black Hawks or other aircraft, don't focus on the
tanks and artillery that are not in the immediate flight path. Tanks off the beat-
en path are usually out of attack range, and artillery won't fire on air targets.

If you are flying as a protected Black Hawk, keep an eye on your escort. If
you see him firing Hellfires, you know there’s trouble ahead of you. If you
start taking small arms fire, you can use your door gun — but whatever you
do, don't stop moving. You won't take out much of anything besides sol-
diers, but you might get lucky and hit a helicopter.




Waypoint Manipulation

Most of the missions lay down the best route as the default waypoint progres-

sion. You can add, delete or adjust custom waypoints before a mission by using
the computer in the Mission Planning Area. During flight, you can do the same

thing by opening up the navigation map with the command.

You don't have to fly to each and every waypoint, although you shouldn’t skip any
unless you know for sure there's nothing there. The game doesn’t care how you
approach the primary targets, as long as you accomplish the mission. You can use
this to your advantage in many missions.

The best indication that you should alter waypoints is when you're flying correctly
(low and slow), but keep getting shot down by SAMs. Some missions are littered
with SAMs that block the path you're supposed to take. And 90% of the time,
what'’s going to kill you is a missile from a 2S6. By concealing your position behind
ridges and traveling through valleys, you can often avoid SAMs, especially 2S6s.

Examine your map carefully before each mission, and follow these general strategies:

# A good soldier is a well informed one. Before each mission, be sure to
absorb information from your navigational map and briefing in the mission
planner. They contain intelligence information on just where AAA, SAMs
and enemy aircraft have been spotted recently. Don't fly blind!

#  If you ever get lost, bring up the your navigational map by pressing (At ]N).
As long as you keep your waypoint indicator visible on your heading tape,
you shouldn’t get lost. But if you do, this map can help you out.

H# Look for conspicuous ridges close to the primary waypoint. The game
designers love to position SAM sites just over a ridge, where you won't
see them until you bob up or pass over the crest. The same altitude you
need to top the hill also gives your presence away. (This was modeled after
actual military strategy.)

#  Waypoints that are far apart (15+km) almost always have SAMs or enemy
FARPs in between them. Cruise low and bob up to 300 or 400 feet every
so often to ID SAMs. When you find them, you may be able to adjust your
waypoints so that you weave around their arcs.

#  You can create waypoints to simply mark places you want to be aware of
(for instance, if you want to stop midway through a pass or valley). You can
see this type of info while in the nav map, but it's useful to have some
quick way to get a point of reference or know when you're about to reach a
terrain change.



#4# You don't have to create a new waypoint every time you need to add one in
a mission. You can drag waypoints that you've created in flight to a new
location at any time during the mission.

#  You can't change waypoints for some flights that you escort (e.g., MH-53J
Pavelows). For other computer-controlled flights, you can change their way-
points at will.

#  You can manually change your current waypoint by pressing (W) or (Shift[w).
The number of the current waypoint appears as “WO#" to the left of the
High Action Display (the large rectangle at the bottom of the IHADSS dis-

play).

# A good way to survive a mission, especially if you're damaged, is to back-
track — instead of heading directly to the last waypoint, go back the way
you came. The given path has fresh enemies and can be really dangerous.
(Only do this if you're not escorting something.)

The sneakiest way is to go back to your starting point (which is usually in
friendly territory) and then slide on over to the landing point (also in friendly
territory). That way you make the last leg of the journey without hostile
forces shooting at you. Feel free to modify the waypoints.

#  After you receive the “Mission Successful” message, you can land at any
FARP to end the mission. You don't have to move to the landing FARP way-
point. Note that if you land anywhere else besides a friendly FARP and
aren't captured, your score is reduced (see Scoring, p. 62).

# If you die, any waypoints you added/moved before starting the mission
reappear when you re-fly the mission.




BASIC COCKPIT SETUP
Between the Longbow and Kiowa cockpits, it's easy to feel overwhelmed by all the

different modes and screens. The good news is, you won't need half of what's avail-
able to you, and the other half won't take long to master.

#  While you're learning to fly a Longbow, try this cockpit configuration when
you take off. It's a favorite among our playtesters.

Home
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Engage rotor.

Display enemy target IDs on Upfront display.
Switch to LOAL (lock on after launch) missile launch mode.
Cycle through to ASE left MFD page (pilot's seat).
Right MFD shows TSD page by default.
(Numpad) Switch to CPG seat.

Cycle through to Communications left MFD page.
Cycle through to Systems right MFD page.
(Numpad) Switch back to pilot seat.

Switch to Cruise IHADSS mode.

Activate FCR target acquisition mode.

Change FCR range to 10km.

(Night missions) Activate PNVS.

Kiowa Warrior

#  If you're flying a Kiowa, try this cockpit setup.

B
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Engage rotor.

Cycle through to VSD MFD page (pilot's seat).
(Numpad) Switch to CP/G seat.

Cycle through to ASE MFD page.

Change ASE range to 10km.

(Night missions) Activate PNVS.

(Numpad) Switch back to pilot's seat.



MASTER MODES

You'll find that after you play for a while, you'll have certain preferences and
spend the first minute or so after takeoff setting up your MFDs and modes the
way you want them. (See the previous page for a couple of possibilities.)

You can do this somewhat automatically when you press (M). The (M) key cycles
through master modes and changes the missile launch, IHADSS and MFD modes
simultaneously, in both the Longbow and Kiowa. If you rely on master modes,
INDIRECT is the one we recommend. Of course, you can always adjust modes
independently with the following keys:

Automatic Mode Keys Individual Mode Keys
(M) Cycle through master modes Cycle through IHADSS modes

Nav master mode =) Cycle through MFD pages
Direct master mode Toggle between target
acquisition modes (TADS/FCR)
Indirect master mode (ins) Toggle between missile launch
modes (LOBL/LOAL)
ATA master mode (PgUp) Toggle between radar modes
(air/ground)
Master Mode Settings
Left Right Target Missile
Master IHADSS MFD MFD Acquisition  Launch
Mode Mode Page Page System Mode
NAV Cruise ASE TSD TADS LOAL
DIRECT Transition TADS TSD TADS LOBL
INDIRECT Bob-Up WPN TSD FCR LOAL
ATA Cruise Radar* TSD FCR LOBL

* |n air radar mode

Kiowa Warrior

Left Right
Master MFD MFD
Mode Page Page _
NAV ASE TSD
DIRECT MMS VSD
INDIRECT MMS VSD

ATA MMS VSD




IHADSS Mode

Unless you want to know every detail of your helicopter’s instrumentation, leave
your IHADSS in Cruise or Transition mode. Press until one of these appears
in the upper left corner of the IHADSS. Either mode is good to fly in — it's a mat-
ter of preference. Cruise gives you a pitch ladder, and both Cruise and Transition
modes give you an altimeter.

#  Use the Cruise or Transition IHADSS mode whenever you're flying nap-of-
the-earth.

## Use the Bob-Up mode when you're hovering and want to make sure you
don’t stray too far away from your original position when you pop up and
then descend.

## Use Hover IHADSS mode whenever you're hovering but don't really care
whether you drift or not.

MFD Pages

The Tactical Situation Display (TSD) and Aircraft Survival Equipment (ASE) pages
are the most important ones. You'll need the other pages for other things (radar,
TADS camera view, system damage, etc.), but these two are the most important
ones. Press (<] to change the left MFD; () to change the right MFD.

MFD Longbow Black Hawk Kiowa
TSD # # #
Comms # # #
System # # #
ASE # #
Radar #

TADS i

Weapons #

Engine #

Flight #

VSD #
MMS #

#  Ina Longbow with radar, it's best to fly with your ASE and TSD MFD pages
active. You'll use these more often than the rest of the pages, especially if
you're using FCR target acquisition. (When TADS is active, however, you'll
probably want to bring up your TADS page instead.)



The TSD shows you the battle line and what enemies are within FCR
range. Try zooming to 10km in this page. You can acquire a target simply by
left-clicking the mouse on a target icon in this page. By right-clicking-and-
dragging, you can create a Priority Fire Zone. In LOAL mode, Hellfire mis-
siles you fire will automatically acquire targets within that zone.

The ASE is primarily applicable to SAM avoidance (not available on the
Black Hawk). Keep it zoomed out to 25km (or 10km, at least). This gives
you a bigger picture of the battlefield than you can see on the TSD. Most of
the time, you'll look at the SAM circles in the ASE to find out how close
you are to a SAM's threat radius. The other thing it tells you is whether
you're being tracked by enemy radar (a solid line appears) or missiles (a
solid diamond appears). If you see either, drop down immediately to break
the radar or missile lock.

Other Modes

#

LOAL vs. LOBL Missile Launch Modes. There are two different missile
launch modes for use with Hellfires. LOBL (lock-on before launch) mode
locks onto a target in your target list (which is updated whenever your radar
detects threats). You must have the target selected when the missile is
launched. LOBL mode features a small, square targeting box.

The second mode is LOAL (lock-on after launch), which displays a large,
square targeting box. LOAL allows you to fire off multiple Hellfires into a
target zone (PFZ) without exposing yourself to enemy fire. The missiles will
find their individual targets after you launch them, not before.

You need LOAL mode 99% of the time. LOAL displays a very large weapon
constraint on your IHADSS. What LOAL effectively means is that you can
fire a Hellfire missile even if you don't have a valid line of sight. Why would
you want to do this? You can pop up from a hover, acquire your targets,
then fire upon the enemy while safely behind a hill.

FCR Target Acquisition Mode. Assuming you're in the Longbow with
radar, you should always stay in FCR. There's only one exception to this,
and that's if you're searching for something that can’t be detected with a
radar. CIS soldiers, for instance, can only be targeted if you're in TADS
mode. They're too small to be seen by the FCR.

Upfront Display Mode. Keep your Upfront display in target identification
mode (press (U). Otherwise, you may accidentally toast a friendly because
you have no other way to ID friendlies.




l‘ LIGHT TIPS

Un-learn all you know about flying jet fighters — the helicopter is a totally
different beast. But although you can't out-run an airplane, you can out-
maneuver one.

It's a good idea to stay below 50 feet when cruising to your waypoints. This
keeps you concealed, but it also prevents you from seeing what's around you.
Try climbing to 200 feet every once in a while to update your FCR and TSD.

If you go above 200 feet for longer than a second or two, you'll be detected
by nearby SAMs. Almost without exception, they'll call in an Su-25 or
MiG-29 against you.

Don't underestimate the power of a well-timed, offensive air strike. If you
detect enemy helicopters from a distance and you don’t mind waiting and
hiding out for a while, call in an air strike. It may take a few minutes for the
F-16 to arrive, but its firepower more than makes up for the delay.

Never turn right while you're moving without being very careful. Your wing-
man always flies on your right flank, and you'll collide with him if you're not
careful. It isn't a problem if you're hovering, of course.

If you pull your nose straight up, you may overtorque, and veer to the right
.. and hit your wingman.

First-time fliers, do yourself a favor and jump directly into the ADVANCED or
EXPERT flight models. Once you get used to them, you'll be glad you never
bothered with the others. The other flight models keep you from doing
steep banks and other maneuvers that can help you become a better pilot.

To make a really tight turn: pitch up, lose collective and apply rudder simul-
taneously, then nose down.

Make note of what the other flights are trying to do in order to accomplish
their missions. You may be able to help them out when your mission is
completed. On the other hand, if you're running low on fuel, or think that
you'll most likely be shot down if you leave your waypoints, look after your
own interests first.

If you need to lose altitude without gaining any more speed, drop your col-
lective a bit. Once you find an altitude you're happy with, gently restore col-
lective until the arrow is once again centered on the bar.

Remember that if you drop collective quickly when flying low, you need to
increase it quickly as well, or you'll crash. (You can also lose altitude by
pitching the nose downward with the cyclic, but this increases airspeed.)
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In the ADVANCED and EXPERT flight models, your primary method of adjusting
altitude is the collective control. Keep a constant watch on the altimeter.

In the Black Hawk, the altimeter is the top, rightmost dial gauge.

In the Longbow or Kiowa Warrior, look for the long bar with the scrolling
arrow. It appears in the IHADSS (Longbow) or Vertical Situation Display
(Kiowa Warrior). When the arrow is in the middle of the bar, you are neither
gaining or losing altitude. If the arrow drops, you're losing altitude. Similarly,
a rising arrow indicates a gain in altitude.

On the ReaLIsTIC flight model, it's hard to stay low and keep a constant
speed at the same time. To deal with this, set your collective to about 75%
and use the cyclic to change your altitude. You can use collective too, but
making large collective adjustments can put you down in a pile of debris
before you know it.

Slowing your helicopter down can be quite a task. The easiest way to do
this is to drop collective to about 30%, pitch up your chopper’s nose, and
watch your airspeed drop. This causes you to gain some altitude, but it's
the fastest way to bleed off airspeed.

Once your airspeed drops to 15 knots or lower, level out the helicopter and
restore collective to 70 or 80%. Next, press (H) to autohover (or transition
into a hover).

When flying with the ADVANCED flight model, make sure you don’t have too
much forward speed while approaching a waypoint. If you do, you'll find
yourself coming in too quickly, then fumbling to slow down as you fly past
the targets. Not only does this loft you up, it also makes your chopper a sit-
ting duck for all nearby threats, and they'll lock you up. About 1km before
you want to hover, drop collective to zero and glide in. Add slight collective
at the end of the glide to avoid crashing.




Flight Controls
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You won't use the tail rotor much at high speeds, but you'll need it all the
time at speeds under 60 knots. Your tail rotor is just as important as the col-
lective or cyclic. The more adept you are at controlling all three simultane-
ously, the better pilot you'll be.

A good set of external rudder pedals certainly helps control the tail rotor
and seriously add to the simulation experience. Another useful option is to
program the tail rotor controls to a 2-way or 4-way hat switch on a program-
mable stick or throttle.

A good programmable joystick is also highly recommended for this simula-
tion. That is, one with at least four buttons, a hat switch and an analog
throttle wheel. Controlling the collective precisely is a must in this sim. A
separate throttle control is actually your best choice, followed by an analog
throttle control.

The more buttons on your stick, the better. Having more switches and hats
to replace keystrokes not only makes this sim more interactive and realistic,
it also keeps your hands on the stick and collective instead of the keyboard.
You'll find this an indispensable aid.

If you don't have a throttle stick or wheel, try assigning the collective
and (-] keys to the up/down positions on your hat switch. Then, place the
rudder on the left/right positions. This gives you all of your major flight con-
trols on a single switch, leaving your other hand free to control the mouse
or keyboard.

Autohover is a good button for your joystick if you've got one with a lot of
buttons. Or, you can define the full forward position of your throttle device
as the (6] collective setting on the keyboard. This way, if you need to come
to a hover, all you have to do is push the throttle all the way forward and let
go of the cyclic stick. The only drawback is that you now need to use the
keyboard to get 100% collective (or assign it to a joystick button).

If your joystick has a lot of buttons, assign the wingman “Attack My
Target/PFZ"” command ((Ctrl]3)) to one of them. In the heat of battle, you'll
be able to send him after something without having to take your hand off
the joystick.



Flying the Longbow Without Radar

#4 If you like to keep the realism high, fly the Longbow without radar through-

out these missions. To compensate for the lack of an FCR, frequently cycle
through your available targets as you move over new terrain.

In the Longbow without radar, trying flying with TADS as one of your main
MFDs. Use (U] to toggle your Upfront view.

If you're used to flying a radar Longbow, use (T) and to find targets
and best targets. It compensates for not having the TSD showing you
where all the targets are on the field. Unless you're constantly cycling
through your targets, you have no idea what's out there. Something will
come into range while you're still concentrating on the last target you saw.

For escort duty, nothing beats a Longbow. A Longbow without radar will do
the job just fine and fosters helicopter conservation, but either model
works. The Kiowa, on the other hand, doesn’t have enough power to fly
escort, and you won't be of much use to anyone if you take a Black Hawk.

Flying the Kiowa Warrior
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It takes real piloting skill to fly a Kiowa. It's a recon chopper: fast and
maneuverable, but you've got to be smart enough to get in and out without
being seen. The targeting system needs line of sight, which means you
have to get in close, take your pictures and make it back home.

Kiowas are harder to detect than Longbows, so SAMs have a harder time
hitting you if you're in one.

If you assign the computer players to use Kiowas, they'll often have a better
chance at succeeding than if they were using Longbows. (Computer wing-
men tend to hide better than they fight.) Also, if you send your Longbows
out and they get shot down, you won't have them for your own strike mis-
sions. It will be 3 to 5 missions before you'll be able to replace one.




Flying the Black Hawk
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A Black Hawk is fast but unmaneuverable. It's the closest thing to flying a
rocket-powered elephant that you can experience.

# Black Hawks are really only insertion/extraction choppers. They are best at
going from Point A to Point B in a straight line, with no enemy confronta-
tions. You can only aim the door guns yourself if you put the Black Hawk on
autopilot, which almost guarantees you'll be killed in a combat situation.

#  The Black Hawk is best flown in a multi-player scenario. It adds suspense,
because you're relying on your friends in their Longbows to clear out the area.

#  Try flying the Black Hawk in a multi-player insertion/extraction mission if you
like a challenge. It has no IHADSS, no missiles, no good displays, and next-
to-useless door guns. When you fly one of these, you really have to sit
back and think your way through. It's a challenge.

#  If you do want to fly in the Black Hawk, remember that your trigger acti-
vates the door guns, even when you're in the pilot's position. Your Al door
gunner will aim (and he’s not all that bad), but you control when he fires.

#  Because you're depending on your fellow pilots anytime you're in a Black
Hawk, it's really a bad idea to fly with a computer wingman. Computer
wingmen aren’t good enough at recognizing threats to keep a Black Hawk
alive all the way through a mission.

AUTOPILOT FUNCTIONS
# If it's a long stretch between waypoints, you might want to autopilot ((A). In

enemy territory, decrease the autopilot speed ((Cti)A) to reduce your
chances of being spotted.

# If your helo is damaged and hard to fly, try autopilot. It might get you home.

# Remember, you can’t hide and use autopilot. Autopilot keeps your altitude
around 100 feet, so make sure that no one nearby can attack you before
you activate it. The one exception is the Hover Hold key ((H), which main-
tains your current altitude.

# If you get lazy and don't want to spin to bring the waypoint carat into view,
hit auto-pilot briefly. This gets you oriented in the right direction. This is use-
ful if you've got autopilot set up as a joystick or throttle stick button — you
don’t have to touch the keyboard at all to reorient the helicopter.

== If you insist on using autopilot with enemies around, activate time compres-
sion to 8x. This reduces the likelihood of a missile hit.

#  You can usually autopilot home to the last waypoint. It will drop you into a
hover over your landing FARP, so all you need to do is drop collective to land.




'l‘l\ll‘ COMPRESSION

One small time-saving trick is to turn on your helicopter’s rotors, then turn on
Time Compression ((Tab) to shorten the time it takes to achieve full speed.

™= Time compression makes you harder to hit. This is because the game
checks every few seconds (in real time) to see where the weapon is in rela-
tion to your position. When the game time gets speeded up, the frequency
of checks is reduced. Similarly, don't fire your weapons while time-compres-
sion is active. They're also less accurate because of fewer game checks.

'l‘l' RRAIN

Your cardinal rule as a pilot should be to fly as low as you can whenever
you can. Fifty feet is a good bet for cruise altitude, and although it isn't
easy to remain that low, you need to master it to survive. Building up the
skill to constantly fly nap-of-the-earth is something our playtesters recom-
mend to every aspiring helicopter pilot.

Practice as much as you can at that level, and then try to master flying
under 30 feet or less. You'll be thankful later, when your Commanding
Officer pins yet another medal to your chest because you completed your
objectives and made it back with your chopper intact.

#  You cannot hide behind buildings.

#  |f you know something is waiting over a hill for you, go around the hill if
possible. That way, you won't have to be so high to get a valid LOS.

#  The direction (north, south, west, east) from which you attack a waypoint can
be very important. Before you get too close to the primary area, check for hills,
valleys and ridges that will let you move within 8km of the area and still conceal
your position. If your current direction exposes you too much, manipulate an
extra waypoint to make an approach from a different direction. It's okay if way-
point lines cross each other.

#  If the primary targets lie on flat ground, but are positioned behind a moun-
tain range, search for a canyon passage that will let you slip in unnoticed.
This is a prime strategy in some missions, and adding an extra waypoint in
a pass often preserves your element of surprise.




USING WEAPONS

Note: The Black Hawk carries only guns.

#

#

If you're flying the campaign, use your Mission Planner Arming window to
figure out what you have left in the way of helos and weapons.

You can cycle through gun burst rates by pressing (G) and change the num-
ber of rounds that are fired with each pull of trigger.

Don’t point your nose down when using Stingers and Hellfires. Always pull
your nose up a little bit. This keeps them from slamming into the ground if
you're low.

Reserve ammo until you've reached primary objectives. Then, let loose, but
concentrate on strategic targets — SAMs and AAA, incoming enemy heli-
copters, or whatever is the biggest threat for your given mission.

If you're playing with limited weapons inventory and have weapons left
once you've completed a mission, they go back into your total inventory.

Don’t forget about FARPs if you run out of fuel or ordnance. They affect
your score, but use them when you're more concerned with survival than
medals.

In single-player games, you can change your Gameplay/Realism setting
from SIMPLE to EXPERT right before you fire. Then, after you get full points for
the kill (without the penalty for playing on SIMPLE), you can change it back.



Guns
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Use guns against small artillery pieces and soldiers.

Strafing is best at speeds under 60 knots. Any faster than that, and you'll
have a lack of maneuverability when you need it the most.

If you're taking out a line of targets with guns, approach from one end and
strafe them in a linear path instead of attacking them at a random angle.

Anything you can kill with rockets, you can kill with guns. You can carry a /ot
more bullets than rockets, and rockets take up space that could be carrying
Hellfire missiles. Sometimes, that can be a good thing — but not usually.

You can elect to arm the Black Hawk with either M60D or M134 doorguns, but
you'll want to take the M134 minigun in all cases — it has a lot more ammo.

If you're flying solo in a Black Hawk, you can target threats from the pilot's

station. Whenever you pull the trigger (or press (Enter)), the doorgunner will

automatically target whatever threat you've designated. This method is fair-
ly accurate, and you don’t have to do the targeting.

If you switch to the doorgunner’s position, you can aim the doorguns your-
self. Use the Numpad (2), (4), (6), and (8] keys, or press and move the
joystick to aim. Trade volume for accuracy, and watch where the bullets hit
— merely relying on the sight won't help you much. If you see that your
shots hit wide or short, adjust the gun position to compensate.

Rockets
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Rockets are good if you're facing a lot of helos. If you can aim relatively
well, you can use them against air targets.

HE rockets are best for helicopter engagements because they don't have
any minimum range requirements. Multi-Purpose Submunition Rockets
(MPSMs), on the other hand, have a minimum range of about half a kilome-
ter or so. Either rocket type will work against ground targets, especially
against clustered targets. Use them sparingly in either case, because rock-
ets don't reach your front lines that often.




Hellfires

Longbow, Kiowa Warrior
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Most campaign missions can be flown effectively if you and your wingman
carry a double load of Hellfire missiles. In most missions, you'll be thankful
that you have 16 Hellfires, instead of the default rack of 8. (Of course, read
your briefing to make sure your mission involves ground targets. If you're
facing nothing but helos, Hellfires won't do a whole lot of good.)

Of all the pieces of ordnance you can carry, the Hellfire takes the cake.
Tinker around with the different modes of delivery — LOAL and LOBL. You
can toggle between them by pressing (Insert).

Most targets worth destroying take a Hellfire missile apiece to kill. Others,
such as hardened bunkers, take two.

Use LOAL for pop-up attacks with Hellfires. LOBL is good for firing at tar-
gets in your line of sight when you're not worrying about being shot at. It's
also quicker if you're trying to pick off specific targets in succession.

LOBL doesn't have a lot of applications, unless you want to be certain you
don't fire off a Hellfire without a valid lock, or if you're extremely picky about
target types. In LOBL, you can't fire unless the missile box is solid; in LOAL,
you can fire without a lock.

If you're loading up yourself and your wingman with Hellfires, give yourself
RFs (radar versions) and your wingman laser Hellfires. This helps spread out
your Hellfire use, which is important when you have a limited supply.

During flight, use your RFs to attack high-priority threats that you spot at
long range. Pass targets at shorter range and/or lower priority off to your
wingman. Why? Laser Hellfires have a shorter maximum range than RF
Hellfires.

Take radar Hellfires whenever possible. Their range is 8km, and you don't
have to keep the same target locked until impact. (Laser Hellfires, however,
require that you keep a lock. This is because you're using the laser designa-
tor in the TADS/PNVS turret to “light up” the target with a laser beam.)

With laser Hellfires, you can't change targets after launching a missile. This
is because you must maintain the laser designator.

There's a Hellfire trick you can use (which you may have discovered by
now). In LOAL mode, you can fire your Hellfires even if you're out of range
or don't have a valid missile lock in the IHADSS display. If you move within
range or get a good LOS before the missile timer counts down to 1, then
you'll get the hit.
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Fire a Hellfire, then cycle through targets to get the next target you want.
This keeps you from wasting missiles in the PFZ on things you can easily
destroy with guns later.

'l‘AR(xF’l‘ TYPES
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Against air targets, use Stingers. If you don't have any, try rockets.

If you're getting shot from ground targets you can’t seem to spot on your
radar, chances are you're facing a soldier with a shoulder-mounted SAM.
Switch to TADS and your guns, then toast him.

Deploy only a single Stinger at each air threat, then follow up with guns.

If you're firing at an Su-25 or MiG-29, come to a hover, stay low, and fire at
him as he makes a head-on approach. As he flies over, be quick with your
chaff pods and be ready to spin around 180 degrees. As he passes over
you (but before he banks and returns for a second pass), fire at him again.
Don't fire while he's banking — there's a greater chance you'll miss.

Remember, Frogfoots are good for points (at 500, they have the highest
point value).

You can launch Hellfires at air threats if you're at least 2km away from them
(if you're desperate). However, they're not extremely accurate. Only do this
if you're out of Stingers and your gun is inoperative.

Grounded helicopters are just like ground threats — target them with
Hellfires. (Your wingman, however, will launch Stingers at them.)

Hardened bunkers and tanks are hard to destroy with bullets if REALISTIC
WEAPON DAMAGE is active. Use missiles or rockets instead — otherwise, you
waste time and rounds.

Artillery is soft. Don't use rockets or missiles against them, use machine
gun fire. They won't really put up a fight. The closer you are, the less
ammo you'll need.




TACTICAL SITUATION DISPLAY MFD
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Longbow, Kiowa Warrior

You can’t use the mouse to lock onto TSD targets if TADS targeting is active.

In the Longbow, you must be in FCR target acquisition mode to update the
targets that appear in your TSD. If TADs appears in the MFD display, press
to switch to FCR. (The Kiowa, in contrast, only uses MMS — which
is always active.)

If all the targets on your TSD appear to be little boxes, you're zoomed out
too far. Press to cycle through TSD ranges — the boxes will take on
individual icon shapes.

Circles with “tails” represent helicopters, and solid triangles denote enemy
aircraft. Once you pick them up with FCR, they'll stay on the TSD display
even if you switch to ground mode.

Extending the TSD range can sometimes help you ID more targets. Try
going to an extended TSD range as you're about to enter enemy territory.

ABCCC (press [Ctri]~) is a valuable target-gathering tool. Use it to download
other helicopter’s targets onto your TSD — this allows you to get valuable
information on areas before you enter them.

PRIORITY FIRE ZONES
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Longbow, Kiowa Warrior

When you carry RF Hellfires, make it a habit to use PFZs (priority firing
zones you create by right-clicking and dragging in the TSD MFD). They
make targeting and firing a lot simpler, and you can use them to assign tar-
get areas to your wingman.

If there are two or three sets of targets you want to attack, go ahead and

set up your PFZs, then choose the first one you want to use. (@) will cycle
through them, so when you get close enough, just press (Q) instead of tak-
ing the time to set up a new PFZ.

Once a PFZ is empty, delete it by clicking on the PFZ label with both mouse
buttons simultaneously. Old PFZs will just confuse you, especially if you're
trying to cycle through them in the heat of combat.



#4# Some targets move into a PFZ after it's created. These will not be added to
the target list automatically. To add a unit (such as a mobile SAM site) to the
currently selected PFZ, hold down and left-click on the target’s TSD icon.

#  PFZs can cycle through up to 16 targets apiece. Try to avoid creating large
zones — keep them small and accurate (i.e., target only a few specific
items at a time).

USING YOUR CO-PILOT/GUNNER

#  You can control both the pilot and CP/G functions in the game, or assign
spotting and/or countermeasure duties to the CP/G in the oPTION menu.

#  Just because you can't see anything when your CP/G says “Threat Front”
doesn’t mean that he's rambling random warnings. His vision is just better
than yours (and your sensor range is probably set too low).

#  To take full advantage of the extra MFDs in the Longbow's front seat, set
up those two MFDs differently than the MFDs in the pilot seat. WWe recom-
mend keeping up the ASE and TSD in the pilot's seat, and the Weapons
MFD and System MFD in the CP/G's seat. If you need to see any other
MFDs, switch out the System MFD in the CP/G seat and leave the others
as they are.

#  |f your CP/G calls out something by name — “Helicopter, 3 o'clock” — it
means it's a formidable threat. This is very useful info if you don't like to fly
with your ASE up — if you listen to your CP/G, he'll give you a lot of the
warnings that the ASE would. You can also keep the ASE autopage feature
on, so that the ASE page will automatically pop up in one of your MFDs
when you're threatened. (On is the default setting; use to toggle.)




U SING YOUR WINGMAN

Time compression can leave your wingman behind. Watch out for this
when you're about to go into heavy combat.

#  Your wingman picks his weapons according to his targets. He'll use cannon
for lightly armored targets at close range, rockets for medium-armored tar-
gets at close range, and Hellfires against heavily armored targets and any
long-range threats. He'll use Stingers against air targets.

#  Your wingman will follow you around relentlessly, unless you are attacked
by enemy air threats. He will then break formation to defend you, but you
can use to call him back.

#  Wingmen can dogfight. They'll try stand-off attacks first, using Hellfires and
Stingers. They can hit targets — even other helicopters — with rockets. They
don't use textbook maneuvers but will respond to an opponent’s moves and try
to position themselves for a good shot.

#  When you're in a masked position and want to waste your enemy’s mis-
siles, you can use your wingman for a double-lure maneuver. Find him a
good, masked spot behind which to hover and order him to “Stay Here"”
((cr1)9). Then, go off and find another good position for yourself. Now, if
you pop up, so will he. He'll also drop when you drop. With luck, you can
both draw a missile and drop before either one gains a good lock.

#  |n some situations, you simply need more ordnance than one helicopter can
carry. To ensure you have enough ordnance to complete the mission at
hand, always use your wingman's weapons first. A good leader always
brings his wingman home with him, but sometimes it's just not possible.
Don't feel too guilty about it ... after all, this is war.

#  Arm him with Stingers. This greatly increases his chance of survival.

#  Your wingman needs you to have a valid line of sight (LOS) before he can fire at
a target (it's your targeting system that identifies targets for him). His weapons,
however, use his LOS to the target. Hovering can help his accuracy (when you
hover, he does t00).

#  Next to Hellfires, your wingman is your most valuable tool. The attack heli-
copters should remain hidden, for instance behind a hillside. Once the lead
finds the threats, then the attack pilots proceeded to engage them as a
team.
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Use your wingman as your second set of ordnance. The “Attack My
Target” command ((Ctr1)3) should become second nature to you. Once
you've locked onto a target, hit that command, and your wingman will fire
on whatever target you give him. Keep firing on other targets in the area,
and alternate until all threats are eliminated.

Use your wingman against tanks, immobile objects, and other items you
don’t want to waste your Hellfires on. Your wingman only uses LOBL mis-
sile launch mode.

Don’t send your wingman after grounded helicopters. He'll get shot down
by surrounding threats.

Be careful about telling your wingman to fire on things that are directly to
your left. If you are hovering, it shouldn’t be a problem for him to go around
you, but if you're moving, he may get confused and shoot at enemies that
are ahead and to your left ... making it very easy for you to fly into his fire.

If you're waiting around for your wingman to finish up some targets, go to
TADS MFD and select the same current target as your wingman. By zoom-
ing in as far as possible, you can verify what targets he's destroyed ...
they'll appear courtesy of the FLIR/DTV/DVO camera.

If you need to conserve Hellfires, put your wingman in cover mode and use
your guns on the small fry.

You may not want to bother with certain mundane targets (like tanks or
small artillery sites). Instead, send your wingman after them.

You can easily keep track of the number of remaining Hellfires on your
wingman’s aircraft if your system has more than the minimum RAM
requirement. Activate the DETAILED HELICOPTERS option in the OPTION menu,
then pan the external camera view to see how many Hellfires are still
mounted on his wing pylons.

If you hit and end your mission before the other pilots finish, it calcu-
lates your score according to the chance of their success.




BEATING HELICOPTER BANDITS
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In helicopter vs. helicopter warfare, make sure you target the Hokums first.
They're the only enemy helos that can fire air-to-air missiles at you.

You can tempt helicopters away from a SAM-infested FARP by ascending.
They'll acquire you and move away from the FARP. This way, you can elimi-
nate them and stay out of the airfield’s SAM and artillery range (unless
2S6s are present).

Helicopters continually analyze the tactical situation to decide where to go
and what to do. If the situation is right, they may perform something that
looks like a textbook maneuver. However, this is merely a reaction to their
opponent’'s maneuvers — no “Stern Conversion” string is called up in the Al
code. So, as in real life, using a textbook counter-maneuver may not work.

Enemy helicopters will drop chaff and take evasive maneuvers, so it is pos-
sible to miss them with a perfect shot.

If there’s only one enemy chopper, tail him and he won't shoot at you.
Avoidance is his first routine.

If you saw a helicopter a few moments ago, and it no longer appears when
you make a 360° sweep of the area, chances are he's right on top of you.
This is an avoidance routine of sorts ... he won't fire on you, but he will
hide directly above you. If this happens, yank back the cyclic stick and apply
additional collective. You'll slice backward with your nose up, a perfect posi-
tion to fire at your opponent with the chain gun.

In the Al structure, an enemy helicopter’s preferred position is behind its tar-
get, and it will continually maneuver to get there. Use air radar to “check six.”

Helicopters paired as wingmen will attempt to support each other
(i.e., one will attack from the left and the other will attack from the right).

The Mi-24 “Hind"” and Mi-28 “Havoc" are built like flying tanks and have
tons of chaff dispensers. Therefore, most of the time it takes two Stingers
to bring one of them down. At the same time, Stingers are precious and
you won't want to waste two of them on a single chopper. If the first one
doesn't take down the helo, wait until you can maneuver within chain gun
range.

There is no hard and fast rule about whether enemy helicopters will attack
you. They have their own mission agendas, the same as you do. If they a)
see you and b) have attack capabilities and c) it doesn’t counter their stand-
ing orders, they'll attack. If not, they'll leave you alone.



BEATING JET BANDITS
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Not many missions have planes. In the ones that do, make sure you stay
hovering. Although it makes you more vulnerable, it also lets you fire more
accurately. Hovering near one of your FARPs is especially preferable. If you
get into trouble with fuel or weapons, you'll be able to land and restock
your tank and pylons. You'll also have the added support of Avenger SAMs
and Patriot missile sites.

Try to save your air strikes for MiG-29s. It will take a while for the F-16 to
intercept them, but it's better than trying to take them down yourself.

If you are being engaged by a MiG-29, try shooting a missile at it — even a
Hellfire. The warning tone he gets if it locks on might be enough to get him to
break off, and give you a little breathing room until your F-16s can get there.

If you find yourself facing an enemy air strike, greet the aircraft early with a
Stinger head-on just as he moves within range. Sometimes, this can cause
him to break off the attack.

If you're trying to evade a missile fired by an enemy air strike, search out
the end of a ridge or fairly steep hill. Pitch down and stay low. As the air-
craft makes its attack run against you, slide around the edge of the ridge-
line or hop over the ridge just as the plane arrives. If executed correctly,
this maneuver will put terrain in between you and any missiles fired at you.

Su-25 Frogfoots often look like they're running away after they make an attack
pass. Sometimes they are (especially if they're damaged or out of missiles),
but sometimes they're just heading out enough to make a second pass.

In air target missions, activate ground radar occasionally to check for SAMs.
Then, go back to air mode to deal with airborne threats. You don’t want to
get surprised by a SAM missile.

Once they're out of ammo (see Object Stats, p. 50, for loadouts) planes
will return to where they started. If they start to bug out, you know they've
expended most of their stores.

You don’t have to take out every air threat you encounter. First, determine if
you are going to fly through their attack zone. If not, don't worry about
them. A good way to determine if they are going to attack you is to go to
the or views and see if they're even trying to track you. These
views align the camera with the current target. If they aren't, you're fine.




BEATING GROUND THREATS
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Enemy SAM sites are networked, so it is entirely possible for you to be
acquired by one site and actually fired on by another. This means that the radar
lock and the missile could be coming in from completely opposite directions.

Always stop and bob up pretty high right before you cross the border. Since
SAMs won't usually fire at you while you're in friendly territory, you can get
a good read on what awaits you before crossing enemy lines.

Whenever you approach your primary targets, take out the surrounding
AAA and SAM sites first. This removes the deadliest threat to your survival,
and lets you move in closer. Close is good; it means you can use guns
instead of precious Hellfires.

If something that gets its targets from an external radar hasn't detected
you yet, all you have to do is destroy its accompanying radar. If it's seen
you, you need to destroy it and its radar.

Your helicopter’s radar signature is smaller when you're hovering, and it's
harder for radar-guided SAM missiles to track you.

The signature of dug-in vehicles is reduced by 75%, making them harder to hit.

All of the SA-series SAMs except the 2S6 have one drawback. If you can
sneak up on them and move into weapon range without being detected,
you can use guns against them. Why? Because once you're within their
minimum missile-firing range (1-3km for radar SAMSs}, you’re too close for
their missiles to track you accurately. Hills are your best friend for this tactic
— hover behind a hill, pop up and toast him.

Beware of the Rapier SAM — it can fire over hills, and it's very lethal. Take out
its accompanying Blindfire radar first thing. This means it will have to maintain
its line of sight on you to hit you. If you don't take out the radar, it merely lofts
a guided missile that can track you down, even if you're out of sight.

Once you get close enough, guns or a single Hellfire missile can take out a
Rapier launcher.

If you take out the Rapier’s Blindfire radar, you can lure it into launching its
missiles at you. Pop up until you spot a missile on your ASE, then drop
down to break its lock. Without the Blindfire, the missile is blind once it
can't see you.

Most strike missions can and should be completed at a distance. You don't
necessarily have to see what you're firing at.

Use or to find out how many missiles a Rapier has left — they're
visible on the launcher.
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If a SAM locks and fires on you, you can often break the lock by dropping
to a very low altitude — even if a missile is already on the way.

One in every four soldiers is carrying some type of shoulder-launched SAM.
2S6s and SA-11s tend to cluster together.

For 2S6s, you'll see a second, smaller circle that indicates their gun range.
The gun uses a separate radar to acquire and track you, and is almost as
deadly as a missile.

Don't call air strikes in on 2S6s. They'll probably bring down the A-10s.

SAMs can only carry three to eight missiles apiece. (Loadouts for SAM
sites appear in Object Stats, p. 50.) If you've got a lone SAM firing at you,
keep track of how many missiles he's launched.

Against 2S6s, it's vital to remain undetected. They have a long maximum
range, and you need to be far inside their threat radius to attack. To take
them out, mask yourself with terrain and stay low when you approach.
When in Hellfire range, bob up. It will take them a good 20 seconds to lock
you up and fire, so you shouldn’t have a problem surprising them. If you get
detected first, however, say your prayers.

2S6s, SA-8s and ZSU-23s are the most dangerous threats out there. Of
them, 2S6s are the most hazardous — they boast both long-range missiles
and short-range guns.

If you're attacking a SAM site, it's okay if he launches a missile as long as
you get him first. Even if one is in the air, it will lose its lock when yours hits.

Take out radar sites first. Some missiles are radar controlled. Once the
radar is gone, they aren't anywhere near the deadly threats they are when
they can track you.

Some infantrymen carry shoulder-launched weapons, an entirely real threat
to a combat helicopter. It's impossible to make yourself 100% infantry-
proof, but you can minimize the threat by keeping an eye on the ground
when flying NOE, and by not loitering over heavy ground cover.

To detect an infantryman, you need to switch to TADS because the TSD
won't track them. They show up as soLDIER on the TADS MFD.




JAMERA VIEWS AND PNVS
»—— A great way to identify your threats visually is to use an exterior camera
view. From a hover, press until you find the threat you want to elimi-

nate. Then, jump back to your previous view and unleash your firepower.
Always make sure you're at a safe hover altitude before doing this, however.

= Use external cams for target identification, to follow missiles, and to verify
target destruction. Several of the cams — such as Death View — can be
set to pop up on an as-needed basis. See the Reference Card for the key-
strokes.

== The Next Target view can help you identify targets earlier than if you're
relying on your target acquisition equipment alone.

= Sometimes you can see an enemy, but you shoot all day and never hit him.
If your system says you can see him but you keep missing, hit to bring
up your Inverse Tactical View, which gives you a view from the enemy'’s per-
spective. If you (from the enemy view) can’t see your chopper, your
machine gun and rockets won't hit him. Climb or otherwise change position.

»—|f you find one threat, use your external view to get it in sight, then
pan around to see if there are others in the area.

— To get a really good look at what's going on, get rid of your cockpit and use
the cockpit-free view ((Shift] 1)). (This is especially useful when you're straf-
ing with your guns and have forward velocity.)

= |f you play in invisible cockpit view a lot in the Longbow, use the Cruise
IHADSS mode when flying. The pitch ladder gives you a good, concrete ref-
erence to where the ground is in relation to your flight path.

= |f you're having trouble seeing things in external camera views at night, use
gamma correction (use the OPTIONS menu), or adjust your monitor’s brightness.

#  Throughout Longbow 2, you'll face many nighttime, dusk and dawn mis-
sions. Use your PNVS! (Press (P) to toggle it on/off.) At first, it's a bit eerie,
but this enhanced visual system will guide any good pilot through a mission.

#4# [n night missions, switch back and forth between white-hot to black hot
FLIR modes in the Longbow's HDD. Different terrain responds differently to
each mode, and some things appear more clearly in a particular mode.




A\ll’Al(n | MISSIONS

In the Iran campaign there is the possibility of be assigned a “special mis-
sion.” These missions are a lot of fun, with great detail and unusual assign-
ments such as dropping off troops to inspect a chemical truck. These are
assigned according to two things — the exact position of your phase line
and a random chance factor. See Special Missions, p. 236. You'll know
you're flying a special campaign mission if “Special Operations Command X-
Ray" appears in the Air Tasking Order (ATO) of the mission briefing.

#  You see movies at certain points during the campaign. If you miss part of
one, or just want to view it again, use the News Scrapbook. You can find it
in the Training Building back on the Base.

#  Your success isn't based entirely on whether you win or lose, it is the
cumulative success of your forces. If you are very close to winning the
campaign, and lose a mission, you won't suffer much more than some lost
land that you'll have to reclaim.

'l‘AKl\'(r DAMAGE ...

If you know you're about to get nailed by a missile, try to turn so that you
take the hit on one of your flanks. You don’t want to get hit in the front or
rear if you can avoid it — the damage will affect more crucial systems.

#  |f your tail rotor gets damaged and you've still got an important target left,
try landing and ordering your wingman to attack targets. This sometimes
helps, and you'll still be able to autopilot home safely in some cases.

#  If your engines go out or your rotor starts making a strange thumping
sound, reduce your forward speed, gain altitude, and try to autorotate (glide
without engine power) into the nearest FARP. See the Auto-Rotational
Descent Chart in Appendix D of the Reference Manual, for safe autorota-
tional speeds for all three flyable helicopter types.

#  If you're really, really damaged, use autopilot to return to base. It's probably
more adept at flying an injured aircraft than you are. As long as you have
one engine running out of the two, you can usually get home.

#  If you land when damaged and need to take off again, you may need to re-
engage your rotor (press [CtrJR)). With one engine out, this can take a long,
long time. Time compression helps with this.

# If at any point in a mission your screen goes black, it probably means you
got a dead hit to the center of your cockpit.




AVOIDING DETECTION

Much of your success in Longbow 2 will depend on how well you use terrain and
strategy to remain undetected. Staying hidden usually means staying low and
among ground cover — decreasing the chance that radar systems can pick you
up and pinpoint your location. You want to get a lock on them before they get a
lock on you. Understanding how radar systems track and at what altitudes and
ranges they can pick you up is invaluable.

HIDING FROM RADAR

If you want to avoid being detected, the best thing you can do is avoid radar. Two
general principles hold here.

# Radar systems cannot detect things beyond their maximum range, and the
farther away a target within range is, the harder it is to pick up accurately.

When possible, use the nav map before and during your mission to alter your
course so that you avoid all known radar systems — the radar ranges for known
SAM sites show up as red circles. The ranges listed for SAM and AAA sites
(Object Stats, p. 52) will give you an idea of the strength of the radar systems in
this game.

All radar systems also have minimum ranges. However, most of these are well
within the attached SAM launchers’ missile ranges, so getting to this minimum
range might be a bit hairy.

#  Radar systems can't see through the earth.

The second best tactic is to put a mountain or hill between you and the radar.
Again, you can use the nav map to plot a course that hides you from known
radar. Use valleys (dark green areas on the nav map) and pick an attack position
near the target where you can stay hidden from nearby radar systems.

See Waypoint Manipulation, p. 10, for tips on moving waypoints. Some of the
mission analyses (p. 176-265) suggest alternative courses for specific missions
where appropriate.

In situations where you have to fly through radar ranges and there are no conve-
nient valleys to take cover in, your best course is to stay low and fly slowly. The
following tips explain why.



LOW AND SLOW

You've heard it many times before — to avoid being detected, stay low. Well, just
how low is low? The minimum altitude at which a radar can pick you up depends
on several factors — the strength (and skill level) of the radar, your distance from
it, your aspect toward it and your speed.

#  The closer you are to a radar system, the lower the altitude at which it can
pick you up.

#  You're harder to pick up if you're hovering.

If you're moving at all, your movement stands out against the returns from sta-
tionary ground clutter — the faster you are flying, the lower the altitude at which
a radar can pick you up.

#  When you're moving forward, you're easier to pick up from the front and
aft than you are from the side.

This is due to Doppler shift — as you move toward or away from the radar, you
generate a Doppler shift in the radar waves which can be picked up through
ground clutter. If you fly perpendicularly to the radar’s radius, you don’t generate
this shift.

#  Thereis a “reaction time" delay between acquiring a target and firing the first missile.

Reaction time includes the time it takes for a system to acquire a lock on its tar-
get, pass information to a tracking radar, track the target, aim the launcher and
fire a missile. (Reaction times for IR systems are shorter than those of radar sys-
tems because IR systems can skip the tracking phase.)

Reaction times vary greatly according to the situation. In general, targets at close
range can be engaged sooner than faraway targets, and subsequent missiles are
fired faster than the first missile.

DISABLING SAM & AAA SITES

Different missiles require different detection systems and locks. For example, the
SA-11 requires a search radar to find a target, and a tracking radar to track the tar-
get until the missile hits. The tracking radar is on the launcher, but the search
radar is a separate radar vehicle. On the other hand, the SA-15 has a combination
search/tracking radar that is built into the SAM launcher vehicle.

Understanding the search and track systems used by each weapon will help you
deal with them — in the examples above, taking out either the Snow Drift radar
(the search radar) or the SA-11 launch vehicle (which houses the tracking radar)
would disable the SA-11, but you'd have to take out the SA-15 to totally disable it.




FIGURING THE PERCENTAGES

Each aircraft has an IR Jam and a Radar Jam chance, listed in the Object Stats
on p. 50. Each missile has an Aecuracy % and an E/IR CCM chance (Weapon
Stats, p. 54) All three numbers work together. A missile has a base chance of hit-
ting its target (the Accuracy %). An aircraft with the appropriate jammer has a
chance of jamming and deflecting the incoming missile (IR or Radar Jam).
However, if an aircraft has jammers (countermeasures) the missile can neutralize
the jamming with electronic or IR counter-countermeasures (E/IR CCM).

For example, if the target helicopter has a 47% jammer strength, and the missile
has a 31% ECCM rating, then the missile actually has a 70% chance of hitting its
target (86% - 47% + 31% = 70%). (Of course, the target could still get lost in
ground clutter, etc., but this is the missile’s base chance of hitting its target.

Of course, the E/IR CCM is only included in the calculation if the aircraft has an
active jamming system of the appropriate type (IR or radar). If the aircraft doesn't
have an active jammer, only the missile’s Accuracy % is figured into the calculation.

RAI)AR & IR JAMMING

Jamming reduces the chance of a guided missile hitting you. But don’t for-
get that your enemies can jam as well. If your missile doesn't kill some-
thing, it's probably been deterred.

#  You'll want to make sure that your radar and IR jamming devices are active
whenever you're in a battle area. (R) activates radar jamming, (1) initiates
infrared jamming.

#  Most ground threats use radar-guided weapons. The SA-7, SA-14 and SA-
18 (shoulder-held SAMs carried by soldiers), along with the SA-9 and SA-13
SAMs, however, use IR weapons. Don't forget to activate IR jamming.



MULTI-PLAYER GAMES

Longbow 2 offers support for two-player play (via modem, direct cable or Internet)
or four-player play (LAN). One player acts as the master player on a host machine,
and others connect to that machine to play a game. For specifics on setting up
multi-player games, see the Multi-Player Guide that came with the game.

The Attack Helicopter Operations handbook on pp. 74-137 gives actual battle-
field tactics that are particularly applicable to player vs. player and multiple players
vs. the computer. Versions of this guidebook are given to budding Army pilots to
help them prepare for combat training.

MISSIONS

Our playtesters recommend the following missions for multi-player play:

%

Insertion and/or extraction missions (e.g., Wolf's Den or Smooth Flight) can
be a great deal of fun and a good exercise in teamwork. Have one player fly
as an escort in a Longbow, and the other as the Black Hawk insertion team.
Aside from flying as a pilot and CP/G team, this mission setup provides the
most interactive experience.

To add on another level of intensity, fly as the pilot in the aforementioned
mission with a third player acting as a CP/G in the Longbow. As pilot, you'll
have the toughest job of all — flying, communicating with the CP/G, and
communicating with the insertion/extraction team.

Another fun mission involves taking along another player as a wingman
instead of as a pilot in another flight. This lets you work cohesively from
separate choppers, and encourages experimentation with ambushes and
other involved attacks.

If you're playing with four players, let all human pilots fly as wingmen in the
first 2 flights and and let the computer pilots handle the remaining 2 flights
on their own. This tends to make the mission easier (especially at lower dif-
ficulty levels), and the mission scores are consistently higher at the end of
the missions.




PRE-FLIGHT PREPARATION

&

Make sure all players read the briefing carefully. If you don't know exactly
which flight you're in, or what your primary objectives are, you won't con-
tribute all you can to the mission. Everyone will have different mission prior-
ities — never destroy everything you see indiscriminately without knowing
the purpose of the battle.

Before you take off, make sure that everyone else is clear on who's who.
Callsigns are an important identifying aspect in radio communications.
Writing them down often helps. (If you're flying a single mission, callsigns
are listed for each encounter in Single Missions, pp. 176-235.)

Designate a leader. Each flight has a lead pilot, but one person needs to be
in charge overall. Chat beforehand about how you want to approach the
mission. Examine the terrain around the battle area and know how you're
going to divide up duties once you're there.

A correct mix of helicopters is important. If a mission involves reconnais-
sance, but no one’s in a Kiowa, that's a problem. The Longbow can perform
scout missions, but at a much higher risk of being detected. The Kiowa, on
the other hand, can remain almost completely hidden while gathering targets.

Taking along the Kiowa as a scout helicopter and following it with a couple
of Longbows is usually the best approach for any type of recon mission.
That way, you can let the Kiowa lead and position itself in a suitable hover-
ing position behind a hill or in a valley near the battle area. That pilot can
then use the MMS to gather all targets in the area. Meanwhile, the
Longbow pilots can maintain a holding position several kilometers away and
download targets from the Kiowa.

Don't limit your group’s weapons to a single type. Even if the mission
describes a general air-to-ground battle, you're going to want to have a cou-
ple of air-based Stingers along in case there's trouble. The opposite applies
as well — few missions are SAM-less or AAA-free.

A good mix for a ground-based mission is about 75% Hellfires and 25%
Stingers and/or rockets. For air-to-air missions, reverse that.

If you're using a scout, make sure that all players know exactly where that
pilot is. Don't position your Longbows directly opposite of the Kiowa — that
puts it in the line of fire. Make your Longbow attacks from an angle that
doesn't put the scout helicopter in danger.



STAGING THE ATTACK

There are a multitude of ways to accomplish a given mission. You should decide
ahead of time from what direction you're going to attack, and how you're going
to approach the target area. It's not a bad idea to gather your forces in a holding
area several kilometers away from the waypoint, then send someone in to scout
out the terrain and the enemy situation. Whatever you do, don't rush in for an
attack without first assessing and organizing the battlefield.

The Attack Helicopter Operations section of this book (specifically, Offensive
Operations, p. 95 and Combat Support, p. 114) outlines basic approach and
attack methods you may want to try.

l’lL()'l‘ AND CP/G INTERACTION

Some of our playtesters swear that flying with another player in a single
Longbow or Kiowa is the most realistic way to play the game. It allows
both players to concentrate fully on the tasks at hand — with one player
piloting the aircraft, and the other handling targeting and weapons.

# If you have more than one phone line, or you're playing over the Internet or
a network, try using a speakerphone to communicate while you're playing.
It mimics a radio headset (sans the headphones, of course) and gives you
the advantage of real-time communication. The last thing you want to be
doing if a Hind or Rapier is dogging you is to take your hands off the joy-
stick to type a chat message.

#  If you're sharing the cockpit, keep different MFDs open in the pilot and
CP/G seats. This will allow you to assess and react to more information
than if you're duplicating efforts by viewing the same MFDs.

In the pilot's seat, keep the System MFD and ASE open — this allows you
to deal with damage, SAM threats, incoming missiles and aircraft.
(Coordinate with your CP/G in cycling between air and ground radar
modes.)

In the CP/G's seat, you'll definitely want the TSD up, as well as the
Weapons or TADS MFD. These are your main targeting and weapons pages.




OPTION RECOMMENDATIONS

The master player has limited control over the mission options. To see what
options are currently active, press to show the Multi-Player Mission
Options dialog box. You can access this anytime before takeoff.

Try flying with these options selected:
Mission Time Limit 15 MINUTES / 30 MINUTES / 45 MINUTES / 1 HOUR / UNLIMITED

Unless you're on a limited time schedule in reality, stick with something in
between 45 MINUTES and UNLIMITED. Anything shorter leaves open the possibility
that the game will time out right as you're setting up the winning shot. (This isn't
a problem in Death Match, when all that matters is who kills the most objects
and survives the longest. However, it can impact campaign missions.)

Friendly Fire Damage ALLOWED / DISALLOWED

This option definitely ups the realism of the game and increases the stress level
— but it also trains you to play close attention to where everyone is and what
they're doing. If you're playing with people you haven’t logged much time with,
leave this one disabled at first. Later, once you know everyone's skill level and
typical approaches and actions, enable it and see how it impacts the game.
Hopefully, your friends won't get too upset if you inadvertently shoot them down.

Player Regeneration NEVER / INSTANTLY / 10 SECONDS / 20 SECONDS / 30 SECONDS

Keep the INSTANTLY option on in all cases! If you've spent 15 minutes preparing for
a mission, talking with your other pilots and studying your assignments, the last
thing you're going to want to do if you're shot down is repeat the entire process.
Not to mention that you'll have to wait for everyone else to either abort or finish.

There's no real reason to set regeneration to 10, 20 or 30 seconds — not unless
the battle area for that mission tends to get really crowded and you have the
regeneration distance set to Okm. If that's the case, you may want to add in a
slight delay to keep an enemy threat from immediately shooting you again while
he's still watching you.

Regeneration Distance AT FARP /O KM /2.5 kM /5 kM / 10 kM

This one is only available if you're playing Death Match. The optimal regeneration
distance is 2.5km or 5km. That's far enough from the battle area to put the regen-
erated player away from the fray, but it's close enough to allow him or her to
quickly rejoin a friendly attack. Okm can be a real challenge, but useful, if you and
your friends are staging an attack from perfectly orchestrated battle positions.



The AT FARP option is the most realistic, since that mimics a new helicopter being
summoned to battle, but it can be frustrating if everyone else is already halfway
through the mission at a distant waypoint. If you are regenerated at a FARP, the
best path back into the battle is usually the original path — anything that was
dead before will still be dead, and you should be able to proceed quickly.

Re-enter Death Match in a new helicopter (if heavily damaged)
Rearm/Refuel Frequency NEVER / ONCE / UNLIMITED

Once again, what option you select depends on what level of realism you want to
maintain. UNLIMITED gives you an endless supply of fuel and weapons, but tends
to make the battle much easier than it would be normally. On the other hand,
NEVER doesn't leave much room for variance — you might be overly cautious with
your weapons and not experiment with different approaches.

ONCE is a nice compromise. It still makes you look at your weapons and make a
conscious decision on whether or not to attack a given target. It also gives you
access to additional ordnance if you run into unforeseen difficulties and need it.

Available Weaponry ALLOW ALL / NO MISSILES / GUNS ONLY / RANDOM

(Death Match only) What you select here should be determined by the mission
type you're flying. Limiting everyone’s weapons to GUNS ONLY is a great way 1o
brush up on your TADS and cannon skills. And since mounted helicopter guns
and FFARs are unguided and don’t have a minimum range, it can tighten up the
battle area and make quick maneuvering a key tactic.

If you've teamed up with your friends to fly a Death Match mission, you'll almost
always need to have ALLOW ALL active. Otherwise, you don’t stand a great chance
of completing the mission objectives. Even if you've got unlimited ammunition,
taking out all the enemy primaries with guns is a timely process and puts you in
constant danger.

RANDOM adds a certain factor of surprise to the mission — you don't know what
you're going to get until you get it.
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NERAL TIPS

Communication is important. When you're flying with other players as
wingmen, pay close attention to who is firing at what targets. If you and

the other pilot(s) are not communicating as to who is attacking what, both
of you might waste your ordnance on the same threat.

Watch the direction of fire very closely. Given the chaotic nature of an
active battlefield, you may not always know where you friends are. If allies
happen to be facing you from across the battlefield, they won't appreciate
you shooting them down.

Since each team has a limited number of friendly strikes available, coordi-
nate any air and artillery strikes your team calls in. They can really help pull
you out of a tight situation, so you don’t want players wasting them at inop-
portune moments.

If you frequently play with the same friend or group of people, you may
want to come up with custom radio messages that indicate what you are
about to do, or want them to do. Try editing CHATMACROS.TXT — instructions
for doing this are in the Chat Windows section of the Multiplayer Guide. In
CHATMACROS.TXT you can set up four sets of 12 custom messages (48 in all).

If your entire group is low on ammo, you may need to pick your shots care-
fully. Using an aggressive luring tactic against ground-based missile threats
— especially with four players — can entertain you while you're waiting for
an incoming friendly air strike. Position everyone at the outermost range of
the most dangerous SAMs in the area, making sure that everyone has
some type of terrain cover. Then, have everyone pop-up at various intervals
to try and lure the enemy threats into wasting their missiles. If you immedi-
ately drop behind cover, adjust your position horizontally and keep your
chaff pods handy, you probably won't get hit.

Ground threat loadouts appear in Object Stats, p. 50, and ranges are given
in Weapon Stats, p. 54.

Only the Master can control the unlimited ammo option.

If you're carrying rockets, or playing without missiles, bump your rocket salvo
setting up to 4. Damage-wise, this gives better damage potential than a sin-
gle rocket, and it doesn't fire off half or all of your rockets in a single pop.



Try this for an ambush — if you see enemies moving in through a valley,
split up and slide around the ridges on either side. After you've passed up
their position (staying masked behind the ridge, of course), come up over
the ridge and attack them from the rear. This is especially effective against
enemy supply convoys — provided you can avoid or eliminate their accom-
panying helicopter escorts.

Use your partner as a decoy — while he piques the interest of SAMs and
AAA, you can sneak up from another direction and initiate the main attack.
A decoy can also help draw attention away from an insertion/extraction
team.

Before you start the mission, divvy up threat types. For instance, have one
player take out strictly AAA, another SAMs, a third enemy helos, etc. This
will cut down on ordnance wasted, especially during campaign missions.

Use your external views to your advantage. If you target another player,you
can hide behind a hill and go into the view. This can give away your
opponent'’s direction and location. If you see the rear of his helicopter, he’s
coming right at you. (The camera is behind him.) As he approaches your
position, the camera will start to pan up and over you. That's your cue to
pop up and toast him with Stingers or rockets.

If players are in different flights, you can use the Comm MFD to see which
players have completed their missions. If someone’s idle, you can call on
him for backup. Likewise, if you mop up early, go help someone else out.

In Death Match (Instant Action, multi-player style), get above your opponent
if you're fighting with the GUNS ONLY.




MULTI-PLAYER PFZS

o

PFZs can be an integral part of flying multi-player missions, especially if
you're utilizing target handoffs. However, it can be confusing when you're
trying to distinguish between PFZs created by different pilots. To help you
keep these straight, the labeling differs slightly.

Each PFZ is identified by a player number, followed by the zone number.
The zone number automatically increments by one each time a PFZ is
added, no matter who creates it. PF3-0, for instance, was created by Player
3 and was the first PFZ to be created in that mission. The next PFZ to be
created will reflect that player’s number and will have a zone number of 1
(PF3-1, for example).

To transmit your PFZs to someone else, just press (CtrBksp). Your target list
and PFZs will be transferred to other players’ TSDs. If someone else trans-
mits, you'll get their PFZs and targets (unless you've already got 16 zones
defined). You have to manually delete PFZs from your TSD.

Generally, it's good to have some kind of organization agreed upon before-
hand. You don’t want to have everyone creating PFZs that overlap — that
increases weapons waste and duplicates effort.

The best way to use PFZs in multi-player play varies. If you're all attacking
from a line formation, you might want to take the sector approach (see

Attack Helicopter Operations, p. 72) and have everyone designate their
own PFZs directly in front of them and take out only those targets. If you
send a Longbow in ahead of time as a scout, you can designate that pilot
as the PFZ creator, then assign PFZs to different pilots based on location.



JUST FOR KICKS

Scout helicopters have a method for signaling attack aircraft visually, using their
position, attitude and movement. You may want to try duplicating these in a multi-
player game with a scout/attack team. The diagrams below that illustrate the sig-
nals are based on diagrams from the FM-1750 Attack Helicopter Operations man-
ual excerpted later in this book.

&

A 180° turn is a signal for the attack helicopter to A scout pitches his nose up and down to signal the
follow the scout. attack helicopter to crank.

A 360° turn is a signal for the attack helicopter to
remain in place.

To indicate firing positions for several attack heli-
copters, the scout helicopter touches his skids to
the ground with his nose facing in the direction of
the targets.

To signal the attack helicopter to unmask, acquire
and engage targets, the scout will land and then
ascend.










GAME MECHANICS
OBJECT STATS

Struct. Pts. Each object in the game has an assigned number of structural points, which determine
how much damage that object can take. An object with 225 structural points can take 225 points of
damage before it is destroyed. Dug-n ground objects and grounded aircraft can absorb more damage
than the number listed. (See Weapon Stats, p. 54, for a complete listing of weapon damage points.)

Arm. Every object has an armor rating — Lt. (Light), Med. (Medium) or Hvy. (Heavy) — to
indicate how well the object is protected from damage. Each weapon has a “Hit %" that
indicates its chance of damaging an object with each armor rating. (See Weapon Stats, p.
54, for “Hit %" stats.)

Ch/FI (aircraft only). Aircraft countermeasures (Chaff and Flares) can be used to decoy
some IR- and radar-guided missiles. This column lists the number of chaff pods or flares an
aircraft carries.

Kill Pts. These points are added to your cumulative mission score when you destroy the
object. (See Scoring, p. 62.) Kill points are positive for enemy kills, and negative for friend-
ly fire kills.

Spd. (aircraft only). The aircraft’s maximum speed, in knots (nautical miles per hour).
Climb Spd. (aircraft only). How quickly the aircraft can gain altitude, in meters per minute.

Pitch, Roll, Yaw (aircraft only). Pitch (pitch) how far (in degrees) the aircraft's nose can
swing up and down. Yaw is how far it can swing to the right and left. Roll is how far it
can pivot clockwise and counter-clockwise around its nose-to-tail axis.

Helicopters
Struct. Arm. i . Climb Pitch Roll Radar IR Radar IR
Spd. Sig Sig Jam
AH-64D
OH-58D 60 Lt. 15/15 400 128 469 15° 60% " 452 49 13 - 7%
UH-60L 60 Lt. 15/15 300 160 239 100 30% . 20% 113 58 - 4%

CH-47C 70 Lt. 0/0 300 154 561 108200152 IR~ - -
MH-53J 120 Lt.  60/60 300 170 762 10°  20° 15° 244 197 78% 63%

AH-1J 75 Lt.  30/30 300 170 494 19°  80° . 30° 75 44 - -
Ka-50 100 Med. 64/64 300 189 990 195 #0602 502 86 53 - 3%
Mi-8 100 Lt. 0/96 300 180 750 1025307 200 S184 108 - -
Mi-24D 100 Med. 0/96 300 180 750 ;[ e iy e b 88 - 30%
Mi-26N 80 Med. 6464 300 162 816  15° 60° 30° 122 53 - 30%
Airplanes
A-10A 100 Med. 60/60 500 381 1828 157 -160% = 20° 120 B H% -
AC-130 90 Lt. 120/120 400 321 610 10% 5207 . 10° . 250 100 35% -
F-16C 50 Lt.  30/30 500 915°""15,000. “30° ~ 75°%, ~22° 83 m 3% -~
MiG-29 50 Lt.  30/30 500 455 15000 30° 70° 23° 113 120 - ~

Su-25 100 Med. 128/128 500 513 1820 20° 40° 15° 90 80 < =



Radar Sig and IR Sig (aircraft only). These numbers reflect an aircraft’s radar and IR signa-
tures — the higher the Rad Sig, the more easily the aircraft is detected by radar systems and
radar-guided missiles; the higher the IR Sig, the more likely it is to be seen by IR missiles.

Radar Jam and IR Jam (aircraft only). Percentage probability the aircraft will spoof radar-
and IR-guided missiles.

Radar type (radar, SAMs and AAA only). Whether radar (or internal radar system) is used
to find and acquire targets (S=search), track them once they‘re acquired (T), or both (S/T).

Linked with (radar, SAMs and AAA only). Lists the missile/AAA/radar systems the radar
described in the previous column can be linked to.

Min R and Max R (radar, SAMs and AAA only). Minimum and Maximum Range — the
closest and farthest points from the radar that it can detect an aircraft (in km).

Min H (radar, SAMs and AAA only). Minimum Height at which an aircraft can be detected
when it is 10km from the radar system (in feet).

Visual Range (ground vehicles and infantry) Maximum distance (in kilometers) at which
the unit can visually detect an aircraft.

Night Vision (ground vehicles and infantry) Whether the unit can see an aircraft at night.

Loadout. All the weapons that the object has mounted. In some cases, the loadout may
vary; the possible variations are described in each such case.

Pointless Objects

Most non-tactical targets (houses, city buildings, common bridges, etc.) are killable.
However, destroying them won't increase your mission score. The number of structural
points for these types of objects roughly correspond to how large the object is.

Helicopters
Loadout
AH-64D  M230 (1200) AGM-114C (8) or AGM-114A (8) AIM-92C(4) ~ FFAR(38)
OH-580  M2AC (500) FFAR (14) AIM-92C (2) AGM-114A (2)
UH-60L  M6OD (4000) M134 (4000)
CH-47C — —
MH-53 M134 (5000)
AH-1J  M197 (750) BGM-71 (4) FFAR (38)
Ka-50  2A42 (500) AT-12(12) S-8 (40) SA-16 (4)
Mi-8 Light Machine Gun (4000)
Mi-24D  VSPU-24 (1470) AT-6 (4) S-8(128)
Mi-28N  2A42 NPPU-28 (250)  AT-12 (16) S-8 (40) SA-16 (4)
Airplanes
A-10A  GAU-8 (1174) AGM-65G (6)
AC-130 — —
F-16C  M61(512) AIM-9M (4) Paveway (2)
MiG-29  GSh-301 (150) AA-11 (6)

Su-25 AD-17A (250) AS-14 (4) S-8(64)




Radar

Struct. Arm. Min MaxMin
Pts. ; Linked With
Blindfire 30 4 Rapier :
Clam Shell 100 Lt. 200 S SA-10 5 150 200
Dog Ear 70 Lt. 200 S  ZSU-23-4,SA-9,-13,-15 4 35 200
Flap Lid 70 Lt. 200 $S/T SA-10 5 40 100
Patriot Radar 25 Lt. 200 S/T Patriot .2 170 200
Skyguard Radar 30 Lt. 200 S/T  Skyguard a0 20 125
Snow Drift 60 Llt. 200 S  SA-6,SA-8, SA-11 5 100 200

SAMS / AAA

Struct. Arm. Kill Vis Night Loadout
Pts. Pts. Linked With R Vis

256" 75 SA-15,-19 2 No SA-19(8)
Avenger SAM 25 L. 200 — — - — — 4 Yes FIM-92C (8)
Patriot SAM 25 Lt. 100 —  Patriot Radar — — — — No Patriot (4)
Rapier SAM 25 Lt. 100 — Blindfire —_ = — 4 No Rapier (4)
RBS-70/M113 SAM 40 L. 200 — — _ = — 4 No RBS-70(6)
SA-8 70 LIt. 250 T  SA-6,-8,-11 4 125 2 No SA-8B(6)
SA-9 40 Lt. 200 T  DogEar,SA-13,ZSU-23-4 4 15 125 2 Yes SA-9B(4)
SA-10 70 Lt. 100 —  Clam Shell, Flap Lid — — — — No SA-10(4)
SA-11 60 L | R Snow Drift — — — — No SA-11(4)
SA-11 Command 60 Lt. 200 —  Skyguard Radar — — — — No —

SA-13 60 Lt. 200 T  DogEar,SA-9,ZSU-23-4 .2 12 50 4 Yes SA-13(4)
SA-15 70 Med. 250 S/T DogEarSA9-13ZSU234 5 25 60 — No SA-15(8)
M163 Vulcan 40 It 15 T - — — — 25 Yes M168 (2280)
Skyguard Gun 25 L. 150 — — _ - — 2 No Skygrd (238)
Z8U-23-4 70 Lt. 150 T  Dog Ear, SA-9,-13 A 4 50 25 No AZP-23M(2000)
2U-23 30 L. 150 — — — — — 25 No ZU-23(2400)
'Also features a 2A38M (1904).

Artillery/Rockets

Struct. Arm. Kill

Pts. Pts.

BM-25 MRS 30 Lt. 150

SCUD Launcher 60 Lt. 200

S0-122 60 Lt. 150

M270 MLRS 50 Lt. 150

M109 60 Lt. 150
APCs/IFVs

Struct. I Visual Night

Range (km) Vision

BMP-1 — - 100 1 No 100mm (40)

BMP-2 50 Med. 100 15 No 25mm (500) AT-4 (1)
BMP-3 IFV 60 Med. 100 2 No 25mm (500) AT-10 (8)
BRDM-2 40 Lt. 100 8 No Hvy. MG (2500)

M2 Bradley IFV 70 Med. 100 1.5 Yes 25mm (300) BGM-71(2)

M113 40 Lt. 100 —_ —




Tanks

Struct. Arm. Kill Visual Night Loadout
Pts. Pts. Range (km) Vision
MI1A2 250 Hvy. 150 25 Yes —
T-72M 200 Hvy. 150 2 No 120mm (39) AT-8 (6)
T-80U 225 Hvy. 150 25 Yes 120mm (39) AT-11 (6)
Zulfigar 175 Hvy. 150 2 No
Trucks
Struct. Arm. Kill
Pts. Pts.
HMMWV 25 it 50
Truck 40 Lt. 50
Fuel Truck (Enemy) 15 Lt. 50
Fuel Truck (Friendly) 20 Lt. 50

Infantry

Struct. Arm. Kill Visual Night Loadout

Pts. Pts. Range (km) Vision
Soldier 1 Lt. 50 2/ 4" Yes' See note ?

' Non-scout US and CIS soldiers with guns have a visual range of only .4 km. CIS and Iranian soldiers with SAMs
cannot see at night.
2 Soldiers will carry either an M16A2 (US) / AK-74 (CIS, Iran) (500 rounds) or an SA-7, SA-8, SA-14 or Stinger (1).

Structures

Note: Only structures with kill points appear in this list. The following points only apply when the
structure is a mission objective.

Struct. Arm. Kill

Pts. Pts.

Bunker, Hardened 1000 Hvy. 100
Sand 100 Lt. 100
Command 100 Lt. 100

Guard Tower 45 Lt. 100




WEAPON STATS
WEAPON TYPES

Type Acronym  Description

Mounted Gun Varies Fixed or rotating turret gun mounted on helicopters and aircraft. Some have
lead-gunsight and slewing abilities linked to cockpit systems.

Folding-Fin FFAR Small, unguided rocket fired from a fixed or vertically mobile rocket pod
Aerial Rocket mounted on helicopters and aircraft.

Bomb — GBU Guided bomb carried by aircraft, that is dropped over a laser-designated
Laser-Guided ground object and guid-ed to its destination via the laser.

Air-to-Air Missile ATA Missile carried by helicopters or aircraft to be fired at other aircraft.
Air-to-Ground Missile ~ ATG Missiles carried by helicopters or aircraft to be fired at ground objects.
Anti-Ship Missile AS Missiles carried by helicopters or aircraft to be fired at ground objects.

Air-Intercept Missile AIM Missile carried by helicopters or aircraft that can be fired at other aircraft.
AlMs typically have longer ranges than normal ATA missiles. Ground-launched
versions have the designation FIM.

Anti-Tank Guided ATGW  Tank-destroying missile carried by helicopters
Wire Missile or aircraft and guided by very long, thin wires.

Anti-Aircraft Artillery ~ AAA Heavy gun round fired by ground guns at helicopters or other aircraft.
Specifically used to defend areas against air attack.

Surface-to-Air Missile  SAM Large, ground-launched missile fired at helicopters or other aircraft.
Specifically used to defend areas against air attack. This type includes shoul-
der-mounted versions for infantry use.

Surface-to-Surface SSM Large, ground-launched missile fired at ground targets.
Missile

STAT DEFINITIONS
Caliber (guns only). Diameter of the gun's ammunition, in millimeters.

Mass of the warhead, in kilograms (other weapons only).

Type (other weapons only). The type of explosive material used in the weapon. A HEAT round is more
powerful than HE contact explosives (HE c), which are more powerful than HE blast explosives (HE b).

A/G. Some weapons can only attack targets in the Air and, some can only fire at targets on the
Ground. This column lists whether a weapon can be fired at an airborne target, and whether it can be
fired at a target on the ground.

Max Range (guns only). The farthest distance at which a target can be hit, in kilometers. (To find if
you're in range of a particular ground gun, you can target it and check your range to it in the TSD
MFD.)



Min/Max Range (other weapons only). This lists a weapon’s maximum range, just like the previous
entry. However, since most other weapons require a brief period after being launched, fired or
dropped to arm themselves, this column also lists the minimum range at which the weapon can
strike. Both ranges are given in kilometers.

The game checks minimum and maximum range when you trigger a missile, rocket or bomb. The weapon
will fire only if the target is within these parameters.

Accuracy % (other weapons only). This number is used twice. First, before the missile fires, this is the
chance the missile system can lock onto a target it has located and is tracking. Second, once the missile
has been launched, this is the base percentage chance that it will hit its target. This accuracy percentage is
actually an overall average — most weapons have a better chance of striking when fired at the rear of a tar-
get (especially IR-guided weapons), and have a lower chance of striking when fired at the side of a passing
target. Also remember that even if a missile has a 100% base accuracy, other factors (chaff, evasive
maneuvers, and so forth) usually mean there is a chance the weapon will miss.

E/IR CCM (other weapons only). A missile’s percentage chance to counteract jamming. All aircraft
have a chance of jamming radar and IR-guided attacks (see Object Stats, p. 50, for a list of
strengths). If an aircraft’s jammers are active, its jamming chance reduces the missile’'s Accuracy %. A
radar or IR missile's ECCM or IRCCM percentage works to counter that reduction.

For example, if a missile has 100% accuracy, but its target's radar jammer chance is 40% and the mis-
sile's EC/IR CM chance is 20%, then the missile's accuracy is reduced to 80% (100% - 40% + 20%).

Decoy Rejection (other weapons only). Every time a target drops a decoy (chaff for radar-guided mis-
siles, flares for IR-guided missiles), the missile has this chance of rejecting the decoy. For example, if
a missile has a decoy rejection rating of 94%, then there is a 94% chance it will ignore the decoy.

Hit % — Lt., Med., Hvy. When a weapon scores a hit, this is the chance that the hit will be a direct
hit versus a glancing blow. For example, a ZU-23 has a 50% chance of a direct hit against lightly
armored vehicles, a 25% chance against medium armored vehicles, and a 2% chance against heavily
armored targets.

Dam/Rd (guns) or Dam. Pts. (other weapons). How much damage each missile, rocket, bomb or
round of ammunition can inflict, in Structure Points (see Structure Points, p. 50).

Rate (guns only). The number of rounds the gun can fire per second.
Spd. (guns only). How quickly the projectile travels, in meters per second.

FOV Angle (Field of View angle) (other weapons only). The total angle the seeker in the nose of a
missile can “see.” A missile with a 90° FOV angle can detect and attempt to follow objects 45° to
either side of its nose.

Turn rate (other weapons only). How quickly the missile can turn, in degrees per second.

Guidance (other weapons only). How the weapon is guided: by TV, IR (infrared), Radar, SARH (semi-
active radar homing), Laser, Wire, R/Opt (radio command and optically) or Unguided.




Aircraft Guns

Hit % Hit % Dam/ Rate

Med. Hvy. Rd. (rd/s)
24A2 30 A/G 35 40% 25% 4% 30 15 990
NPPU-28 30 A/G 35 45% 30% 5% 35 10 990
M61 20 A 15 60% 25% 2% 20 67 1030
M134 20 A/G 2 60% 15% 0% 20 50 869
M197 20 A/G 2 40% 20% 2% 20 13 1030
M230 30 A/G 35 40% 25% 3% 30 10 792
M2AC 12.7 A/G 15 25% 10% 1% 12 10 900
M60D 7.62 A/G 15 8% 1% 0% 5 10 853
VSPU-24 12.7 A/G 15 60% 20% 1% 12 76 1000
GAU-8/A 30 A/G 4 100% 70% 30% 120 70 1036
Gsh-301 30 A/G 25 45% 25% 4% 30 15 1000
AO-17A 30 A/G 4 100% 70% 30% 120 50 1036
LyMed. MG 762 A/G 15 10% 1% 0% 3 10 853

Other Aircraft Weapons

Mass Type A/GMin/Max Acc. E/IR Decoy Hit% Hit% Hit% 3 Turn  Guid

Range % CCM Rej. Lt. Med. Hvy. ; Rate
AS-14 317 Heb G 2112 100% na. na. 127% 127% 127% 6340 20° 24 TV
AGM-656 136 HEAT G 520 100% n.a. na. 127% 127% 127% 6800 20° 24 TV
AIM-92C 3 HEc A 245 109% 75% 95% 94% 70% 12% 90 80° 18 IR
AIM-9M 10 HEb A 4/8 78% 60% 100% 100% 94% 8% 200 80° 18 IR

AA-11 7 HEb A 48 78% 60% 100% 100% 70% 6% 148  120° 18 IR
AGM-114C 8 HEATA/G 58 99% na. na. 100% 100% 94% 400  50° 25 Radar
AT-6 10 HEAT G 55 84% na. na. 100% 100% 100% 500  40° 15 Radar
AGM-114A 8 HEATA/G 56 95% na. na. 127% 127% 127% 400  50° 24 Laser
AT-12 8 HEATA/G 58 91% n.a. na. 100% 100% 94% 400  50° 28 Laser
Paveway 2000 HEb G na. na. - - 100% 100% 100% 9x250 90° 15 Laser
BGM-71 4 HEAT G 54 77% n.a. na. 100% 100% 79% 200 40° 18 Wire
FFAR 5 HEb A/G -3 na. - - 100% 47% 4% 100  90° n.a. Unguid

S-8 5 HEb A/G -3 na. - - 100% 47% 4% 100 90° n.a. Unguid




Hit % Hit % Dam/ Rate Spd.

Med. Hvy. Rd. (rd/s)
A38M 30 A 4 60%  30% 4% 30 66 1000
AZP-23M 23 A 25 60% 30% 3% 23 66 970
Skyguard 35 A 35 35% 24% 4% 35 18 1000
2U-23 23 A 25 50% 25% 2% 23 33 970
25mm Cannon 25 A/G 25 40% 20% 3% 50 3 1000
30mm Cannon 30 A/G 25 40% 20% 3% 50 3 1000
120mm Cannon 120 G 3 127% 127% 127% 250 1 1800
M16A2 5.56 A 0.8 10% 1% 0% 5 2 900
AK-47 1.62 A 0.8 10% 1% 0% 5 2 900
M168 20 A 26 60% 25% 2% 20 50 1030
LyMed. MG 1.62 A/G 1.5 8% 1% 0% 3 10 853
Heavy MG 12.7 or 145 A/G 15 25% 10% 1% 12 10 900
Other SAM/AAA/Ground Weapons

Type A/G Min/Max Acc. Decoy Hit% Hit% Hit% i Turn Guid

Range % Rej. Lt. Med. Hvy. é LEIG

FIM-92C HEc A 245 81% %% 7% 12% 90  40° 18

SA-7 HEc /A 8/3 29% - 2% 31% 24% 4% 30 10° 14 IR
SA-14 HEc A 545 5% 20% 50% 63% 47% 8% 60  80° 18 IR
SA-13 HEb A 85 65% 40% 50% 95% 38% 3% 80  50° 13 IR
SA-9B HEb A 58 36% 20% 55% 63% 25% 2% 92 TE50° 14 IR
SA-16 HEc A 53 71% 40% 60% 63% 47% 8% 60  40° 20 IR
SA-18 HEc A 55 75% 50% 90% 63% 47% 8% 60  80° 20 IR
Patriot HEb A 516 89% 60% 120% 99% 99% 58% 1460  120° 10 SARH
SA-8B HEc A 1515 65% 35% 90% 100% 100% 31% 800  80° 15 SARH
SA-10 HEb A  3/47 85% 60% 110% 100% 100% 79% 2000  180° 10 SARH
SA-11 HEb A 1515 71% 55% 110% 100% 100% 55% 1400  120° 13 SARH
SA-15 HEb A 1512 71% 50% 110% 100% 85% 7% 300 180° 12 SARH
SA-19 HEb A 158 71% 40% 79% 100% 85% 7% 180  120° 12 SARH
AT-8 HEAT G 154 71% - - 100% 90% 63% 200  40° 11 R/Opt
AT-10 HEAT G 15 84% - - 100% 90% 63% 200  40° 15 Laser
AT-11 HEAT G 155 8% - - 100% 100% 79% 250  40° 11 Laser
RBS-70 HE A 21 66% na. na 79% 63% 40% 100 40° 19 Laser
AT-4 HEAT G 125 68% - - 79% 63% 40% 50 20° 15  Wire
BGM-71 HEAT G 54  71% na. na. 100% 100% 79% 200  40° 18 Wire
Art. Rocket  n.a. G n.a. na. - - 99% 99% 99% 250 na. n.a. Unguid
Art. Shell n.a. G n.a. na. - - 99% 99% 99% 500 na. n.a. Unguid

? Actual minimum range is probably much shorter, but this is the range at which it will switch to guns.
? Also uses radar guidance.




DAMAGE

In Longbow 2, each helicopter is divided into six parts — front, aft, left, right, top
and bottom. Each of these sections (except the bottom) is the primary location
for one or more of the helicopter's systems and components. The damage done
to each of the components in that section determines how much damage the
helicopter takes as a whole.

When a weapon hits, it strikes a particular section. There is a percentage chance that
it will damage a component in that section. If it doesn't damage a component in that
section, it will damage a randomly chosen system elsewhere on the helicopter.

Let's say a soldier standing directly in front of your Longbow fires an SA-7 at you,
and this SA-7 hits the front of your helicopter. Looking at the first table below, we
see that there is a 16% percent chance your cockpit will be damaged by this hit.
There is an 8% chance that your cannon will be damaged. The remaining 76%
chance (100% - 16% - 8% = 76%) is that something else on your helicopter (cho-
sen at random) will be damaged.

The following tables list the percentage chance that a system will be damaged when
its section is hit for all three player helicopters. The information in the Longbow table
applies to both models, except that the Longbow Radar can’t be hit if it's not on the
helicopter. If a system is destroyed, it can’t absorb any more damage.

Left

Front




AH-64D Longbow (with and without radar)

Section System/Component
Front i Cockpit
Cannon
Aft Tail Rotor
Left [ Left Engine
H Left Wing
Right [ Right Engine
Right Wing
Top El Main Rotor
Bottom None
OH-58 Kiowa Warrior
Hit Location Systems/Components
Front i Cockpit
Aft Tail Rotor
Left/right O, @ Engine
10D s E Main Rotor
Bottom None
UH-60L Black Hawk
Hit Location Systems/Components
Front i Cockpit
Aft El Tail Rotor
Left [ Left Engine
Right [ Right Engine
Top E Main Rotor

Bottom None

% Chance System is Damaged

16%

8%
20%
39%
20%
39%
20%
39%

% Chance System
39%

39%

. 39%

- 39%

% Chance System
16%
20%
39%
39%
39%

is Damaged

is Damaged




SYSTEM DAMAGE

Each of the systems on the aircraft can withstand a certain maximum amount of
damage. If a system is already destroyed, there is no chance that it will absorb
any more damage.

If a system is hit by a missile delivering more damage points than the system can
take, then 10% of the remaining damage points are distributed randomly to
another system. For example, if a Stinger with 90 points of damage hits your left
engine, which can take up to 60 points of damage, 10% of the remaining 30
points (or 3 points) is applied to another system, selected at random.

Damage Effects

In all three helicopters, the System MFD page lists the operational status of each
of the systems. Systems that have taken 50% damage or less are listed as OkK.
Beyond 50% damage, a system is listed as MARG (marginal). At 100% damage, it
is INOP (inoperable).

Cannon. \When MARG, the helicopter’s cannon stops tracking targets. When INOP, it stops
firing. The chance that your gun will overheat increases as your gun takes damage.

Cockpit. If your cockpit reaches the INoP damage level, you die.

Left/Right Engine. Once one of your engines reaches INOP, it stops. Engine
torque on the remaining engine increases, since it is having to work harder. Your
rotor RPM will drop unless you reduce your collective to about 50% (press (5).
Reduce collective further if rotor RPM continues to drop.

If one engine goes out completely, it's a good idea to disengage your rotor com-
pletely (press (R)) and make an autorotational landing. If an engine stops, land
while you still can.

If both engines go out, disengage your rotor immediately and begin an autorota-
tional landing. Your rotor RPM, and thus your lift, will quickly drop to zero if you

have dead engines connected to your rotor. All the power you have left is what-
ever your rotor provides before it stops spinning.

Left/Right Wing. With MARG damage, your Stinger station stops firing. At 756%,
your outboard pylon stops firing. Once INOP, your inboard pylon stops firing. Also,
above MARG damage to the left or right you will notice the aircraft begin to roll
slightly toward the damaged side. Rolling will increase as damage increases, and
there's not much you can do to counteract it.



Main Rotor. You lose lift, control and forward thrust as you take damage. With
MARG damage your main rotor rpm will begin to drop and the helicopter will begin
to pitch toward the ground. This will increase as your damage increases.

Tail Rotor. As you take damage, your chopper will begin to yaw to the right. To
reduce this effect, lower your collective. Once INOP, you won't be able to turn to
the left at all when you’re hovering. The yaw to the right is reduced somewhat by
airspeed — higher speeds might help you maintain straight flight.

Longbow Radar (Longbow only). Once INOP, you lose your radar and your Radar
MFD page goes blank. Since your FCR system is then non-functional, sensor
systems automatically switch to TADS target acquisition mode. You won't be able
to switch to FCR mode or fire your RF Hellfires. (If you try to fire RF Hellfires,
INVALID MODE will appear in the Weapon Inhibit Field of your IHADSS.)

Critical Subsystems

Each system has a chance of being damaged. If damage does occur, one of the sub-
systems within that system is likely to take damage. For example, the FLIR, MFDs,
jamming equipment and TADS are all part of the Longbow'’s “cockpit” system.

AH-64D Longbow OH-58C Kiowa Warrior UH-60L Black Hawk

Cockpit Hit Cockpit Hit Cockpit Hit
Left/Right MFD 8% Left/Right MFD 8% MFD (Left only) 8%
Laser 8% Laser 8% PNVS T L
TADS 8% TADS 8% APR (ASE) 15%
PNVS 15% PNVS 15% Flight Control (SCAS) 8%
FLIR 8% FLIR 8% Engine Hit
Radar Jammer 15% APR (ASE) 15% 0il Line 8%
APR (ASE) 15% " Engine Hit Fuel Line 8%
My % . Gl Lin 8%  Hydraulics 8%
IHADSS 4% ~ Fuelline 8%

Main Rotor Hit Hydraulics 8%
FCR 15%

Engine Hit
0il Line 9%

Bottom/Aft Fuselage Hit
Fuel Line 8%

Hydraulics 8%




SCORING

In the game, you earn points for successfully completing missions and for
destroying key objectives. Although scoring is an important part of the game, it
doesn’t determine whether you win or lose a mission or campaign game.

In the campaign, “success” means you've survived long enough to fulfill all of
the objectives for whichever flight you chose to pilot in that mission, and that
you've completed enough mission objectives to win.

Aside from that, your active pilot also receives points, which are added to that
pilot's cumulative record. It is this scoring, not mission success/failure, that deter-
mines the pilot’s eligibility for promotion and medals.

You earn a score for every single- or multi-player mission you fly — whether it be
an Instant Action (Death Match), Single or Campaign mission. These mission
scores are tallied, and a cumulative score is kept for each pilot you create. (If you
don't select a pilot when starting the game, whichever pilot you flew with last is
the active pilot by default. Any score will be added to that pilot’s record.)

MISSION SCORE

Your score for each mission is based on your Kill Points (points you earn for
destroying objects) for that mission. This number is modified by several factors.

MODIFIERS

e Realism Modifier (RM) e Landing Modifier (LM)
e Flight Model Modifier (FM) e Success Modifier (SM)
e Enemy Modifier (EM)

EQUATION

Score = (Kill Points x RM x FM x EM x LM x SM) + Bonus Points
Number of FARP Landings

In order to get the highest score, you need to concentrate on several things:

e Rack up as high a kill total as you can.

e Score as close to 100% as you can in each modifier category and earn your
bonus points.

e Try to avoid making FARP landings for additional weapons and fuel.

Kill points for objects are given in Object Stats (p. 50). The modifier categories,
and how to improve your score in them, are explained in detail starting on the fol-
lowiing pages.



The options used to calculate your Realism Modifier, Flight Model Modifier
‘and Enemy Modifier scores can be changed during flight. Your modifier
- scores in these categories change when you change these options, and your
_mission score from that point on Is calculated with the new modifier scores.

Kill Points

You earn points during a mission for every tactical object you destroy. Different objects
have different point values. All kill point values are listed in Object Stats, p. 50.

® You earn kill points for every enemy you and your wingman destroy.
* You don't earn points for objects that other flights kill.

* You don't earn any points for enemies destroyed by air strikes or artillery
strikes that you call in. (However, strikes can provide timely assistance when
you need extra firepower.)

* Aircraft on the ground are worth 100 points (-100 for friendlies), regardless of type.

e The listed points are subtracted for any friendly objects that you or your wing-
man destroy. You lose full points for killing friendly units, no matter what
options you have chosen.

* You don't lose any points for friendly objects that are destroyed by enemies.

Realism Modifier (RM)

The more realistic options you choose, the higher your score. Your level of real-
ism is computed for each kill based on the options you have active on the REALISM
Option menu at that time. This modifier can range from 66% to 100% (.66 to
1.00). It can drop to 0% (that's right — nothing) if you select one of two cheats.
See the following note.

Note: If you set WEAPONS LOAD to UNLIMITED AMMO Or INVULNERABILITY to ON at any
time during the mission, your score for that mission will not be added to your
pilot’s cumulative score. You will see the score on the chalkboard at your debrief,
but it won't count toward medals or promotions.

1.00 ExPERT (or all cusTom options on)
.86 ADVANCED
.66 SIMPLE (default)

If REALISM is set on cusToM, subtract the following from 1.00 for all that apply:
-.10 If LANDINGS is set on EASY. -.02 If REALISTIC TADS TARGETING is off.
-.20 If LANDINGS is set on NO CRASHES. -.30 If REALISTIC WEAPON DAMAGE is off.
-.02 If REALISTIC JAMMERS is Off.

The remainder is your realism modifier. In other words, if you are flying with LAND-
INGS set on NO CRASHES and everything else set to be realistic, and you destroy a
Snow Drift radar vehicle, you earn 160 points (200 x .80).




Flight Model Modifier (FM)

You are also rewarded for flying with a realistic flight model, but the stakes aren't
quite as high. Your flight model score is determined by the flight model options you
have selected on the Option menu and can range from 83% to 100% (.83 to 1.00)

1.00 ExPERT (or all options under cusTOM are active)
.94 ADVANCED
.83 sIMPLE (default)

If FLIGHT MODEL is set on cusTOM, subtract the following from 1.00 for all options
that are off.

-.03 REALISTIC COLLECTIVE -.04 FULL DYNAMICS
-.01 GROUND EFFECT -.01 ALTITUDE EFFECTS
-.01 WEIGHT EFFECTS -.01 WIND

-.01 TRANSLATIONAL LIFT -.01 TURBULENCE

-.04 FULLY AEROBATIC

Landing Modifier (LM)

To get a 1.00 Landing Modifier, land at a FARP to end your mission — as close to
the tents as you can without hitting them.

1.00 You finished the mission at a FARP.

.80 You finished the mission anywhere else (including crashes, captures or
even quitting out of the mission in midflight).

Enemy Modifier (EM)

The category of enemy you have active on the menu is also factored into your score
for each kill. Your enemy'’s skill level is determined by a sliding bar on the GAMEPLAY
option menu. Selecting the least-skilled opponents (CATEGORY Ill) reduces your final
score by 16% (.84 modifier). Selecting the highest skill (CATEGORY I) results in a 1.00
modifier — i.e., no score reduction.

Success Modifier (SM)

You are rewarded for achieving your mission objectives. Your objectives may be to kill,
sight, rescue or defend a certain number of primaries. How many primaries you actu-
ally kill, sight, rescue or defend determines whether you succeed or fail. A rough idea
of the success/failure categories is given below, but these can vary greatly from
mission to mission. See the individual Mission Analyses, starting on p. 172, to
get exact numbers for each mission.

1.00 SUCCESS+ (S+) More than 90% of primaries
.90 SuUCCESS () 60-90% of primaries
.50 FAIL (F) Less than 60% of primaries

.25 FAIL- (F-) No primaries



Bonus Points

You get 1000 bonus points for flying a SUCCESS or SUCCESS+ mission. This score is
added after all of the modifiers so you get the entire 1000 points, no matter what
enemy skill and realism levels you flew with. It pays to meet your objectives.

Number of FARP Landings

Once your points are tallied as described above, this total is divided by the num-
ber of times you landed at a FARP. Think about that — your entire score is cut in
half if you return to refuel or re-arm only once (1 rearming landing + 1 final land-
ing = 2 landings). Get the job done the first time out.

Example Equation

Let's say you fly an entire mission against CATEGORY 1 enemies, with Realism and
Flight Model options set on ADVANCED. You kill 1 T-72 tank, 1 Blindfire radar vehicle
and 3 2S6s, without coming back to re-arm or refuel. You land at your final waypoint,
and your superiors declare that you have flown a success (but not SUCCESS+) mission.

SCORE FACTORS

Kill Points 950 (1 T-72@150, 1 Blindfire radar@200, 3 2S6s@3 x 200)
Realism Modifier .86

Flight Model Modifier .94

Enemy Modifier 1.00

Landing Modifier 1.00

Success Modifier .90

Bonus Points 1000

# of FARP Landings 1

EQUATION

Score = (Kill Points x RM x FM x EM x LM x SM) + Bonus Points
Number of FARP Landings

Score = (950 x .86 x .94 x 1.00 x 1.00 x .90) + 1000 = 691 + 1000 = 1691
1 1




PILOT RATINGS
While scoring basically keeps track of how many objects you've killed, pilot ratings

take into account many factors. These include how well you've trained, how long
you've flown, and how efficiently you've accomplished your missions to date.

To view the pilot rating of an active pilot, look at the individual Pilot Record. To
view the pilot ratings for your squadron, select View Squad Data from your pilot's
personal locker, then select View Default.

Your pilot rating can come in handy when you're picking opponents or friendly pilots
for multi-player games. It provides a clear-cut measuring stick for comparing skills.

To figure your pilot rating, the game measures your skill in each category listed
below. The number listed for each category represents the maximum number of
points that can be earned in that area. When added together, their sum is 110.

Base Rating 10 points

Training missions 10 points
Leadership 20 points
Flight hours 20 points
Weapons efficiency 20 points
Mission efficiency 20 points
Kills 20 points
120 points

Your rating is re-figured after each mission (based on cumulative career totals for
that pilot) and the pilot rating is updated.

Training Missions — 10 points
Each time a pilot completes a training mission, you're awarded 2 points. Since five
training missions are available, 10 points is the maximum you can earn for each pilot.

Training = Completed Training Missions x 2

Leadership — 20 points

Leadership is a cumulative score from 0 to 20 that is continually calculated as

long as your pilot remains alive. You begin the game with 10 leadership points.
Subsequent increases or decreases are based on survivability (how many heli-
copters you've flown, versus how many you've lost).

Leadership = 10 + (Helicopters that have survived - Helicopters lost)
4

Leadership is not allowed to fall below 0 or go beyond 20.



Flight Hours — 20 points

How long you've flown also affects your pilot rating. Flying time is divided into
“normal” hours (training missions) and “combat” hours (all other mission types).

e For every hour of combat time (60 minutes), you receive half a point.
e For every hour of normal flight time, you receive one-quarter point.

Flight Hours = Hours combat time + Hours normal time
2 4

Once you've earned 20 points in this category, you can’t earn any more. (It takes
40 hours of combat time to earn maximum points, or 80 hours of training time, or
any combination thereof.) Although this is based on all flight hours in all heli-
copters, the View Squad Data page of your pilot's locker breaks flight hours down
into all three helo types.

Weapons Efficiency — 20 points

Weapons efficiency measures how well you've applied your ordnance. This calcu-
lation is based on cumulative totals for what target types you've killed, and how
many weapons you've fired. Higher priority targets (such as 2S6s) will yield you
more points than less important targets (such as buildings). Similarly, the fewer
weapons you waste, and the more sophisticated the targeting method, the higher
your weapon efficiency rating. A pilot's Weapon Efficiency is not allowed to fall
below 0 or go beyond 20.

Weapons Efficiency =
10 + (Target Weight x No. of Targets) - (Weapon Weight x No. of Weapons fired)

Target types are weighted: Weapon types are weighted:
Aircraft 155 Hellfire RF 170
SAM 1.5 Hellfire LR 0.8
AAA 12 Stinger 1.0
Armor 1.0 Rocket MPSM 0.1
Artillery 0.6 Rocket HE 0.05
Support 0.5
Troop 0.2

Your overall weapons rating is an average of your efficiency with each weapon
type. However, the View Squad Data page of your pilot’s locker also displays your
total weapons fired, total hits, and efficiency ratings for each weapon type.




Mission Efficiency — 20 points

When you successfully complete a mission, your mission efficiency rating
increases. This rating has a maximum of 20 earnable points, but 20 points are
possible only if you've flown every mission successfully. Mission efficiency is cal-
culated for the duration of a pilot's career.

Mission Efficiency = Successes  x 20
Missions Flown

Kills — 20 points
Each target you kill is worth 1/10 point. After you make 200 kills (20 points), you
can’'t accumulate any more, except to offset friendly fire kills.

Friendly fire kills affect your kill rating — for each kill, you lose an entire point.

Kills = Enemy Kills - Friendly Kills
10

This rating is based on the total number of targets killed, regardless of type. The
View Squad Data page of your pilot’s locker, however, shows cumulative totals
for all target types (but not efficiency ratings for each).

PROMOTIONS

When you create a pilot, the new pilot initially has the rank of Warrant Officer
(WO?1). Advancing in rank is a matter of earning cumulative points for completing
missions (see Mission Score, p. 62). Scores needed for promotion are listed
below. Note that your pilot rating doesn't affect promotions:

Rank Cumulative Mission Scores Required

Warrant Officer 1 (W01) Your initial rank
Chief Warrant 2 (CW2) 6,000
Chief Warrant 3 (CW3) 10,000
Chief Warrant 4 (CW4) 16,000
Chief Warrant 5 (CW5) : 22,000
Captain (Capt.) 50,000
Major (Maj.) 100,000
Lieutenant Colonel (Lt Col.) 150,000

Colonel (Col.) 200,000




COMMENDATIONS

The table below lists the commendations awarded in the game and the criteria
for earning them. A brief description of each medal follows.

To earn an award for a mission, you have to successfully complete it. Even
though you might attain a score above 7000, you can't earn a Distinguished Flying
Cross if you don't fulfill the mission objectives.

Award Score Additional Requirements

Congressional Medal of Honor 7500 125,000 cumulative score

-

2 Distinguished Service Award 6500 100,000 cumulative score
3 Silver Star 6000
4 Legion of Merit 5500
5 Distinguished Flying Cross 5000 Awarded no more than once every 4 missions
8 Bronze Star 4000 Awarded no more than once every 5 missions
1 Air Medal 2000 Awarded no more than once every 6 missions
8 Army Commendation 1000 Awarded no more than once every 8 missions
9 Army Service Ribbon N/A  Every new pilot has this
(received upon graduating flight school)
10 Purple Heart N/A  Successful return (to any friendly FARP) with
3 or more helicopter components damaged
1 Qverseas Service Ribbon N/A 5 successful missions in Iran/Azerbaijan
(for all missions except Instant Action)
12 [jberation of Azerbaijan N/A  Win Operation Fallen Crescent

13 Armenian Freedom Ribbon N/A 5 successful Operation Fallen Crescent missions
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ATTACK HELICOPTER
OPERATIONS

Note: All material in this chapter originated as a US Army field manual (FM-17-50)
detailing attack helicopter operations. Information has been abridged for space, but
appears in its original text form. The diagrams from the original manual depict Cobra
helicopters in attack maneuvers, but all tactics described are applicable to the
Longbow, which was not operational when the manual was written.

At times throughout this chapter, reference is made to specific enemy doctrine. In
such cases, the referenced are to standard Soviet doctrine. It is worth noting that both
the Iranian forces of the Azerbaijani campaign and the Red teams of the MTC cam-
paigns are organized according to this same Soviet doctrine.

This chapter describes how attack helicopter companies and battalions fight. Attack
helicopter units are combat maneuver elements organized primarily to destroy armored
forces. This may be accomplished by destroying tanks and other armored vehicles. It
may also be accomplished by attacking enemy rear areas to destroy and disrupt critical
support elements. Attack helicopter units are normally supported by field artillery and
USAF close air support. They fight a coordinated battle along with other combat
maneuver elements. Attack helicopter units are members of the combined arms team.

Attack helicopter companies are found in the —
Attack helicopter battalion (ATKHB)
Division combat aviation battalion (CAB)
Air cavalry combat brigade (ACCB)
Armored cavalry regiment (ACR)

When used in this publication, “he,” “him,” “his,” and “men” represent both the mas-
culine and feminine genders unless otherwise stated.
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THE MODERN
BATTLEFIELD
OVERVIEW

The modern battlefield continues to change. Much of the change is due to new
technology applied to a number of new and improved weapon systems. Weapons
continue to improve in range, accuracy and lethality. At the same time, the Threat
has become more effective by adopting combined arms tactics and task-orga-
nized forces.

Recent combat has shown that aerial weapon platforms, especially armed heli-
copters, are effective. Combat aviation units have faced challenges from systems
other than air defense guns and missiles. Massed small-arms fire, vehicle-mounted
automatic weapons, tank main guns and even antitank guided missiles (ATGM) have
been employed against helicopters. Aerial and ground elements will be challenged
by opposing tactical aircraft, both fixed and rotary wing, as well as indirect fires.

Success on the modern battlefield will depend on the basic tenets of AirLand
Battle doctrine: initiative, depth, agility, and synchronization. Attack helicopter
units apply these tenets, with special emphasis on —

* |ndirect approaches.

e Speed and violence.

* Flexibility and reliance on the initiative of junior leaders.
* Rapid decision-making

* Clearly defined objectives and operational concepts.

* Aclearly designated main effort.

* Deep attack.

Attack helicopter units can fight and survive on the modern battlefield in spite of
the increased range and lethality of modern weapons. They use several of the
same principles that armor and mechanized infantry units do:

* See the battlefield.
e Use the terrain.
* Use overwatch techniques.

* Suppress, neutralize, or destroy enemy air defense systems with smoke, high
explosive ammunition, and electronic countermeasures.



FIVE RULES OF COMBAT

The modern battlefield is complex and makes many demands on soldiers and
leaders; but the keys to gain and maintain the initiative in any tactical situation
can be summarized in simple terms. Though it would be easy to over-simplify
such a summary, the Five Rules of Combat have been tried and proven in modern
battle. Briefly stated, the Five Rules of Combat are:

e Move. e Secure.
e  Shoot. e Sustain.
e Communicate.

All five rules apply to attack helicopter units as much as any other combat maneu-
ver elements. They are guidelines for the US Army from the individual soldier to
the task force. They apply to all kinds of units, whether combat, combat support,
or combat service support.

Each rule has from two to four parts, discussed briefly in this section. The Five
Rules of Combat are incorporated throughout this manual as they apply to attack
helicopter operations.

Move

Establish a Moving Element. Use terrain flight and movement techniques on
the way to battle. In the battle, use the mobility of attack helicopter units to full
advantage.

Get in a Better Position to Shoot. Good mission planning includes terrain analy-
sis, intelligence, and reconnaissance. It applies to selecting the best possible fir-
ing positions for the designated engagement area or enemy targets.

Gain or Maintain Initiative. For attack helicopter units, this includes capitalizing
on mobility to achieve surprise and concentrating firepower to keep the enemy
off balance.

Move Fast, Strike Hard, Finish Rapidly. This captures the dynamic essence of
attack helicopter operations at their best.




Shoot

Establish a Base of Fire. Units must make effective use of all organic and direct
or indirect supporting fires.

Maintain Mutual Support. Attack helicopters do this with ground maneuver ele-
ments, combat support, and US Air Force assets.

Kill or Suppress the Enemy. The main mission of attack helicopter units is to
defeat armored forces. Suppression of targets, such as air defensive systems,
command and control, or logistics systems can degrade the enemy force as well
as destroy maneuver elements so units can carry on with the primary effort.
Suppression of enemy air defense (SEAD) can assist in the destruction of com-
mand, control, and logistics systems through reducing their protection.

Communicate

Keep Everybody Informed. The flow of information up and down the chain of
command is vital. It relates to plans and orders, reports, and coordination and syn-
chronization of effort.

Secure

Use Cover and Concealment. This applies to ground support as well as combat
air maneuver elements. Assembly areas and forward arming and refueling points
(FARPs) must be terrain-masked and well camouflaged. In all operations, heli-
copter crews use terrain flight, techniques of movement, and masked routes to
conceal their actions.

Establish Local Security and Conduct Reconnaissance. Aeroscouts and ground
elements provide early warning to protect attack helicopters and allow them free-
dom of action.

Protect the Unit. Commanders must preclude unnecessary losses to make sure
enough attack helicopter assets will be available for the duration of an operation
and for the next operation as well.

Sustain

Keep the Fight Going. These are the watchwords of the maneuver elements
and their combat service support. It relates to initiative, continuity, command and
control, maintenance and repair, and recovery and rescue.

Take Care of Solders. Maintaining the physical ability to fight is essential, but
equally important is preserving the spirit and the will to win.



THREAT EQUIPMENT
AND TACTICS
OVERVIEW

The Threat has vast manpower and a wide variety of powerful weapons. Threat
forces are highly mobile, well-protected, and extremely lethal. Threat tactics and
doctrine stress rapid penetrations and envelopments to exploit opponents’ weak-
nesses. Threat forces are also fully able to mass large forces at critical times and
places for breakthrough operations. Threat commanders may be committed to
accomplish their missions despite high risks and heavy casualties.

Threat organizations reflect a complementary combined arms mix of modern
weapon systems. Threat forces are mainly armored, with many tanks and
armored fighting vehicles. The ground forces are supported by an array of modern
air defense weapons. These include —

e Missiles.

e Air defense artillery.

e \ehicle-mounted machine guns.
e Tactical aircraft for counterair.

Most of the Threat's artillery, tactical bridging, and mobile support equipment is
self-propelled.

Threat units carry a complete array of individual and vehicle nuclear, biological and
chemical (NBC) protective gear and de-contamination equipment. Most Threat
armored vehicles provide positive pressure protection for their crews.

Success in battle against such a formidable force depends on several key factors:
e Friendly forces must understand the capabilities of Threat systems.

e They must be able to identify Threat and friendly systems quickly, especially
on a fluid and nonlinear battlefield.

e Fighters and leaders at all levels must understand Threat tactics and doctrine
related to their levels of responsibility.

Finally, friendly forces must be able to integrate this knowledge with sharp fight-
ing and leadership skills. This means avoiding Threat strengths and capitalizing on
Threat weaknesses to accomplish missions and win battles.




VULNERABILITIES

Although Threat forces have one of the best-equipped and trained armies in the
world, they are vulnerable. Every weapon and system has weaknesses which can
be exploited.

e Light armor is vulnerable to all antitank weapons found on the modern battle-
field.

* Self-propelled air defense vehicles with radar antennas and thin overhead
cover are especially vulnerable to artillery with variable time fuzes.

® Most antitank guided missiles (ATGM) can be temporarily defeated by sup-
pressing the gunner or obscuring his vision.

* Destruction of organic air defense battery-level command and control vehicles
will degrade coordination and disrupt local air defense fires.

TACTICS

Threat forces are organized as combined arms teams as low as regimental level.
For example, the motorized rifle regiment (MRR) is organized with a tank battal-
ion, three motorized rifle battalions (MRB), and an artillery battalion, It also has an
engineer company, a signal company, a chemical section, an air defense battery,
and an antitank company. Medical and transportation companies, a traffic control
element, and service platoons may also be found in the MRR.

Threat forces are trained to fight at night and during periods of reduced visibility.
Basis tactics are the same under these conditions, but objectives will not be as
deep as those during daylight and good weather.

MRR Battle Disposition

Typical battle dispositions of motorized rifle units are shown on the following
pages.

Reconnaissance units are used to find the limits of enemy defensive positions.
Knowing those limits, the main body will bypass defensive positions and attack
from the flanks and rear.

The regimental attack is organized in two echelons. In the first echelon, combat

units are responsible for the primary mission. Second echelon forces follow the

route of advance of the first echelon force, but have secondary or follow-up mis-
sions.




First Echelon

Emphasis is on the combined arms team. Tanks almost always lead the attack.
Threat forces use massive field artillery fires to support maneuver elements.
Artillery airbursts can inhibit helicopter operations in forward areas.

As does a tank battalion, a motorized rifle battalion attacks an objective using an assault formation as shown.
WARNING: Expect air defense artillery in this formation.

Threat forces employ air defense artillery (ADA) to protect combat formations
installations, and troop movement from air attack. ADA weapons occupy carefully
selected positions to ambush helicopters flying nap-of-the-earth (NOE).

In addition to weapons primarily designed for air defense, all combat units are
trained to engage high performance aircraft and helicopters with small arms and
machine guns. Threat tank crewmen are also trained to use their main guns to
engage helicopters.

Second Echelon

The use of the second echelon is consistent throughout Threat doctrine.
Therefore, even for combined arms armies, there will be a second echelon. The
distance between echelons depends on the tactical situation. The march forma-
tion, direction of advance, and area of commitment are designed to support the
attack of the first echelon. The second echelon formation will most likely include
air defense weapons.




Defense

Threat doctrine stipulates that defense is only a temporary measure conducted
while forces consolidate to continue the offense. Defense is conducted in depth
from a series of strongpoints.

The Threat recognizes two types of defense: the hasty defense and the deliber-
ate defense.

Hasty Defense

Normally, when units are forced to stop in place, companies pull off the road or
out of column. They move to the nearest defensible terrain and establish strong-
points. When tanks are leading, they may pull back to the second echelon.
Antitank weapons move forward to protect flanks and gaps between strong-
points.

Deliberate Defense

Threat forces organized the battlefield into a security zone and a series of defen-
sive belts for a deliberate defense. When not in contact with enemy forces, the

motorized rifle divisions (MRD) manning the main belt establish general outposts
in the security zone. These may be up to 15 kilometers in front of the main belt.
Probable deployment of the general outpost force would be on the order of one

battalion for each 8 to 12 kilometers of frontage.

Security Zone

First echelon regiments of the main defense belt also establish a system of out-
posts in the security zone. Their missions are to:

* Protect the main defense belt against surprise attack.
e Prevent enemy reconnaissance.
e Conduct counterbattery operations.

* Deceive the enemy as to the true location of the forward elements of the
main defense belt.

* Prevent the enemy force from clearing obstacles.



ORGANIZATION
AND OPERATIONS

OVERVIEW

Attack helicopter units should be integrated into the tactical plan of the ground
force commander, along with other maneuver elements. They are employed as
maneuver units, not as close air support or fire support.

With proper planning and integration into the scheme of maneuver, attack heli-
copter units can move quickly to critical points at critical times. They can be
employed with other elements of the combined arms team to strike the enemy
force where and when it is most vulnerable.

The objective of attack helicopter operations is to destroy the opposing armored
force. Attack helicopter units are well suited to this end. They are able to secure
or retain the initiative and aggressively exercise that initiative to defeat the
enemy.

Destruction of the opposing force is achieved by throwing the enemy off balance
with massive fires from unexpected directions, then following up rapidly to pre-
vent his recovery.

The best results are obtained when initial blows are struck against critical units
and areas whose loss will degrade the coherence of enemy operations, rather
than merely against the enemy'’s leading formations.

Attack helicopter units can rapidly shift their efforts to take advantage of enemy
weaknesses. This allows commanders to apply the basic tenets of AirLand Battle
doctrine:

e |nitiative.
e Depth.
o Agility.

e Synchronization.




UNIT ORGANIZATION

Tables of organization and equipment (TOE) detail manpower and equipment
authorizations for attack helicopter battalions and companies. Many Army units
are organized under modified tables of organization and equipment.

To determine manpower and equipment authorizations for a specific unit, it is
necessary to consult the authorization document for that unit.

Organization for Combat

Organization for combat is the grouping or tailoring of a combination of combat
and combat support units to accomplish a specific mission. Fundamental consid-
erations are essential to determining an appropriate task organization. They are
mission, enemy, troops available, terrain and weather, time, and space.

Mission

The mission of the attack helicopter company and battalion is to destroy enemy
armor and mechanized forces using aerial combat power. Fire and movement are
an integral part of the combined arms teams during offensive, defensive, and ret-
rograde operations.

Attack helicopter units, with their mobility, firepower, and shock effect, can be
committed early in battle. Attack helicopter units can reinforce ground combat
units to form combined arms teams. They can attack, defend, or delay by engag-
ing the enemy with direct and indirect fire.

In a deliberate attack of a prepared enemy defensive position, attack helicopter
units may be used to overwatch ground maneuver forces. Attack helicopter units
are not suited for missions requiring occupation of terrain. But they may use
organic and supporting fires to deny terrain to the enemy for limited periods of
time.

Enemy

Attack helicopter units are employed against armor and mechanized targets. They
are least effective against enemy defenses without reinforcement from ground
maneuver units. Deliberate attack of an enemy in prepared defensive positions
requires tank and mechanized infantry forces.

Attack helicopters together with tanks and mechanized infantry can be used to
pursue a retreating enemy or to attack his flanks and rear.



Troops Available

The attack helicopter company (ATKHC) commander must give considerable
attention to regulating movement of attack platoons between forward arming and
refueling points (FARPs) and the battle.

To do this, attack helicopter units may use the continuous attack employment
technique. As one element is attacking, the second element is enroute between
the battle and the FARP. The third element may be at the FARP. By replacing ele-
ments in this fashion, sufficient forces can be kept in the battle, delivering contin-
uous fire on the enemy.

Terrain and Weather

Open rolling terrain that affords good observation and long-range fields of fire
favors the use of attack helicopters. Combat within built-up areas or in heavily
forested areas does not take advantage of the attack helicopter’s long-range fires.

Time

Employed too late, the attack helicopter unit will not be able to destroy enemy
forces at the critical time and place. Employed too early, they may have to disen-
gage for fuel or ammunition at an undesirable time.

Task Organizing the Company

During the conduct of any attack helicopter operation, one person in the air must
be in charge. This is the Air Battle Captain (ABC). The term identifies the leader
who orchestrates, manages, directs, coordinates, and integrates the attack heli-
copter elements as part of the combined arms team within the ground scheme of
maneuver for the operation.

The ABC must be involved early in mission planning and understand the comman-
der's concept of the operation. As the battle begins, the ABC must be ready and
able to —

e Orchestrate all actions by attack and scout aircraft in the battle area.
e Coordinate, call for, and control all indirect fires.

e Maintain contact with the ground maneuver commander and, when appropri-
ate, the next higher aviation unit commander.

e Request and integrate additional combat assets into the battle, such as us
Air Force close air support aircraft.




EMPLOYMENT TECHNIQUES

Attack platoons formed from the attack helicopter company may be employed in
a variety of ways. However, in order to maintain continuous fire on the enemy,
rotation of attack helicopter elements is necessary. Three acceptable methods
are:

e Continuous attack.
* Phased employment
e  Maximum destruction.

Whichever employment technique is used, it may be feasible to have scout heli-
copters remain in the battle area as attack helicopters cycle in and out. This
allows scouts of the company to accomplish other necessary tasks, such as —

e Coordinating with ground maneuver units.
e Adjusting supporting fires.
* Providing security for the operation.

e Reconnoitering future positions or routes.

Continuous Attack

Generally, the continuous attack method is followed: one third in battle, one third
enroute, and one third at the FARP. Platoon and section leaders of the element
enroute monitor communications or overwatch the element in contact. They bring
the enroute element forward to battle positions so they can begin engagements
just as the group in battle is ready to break off and return to the FARP.

CONTINUOUS ATTACK

In battle
000

Enrouteto eee

battle area

(o e

Enroute to
or at FARP




Phased Employment

Two teams engaging an enemy force together can be most effective. When both
teams are employed at the same time, one company may not be able to sustain
such operations for any length of time. This is primarily due to the limitations of
the FARP or FARPs in the area. Phased employment, a modification of the contin-
uous attack option, can be used to service the helicopters.

The first team is initially employed at a specified time in the operation. A second
team is phased into the battle after the first team. The third attack team will be
phased into the fight when either of the other teams is out of ammunition or fuel.

PHASED EMPLOYMENT

Two teams in battle =2

FARP

One at

Maximum Destruction

Operating with three teams forward can provide massed firepower over a wide
area, insuring maximum destruction of enemy forces for a short period. However,
this severely limits the capability of one company to maintain continuous fires,
depending on FARP locations and suppressive means available.

Generally, the simplest technique is best, and cycling with three teams provides
the most flexibility, ease of FARP operations, and sustained antiarmor fire over
long periods.

MAXIMUM DESTRUCTION




HOW ATTACK
HELICOPTER UNITS
FIGHT

WHAT AEROSCOUTS DO

The primary purpose of the aeroscout is to see the battlefield, acquire targets,
and coordinate movement of attack helicopters as directed by the platoon leader.
The platoon leader directs these efforts from one of the scout aircraft.

Aeroscouts must be able to:
e Coordinate operations and develop the enemy situation.

¢ Coordinate with the ground commander responsible for the operation area,
most often the battalion task force commander.

* Provide early warning and selection of battle positions for early engagement
of enemy forces at maximum range.

* Acquire and identify targets and report.

e Confirm or select positions that provide concealment and stand-off range for
attack helicopters.

* Request and adjust indirect fires and close air support as required.

* Assist attack helicopter movement into battle positions.

* Hand over targets to attack aircraft.

* Provide local security for attack helicopters while they engage targets.

When enemy forces are observed within effective range of attack helicopters,
scouts adjust artillery, direct the maneuvering attack helicopters into battle posi-
tions, and hand over targets.

Just before attacking Threat forces, during an artillery preparation, attack heli-
copter teams occupy pre-selected concealed holding areas. Scouts identify gaps
in the impact of any Threat artillery and select the best possible positions for
attack teams.

Attack helicopter teams use battlefield obscuration to conceal their movement.
They may move frequently to positions that allow better observation and engage-
ment of enemy forces.



WHAT ATTACK HELICOPTERS DO

The combat power of an attack helicopter unit is in the firepower and mobility of
the attack helicopter. Attack helicopters are habitually employed against armor -
and mechanized targets in offensive or defensive operations. Attack helicopters
destroy tanks and other armored vehicles found by air cavalry, attack helicopter
unit aeroscouts, or friendly ground forces. They destroy, suppress, or neutralize
other enemy systems which threaten their operations or other maneuver forces.

While there are many variables in attack helicopter operations, the attack element
crews consistently perform tasks related to a series of events. The success of
the attack helicopter unit depends largely on how well the attack element mem-
bers perform the tasks in the attack sequence.

¢ Move to the holding area.

e Coordinate with the aeroscout.

e Move to the battle position and receive target handover.
e Partially unmask.

e Acquire the target.

e Unmask as required to fire.

e Engage.

e Remask.

e Move to an alternate firing position or return to the holding area.

USE ALL AVAILABLE SUPPORTING FIRE
First
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Second element watches
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Suppressive fires will aid the attack helicopter unit by stripping away Threat air
defense weapons and forcing Threat armor units to stay buttoned up, deploy,
slow down, and reveal their intentions. This will restrict enemy acquisition, visibili-
ty, and control capabilities, and generally add to the enemy’s overall confusion.

Scouts and attack helicopters should not stay in place. They use mobility to attack
on the flanks from multiple battle positions. They shift the direction of their
attacks. Radar warning receivers may help determine whether an attack should
be continued from the same position.

STRIKE FROM CONCEALED POSITION AND MAXIMUM STAND-OFF

Destroy ADA where it threatens you. Every ZSU-23-4 elimi-
nated is one you will not have to deal with again.
Destruction of enemy security systems, including ADA, cre-
ates more opportunities to destroy vulnerable enemy tanks.




SCOUT AND ATTACK TEAMWORK

In attack helicopter units, the success of the weapon system depends on team-
work between scout and attack helicopter crews. Success depends on the
scout'’s ability to locate, identify, and hand over enemy targets.

The scout must also be able to do other tasks as directed by the platoon leader:
See the enemy first.

Coordinate with the ground commander.

Reconnoiter routes into and out of the battle area.

Select adequate firing positions and battle positions.

Maintain enemy contact.

Adjust suppressive fires from artillery, and coordinate close air support.
Provide local ground and air security during engagement.

Attack leader decides the target priorities.

The scout may recommend target priorities and weapon selections. However, the
responsibility for this decision rests with the attack element leader.

The attack helicopter crew must —
e Assess the battlefield situation. e Select the most effective weapon.
e Acquire the most dangerous target. ® Engage and destroy the enemy.

During an attack, a key focus of the teamwork between the scouts and the attack
helicopters is the target handover.

HOW SCOUTS HAND OVER TARGETS

COMPULSORY

Element Purpose and description Example Messages

Alert, target description Alerts attack helicopter(s), identi- K-13 — THIS IS K06 ESTIMATED
fies the sender, and describes the TANK COMPANY MOVING WEST —
target type, number and activity TWO ZSU TO REAR OF COMPANY

*Target location As a minimum, includes the direc- 120 DEGREES — 2,800 METERS —

tion in degrees and range fromthe ~ APPROACHING CROSSROADS AT
firing position to target. Reference NM 3914

from a known or easily identifiable

point may also be given. Four-digit

coordinates may also be used.

IF APPLICABLE

|

Element Purpose and description Example Messages
Method of attack A concise description of the ON MY COMMAND — ATTACK
planned scheme of fires and or
maneuvers for the attack. ENGAGE WHEN READY
Execution Initiates attack. UNMASK or ATTACK

*Target location may also be designated by artillery rounds or laser locator/designator equipment.




MANEUVER

Modern air defense weapons enable Threat forces to detect, acquire, engage,
and destroy helicopter targets under all conditions of visibility and weather.
Helicopter crewmen must use terrain to avoid detection and achieve surprise.
They use a combination of three types of flight — low-level, contour, and nap-of-
the-earth (NOE) — depending on terrain, mission, and enemy threat to their oper-
ations. Often, flight will be conducted close to the earth’s surface using terrain,
vegetation, and man-made objects for concealment.

Momany Ll e

Low-level
Contour
NOE
Helicopters maximize the use of terrain. The special mode of flight used, whether low-level, contour
or NOE (nap of the earth), will depend on the mission and the threat.




Areas, Routes and Positions

To organize and control their movement to battle, attack helicopter units apply a
system of areas, routes, and positions.

Assembly Areas are where units or elements assemble to prepare for future
actions, issue orders, accomplish maintenance and resupply.

Forward Assembly Areas are areas where attack helicopters may move forward
and shut down for extended periods while awaiting orders to go into battle. This
location should be located at or near the ground maneuver unit's tactical opera-
tions center for more rapid response times.

Holding Areas are sites located between forward assembly areas and battle
positions. They may be occupied for short periods while aeroscouts coordinate
attack helicopter movement into battle positions. They should provide good cover.

Battle Positions are covered and concealed positions used by attack helicopters
for target engagement. The element leader should designate element battle posi-
tions and sectors of fire based on information from aeroscouts. Individual aircraft
commanders select actual firing positions.

Firing Positions within the battle position are chosen to give maximum stand-off
ranges with good fields of fire. These firing positions should not give off dust and
debris signatures during hover, should have well-covered maneuver entry and
exist routes, and should have sufficient backdrop to prevent easy visual acquisi-
tion by the enemy.

AREAS, ROUTES AND POSITIONS
Assembly Area

Forward
Assembly Area
Holding
Area
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i
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Techniques of Movement

Because of the range and lethality of modern weapons, US forces must make
maximum use of all cover and concealment afforded by the terrain. Aerial move-
ment exposes aircraft more often than ground vehicles are exposed. The greater
the threat, the greater is the need for security. Attack helicopter units adapt their
type of flight and technique of movement to maintain a degree of security. The
principles of overwatch apply to attack helicopter units.

TECHNIQUES OF MOVEMENT

Technique Of Movement Chance Of Contact Type Of Flight
Traveling Not Likely Low Level/Contour
Traveling Overwatch Possible Contour/NOE
Bounding Overwatch Expected NOE

Find the enemy with minimum forces. The aeroscouts are task-organized with
the attack helicopters. The aeroscouts move ahead of the attack elements to
assist in precisely locating the enemy and reconnoitering battle positions.

During the move, a scout should be designated to provide rear security behind
the team, frequently checking for enemy ground and air threats. Once in the hold-
ing area, the attack element establishes all-around visual search.

Use all available cover and concealment. An attack helicopter unit must use
stealth and engage the enemy at maximum stand-off ranges or the limits of visi-
bility. They must, therefore, use all terrain features to their advantage.

Overwatch lead elements and be prepared to fire and maneuver. This princi-
ple especially applies when the team approaches battle positions or takes part in
pursuit or exploitation operations.

Adjust movement technique and type of terrain flight to the situation. Use
traveling, traveling overwatch, or bounding overwatch techniques according to the
likelihood of enemy contact. Use low-level, contour, or NOE flight as appropriate.



Traveling

Traveling is used when speed is important and contact with the enemy is not like-
ly. Traveling is used to move rapidly in relatively secure areas, or from an assem-
bly area to a forward assembly area. The attack helicopter team can use traveling,
with the aeroscouts either forward or mingled with the attack helicopters.
Separate elements move at a constant air speed using the appropriate type of ter-
rain flight.

TRAVELING
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Scout and attack helicopters move together, using low-level or contour flight according to terrain.
(Arrows indicate group that is moving and general direction of travel.)
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Traveling Overwatch

Traveling Overwatch is used when enemy contact is possible. Lead aircraft of a
team, aeroscout element, or attack element move at a constant rate. Trail aircraft
move as necessary to provide overwatch of the lead aircraft. They observe terrain
where the enemy might be positioned to fire on lead aircraft.

TRAVELING OVERWATCH

A) Lead aircraft move ahead, trail aircraft remain behind cover to provide overwatch. B) Trail aircraft
leave cover and C) take up position behind lead aircraft, continuing to provide overwatch.




Bounding Overwatch

Bounding Overwatch is used when enemy contact is expected. Overwatching
aircraft cover progress of bounding aircraft from a covered and concealed over-

watch position. The position offers observation and fields of fire against potential
enemy positions.

The attack helicopters overwatch the scouts as they move. Scouts may move as
a group or by bounds. When the bounding element makes contact with the

enemy, the enemy must be suppressed by the overwatching element. A decision
must then be made whether to attack or bypass.

BOUNDING OVERWATCH

X
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A) Scout aircraft move ahead, attack aircraft remain behind cover to provide overwatch. B) Attack aircraft
move forward to another concealed position nearer scout aircraft. C) Scout aircraft move ahead, attack air-

craft provide cover. D) As scouts split up to move around large terrain features, overwatch element divides to
cover progress of both.




OFFENSIVE OPERATIONS
OVERVIEW

Offensive operations are characterized by —

e Aggressive initiative on the part of subordinate commanders.

* Rapid shifts in the main effort to take advantage of opportunities.
¢  Momentum.

e The deepest, most rapid destruction of enemy defenses possible.
The ideal attack should —

* Follow reconnaissance units or successful probes through gaps in enemy
defenses.

¢ Shift strength quickly to widen penetrations and reinforce successes.

The attack should carry the battle deep into the enemy rear. It should destroy or
bring under control the forces or areas critical to the enemy’s overall defensive
organization before the enemy can react.

Attacking a defending enemy equipped with modern weapons is a difficult and
expensive operation. The defender has many advantages. Chiefly, he can select
ground for defensive positions. He can use cover and concealment and choose
ground which requires the attacker to expose himself where defending weapons
can be brought to bear most effectively.

The defender has one great disadvantage: he cannot pick the time and place of
the battle. The attack chooses the time and place of the battle and then concen-
trates his combat power at one or two selected points while the defender’s
forces are spread more thinly.

Using surprise, concentration of forces, and concentration of suppressive fires, a
bold and aggressive attack can succeed. Accordingly, attack helicopter units
should be prepared to concentrate quickly at critical points.

Attack helicopter units must tailor their movement to the terrain, use supporting
fires and suppression technigues, and know the enemy. Attack helicopter units
operate in the ground environment and engage targets at maximum effective
range.

The mobility and firepower inherent in attack helicopter units allow them to quick-
ly bring heavy direct antitank fires to bear anywhere in the attacking forces’ sec-
tor. Used as part of a larger force, with supporting fires, attack helicopter units
can be used in a variety of offensive operations.




MAJOR TYPES OF OFFENSIVE
OPERATIONS

The five major types of offensive operations are:

e Movement to contact.

e Hasty attack.

e Deliberate attack.

e Exploitation.

e Pursuit.

Although these operations are roughly sequential, any offensive operation can
develop into either a more fluid type of operation or a defense. The whole series
can proceed by steps from movement to contact to an eventual pursuit. However,
an attack can shift quickly forward or backward along the scale as resistance varies.

Movement to Contact

Movement to contact gains or reestablishes contact with the enemy. It may be
used when neither opponent clearly has the initiative or when the enemy has bro-
ken contact. The Threat, looking ahead to operations in a nuclear or chemical
environment, regards it as the type of operation likely to dominate high-intensity
warfare. Whether or not this is the case, the movement to contact will certainly
be a part of any nonlinear battle.

Movement to contact develops the combat situation and maintains the comman-
der's freedom of action after contact. This flexibility, essential to maintaining the
initiative, is based on the following principles:

¢ Find the enemy with minimum forces.
e Use combined arms.

e Maintain security.

e Move quickly.

e Balance control and initiative.



Hasty Attack

A hasty attack has minimum planning time and is characterized by violent, aggres-
sive action. It usually develops from a movement to contact, but it can also be
the means of quickly seizing the initiative after a successful defense. The princi-
ples of attack — concentration of effort, surprise, speed, flexibility, and audacity
— apply in a hasty attack.

Once fire and maneuver have begun, it is necessary to determine whether the
enemy can be defeated by fire and maneuver alone in a hasty attack, or if the
enemy is in a well-prepared defensive posture which will require a carefully
planned deliberate attack.

Deliberate Attack

The deliberate attack is necessary to destroy an enemy force or secure terrain.
The deliberate attack involves a detailed scheme of maneuver and integrated fire
support against a strongly defended position. Employed independently, the attack
helicopter unit is least effective in attacking strongly fortified defensive positions,
and lacks the staying power required to seize and hold terrain. The attack heli-
copter is best suited for attacking enemy armor formations on the move. It is,
however, also capable of heavy and effective suppressive fires.

As part of the combined arms team, attack helicopters combine their long-range
anti-armor fires and their suppressive fires with those of ground combat forces.
There are several missions attack helicopters can perform in such a role:

e Participate in the deep battle scheme of maneuver.
e Attack or contain pockets of resistance bypassed by the main force.
e Provide a base of fire for assaulting ground forces.

e Dominate key terrain to the flank from which attacking ground units could
otherwise be engaged or over which a counterattack would come.

e Attack withdrawing enemy forces or moving enemy reserves.

e Destroy or repel an enemy counterattack.




Exploitation

The purpose of exploitation is to prevent the enemy from reorganizing a defen-
sive system or conducting an orderly withdrawal. This is done by rapidly advanc-
ing toward the enemy rear area, bypassing small pockets of resistance, and
destroying lightly defended and undefended installations and activities. Air cavalry
and attack helicopter units are particularly well-suited to conduct these opera-
tions, especially when working with ground forces.

Attack helicopter units in the exploitation are normally employed as part of a larg-
er force. They operate very much as in a movement to contact, following the
ground maneuver forces and ready to react as early as possible in the fight.

A bold exploitation should always follow a successful attack, either to destroy the
enemy'’s ability to reconstitute a defense or disrupt his attempt to conduct an
orderly withdrawal. As enemy forces become demoralized and the structure of
the defense begins to disintegrate, exploitation may develop into pursuit.

Pursuit

The purpose of pursuit is to destroy enemy forces. It cuts off and destroys a
retreating enemy by maintaining direct pressure on guard elements while inter-
cepting and destroying the main force.

Pursuit requires unrelenting pressure. The speed, mobility, and firepower of
attack helicopter units make them ideal forces for pursuit.

By attacking lead elements from ambush along routes of withdrawal, attack heli-
copters can achieve surprise, confusing, disorganizing, and fixing the enemy for
the direct pressure force.

In both exploitation and pursuit operations —
e The attack helicopter moves through the penetration, avoiding the shoulders.
e Air cavalry should be used to screen, find routes, and find the enemy.

e Attack helicopters can attack withdrawing enemy columns, command posts,
logistical complexes, and targets of opportunity.



SPECIAL PURPOSE OPERATIONS

In addition to the five major types of offensive operations, attack helicopter units
and commanders must also be prepared to conduct the special purpose operations:

¢ Reconnaissance in force. e Demonstration.
¢ Raid. e Relief to continue the attack.
e Feint.

Reconnaissance in Force
The is a limited-objective operation by a considerable force in order to —

¢ Obtain information.
e |ocate and test enemy dispositions, strengths, and reactions.

If the enemy situation must be developed along a broad front, the reconnaissance
in force may consist of strong probing actions to determine the enemy situation
at selected points. The enemy'’s reactions may reveal major weaknesses in his
defensive system.

Raid

A raid is an attack into enemy-held territory for a specific purpose other than gain-
ing or holding terrain. The purpose may be to destroy a specific unit, installation,
or class of military material. Attack helicopter units may conduct raids as lone
maneuver units supported by artillery and close air support (CAS).

Raid Objectives

When an attack helicopter unit receives a raid mission, the purpose will be stated
in some detail. For example:

DESTROY THE ENEMY COMMAND POST LOCATED AT COORDINATES XY 4323,

Attack helicopter raid objectives will usually be at some depth (15-30 kilometers
or further) beyond the line of contact.

Time of Raid

Raids will be of short duration so attack helicopter units can accomplish the mis-
sion with onboard fuel and ammunition. Attack helicopter companies must care-
fully plan their raid missions, consider proposed flight paths, mission time, possi-
ble time in a holding area, and return to an arming and refueling location.

Raid Routes

The attack helicopter raiding force should move to and from the objective area by
different routes using nap-of-the-earth (NOE) flight techniques. Coordination with
friendly forces as to the time and place of the passage points or lanes must be
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MISSION EXAMPLES

Following are examples of offensive missions attack helicopters can perform as
members of the combined arms team.

Deep Battle Missions

Enemy reserves, fire support elements, command and control facilities, and other
high-value targets beyond the line of contact are all possible targets for attack.
Separately or combined with other forces, attack helicopters can —

¢ Block enemy forces.
e Protect the force against counterattack.

¢ Disorganize enemy fire support, air defenses, and logistic support.

Attacking Pockets of Resistance

An attack helicopter company (ATKHC) has been placed under operational control
(OPCON) of a brigade conducting an attack. As the brigade moves forward, the
ATKHC will reposition its forward assembly area and FARP by bounds to remain
close to lead ground forces.

While moving to contact, a lead task force is fired upon by a small mechanized
enemy unit. The task force commander is ordered to bypass in order to maintain
the momentum of the attack. A ground scout squad is left to maintain contact
with the enemy. The enemy force realizes it has been bypassed and begins to
move. Ground scouts from the task force report that movement, and the ATKHC
is ordered to destroy the bypassed enemy force. The ATKHC commander elects
to commit one attack platoon initially.

Aeroscouts from the platoon move forward to determine the enemy situation and
select attack positions. They receive a target handover from the ground scouts.
The aeroscouts call for immediate indirect suppressive fires. They direct the
attack helicopter sections into battle positions from which they engage.

ATTACKING POCKETS OF RESISTANCE

1 Lead task force; encounters but
bypasses 2 in order to maintain attack

momentum
@ @ 3 2 Bypassed enemy unit
3 Ground squad left to maintain contact
@] with the enemy unit

. 4 ATKHC platoon ordered to destroy

000 }}
@ / / bypassed enemy force




Operating with Ground Forces

In this situation, a task force runs into unexpected enemy resistance. As the task
force commander prepares to attack, he is told by brigade that an attack heli-
copter company is available and will provide a base of fire from an adjacent battle
position in concert with his scheme of maneuver. Scouts reconnoiter ahead of
the attack elements to confirm the situation and select battle positions.

Using the continuous attack employment option, the ATKHC maintains a continu-
ous base of fire. Attack helicopters suppress the enemy with automatic cannon
and rocket fires and destroy point targets with missiles.

OPERATING WITH GROUND FORCES

1 Objective
2 Unexpected enemy resistance
3 Task force

4 ATKHC provides base of fire from
adjacent battle position

Dominating Key Terrain

Either air cavalry or attack helicopter units can dominate terrain. Key terrain or
defiles on the friendly flanks could be used by the enemy to counterattack. They
must be denied to the enemy.

In this situation, an ATKHC is employed to dominate terrain on the right flank of
an attacking task force. Aeroscouts have selected tentative primary and alternate
firing positions and entry and exit routes for attack helicopters. Attack helicopters
stand by in a holding area to the rear of their battle positions. If needed, attack
helicopters move forward rapidly to engage an enemy force.

DOMINATING KEY TERRAIN

WS

1 Objective
2 Attacking task force

3 ATKHC dominates terrain on right
flank from holding area to the rear
of battle positions




Destroying an Enemy Counterattack

The attack helicopter's mobility advantage over ground maneuver units suits it for
employment against counterattacking enemy forces. The following example illus-
trates how this can be done.

Friendly forces have succeeded in breaching enemy first echelon defenses. A
friendly armor brigade is now making rapid gains against deeper defenses. The
enemy reserve tank regiment is preparing to leave its position and counterattack
the brigade.

The attack may be halted if the enemy tank regiment is allowed to counterattack
at full strength. The division commander orders an ATKHC to move through the
gap and attack the enemy regiment. The ATKHC moves by bounding overwatch
through the gap and along the planned attack route. Scouts are deployed for early
warning and security.

A scout near the engagement area reports the lead enemy battalion approaching
the ambush “trigger” line. The ATKHC commander commits his company in
phased employment. He contacts the forward air controller and requests the first
CAS strike to correspond with the attack of the first two teams.

DESTROYING AN ENEMY COUNTERATTACK

Armor brigade has broken

through enemy first echelon

defenses (2) and is making rapid

gains on deeper defenses (3)

2 Broken enemy defenses

3 Enemy defenses; objective

4 ATKHC ordered to attack enemy
tank regiment (5)

5 Enemy tank regiment attempting

counterattack against (1)




Attacking Withdrawing Enemy Forces

In this situation, enemy resistance is crumbling. As the task force approaches its
objective, the brigade commander orders the attack helicopter company to attack
the withdrawing enemy.

Scouts from the attacking task force and the ATKHC probe the flanks of the
enemy position to locate aerial avenues of approach. A gap is located affording
masked maneuver behind the enemy’s defenses.

The task force commander calls for artillery smoke and HE on the flank of the
enemy position to mask the maneuver of attack helicopter teams. The maneuver
team, using bounding overwatch, successfully works its way to a position over-
looking the enemy route of withdrawal.

Attack helicopters engage the enemy from multiple battle positions. Scouts
secure the immediate area around attack helicopters and reconnoiter alternate fir-
ing positions. The ATKHC commander rotates platoons in order to maintain con-
tinuous pressure on the enemy.

The same procedures can be used to ambush reinforcing enemy units.

ATTACKING WITHDRAWING ENEMY FORCES

Task force pushing toward objec-
tive (2)

Task force objective; rings indi-
cate the topography of the hill
Retreating enemy forces

Task force commander calls for
HE and smoke on flank of enemy
position to mask maneuver of (5)
Attack helicopter team works its
way to a position flanking enemy
withdrawal route

1




Exploitation

In this situation, an attack helicopter company is IPCON to a brigade which has
penetrated enemy defenses. The attack helicopter company was deployed
behind the line of contact, but ready to move forward rapidly to exploit the suc-
cessful brigade attack.

Once the flanks of the salient are secured, the attack helicopter unit passes
through the gap, avoiding the shoulders of the penetration.

Acting within the framework of the ground commander’s plan, attack helicopter
units use supporting fires and work with ground maneuver elements to attack
enemy reserve forces moving to counter the penetration. Once the enemy
reserve formation is destroyed, attack helicopters may be used to attack a com-
mand post deep in the rear or enemy artillery on the flanks of the penetration.

EXPLOITATION

1 ATKHC accompanying attack
brigade

2 Reserve formation; primary target
for ATKHC

3 Command post; possible sec-
ondary target for ATKHC

4 Enemy artillery; possible sec-
ondary target for ATKHC




Pursuit

In this situation, a motorized rifle division is in withdrawal. Ground maneuver
forces are maintaining pressure on the enemy rear guard while air cavalry con-
ducts reconnaissance to locate enemy columns and routes. The air cavalry unit
passes this information to attack helicopter elements, which quickly enter the
fight along attack routes recommended by the cavalry and confirmed by scouts.
While one attack helicopter element attacks the head of the enemy column to
slow following elements, others use organic and supporting fires to destroy
forces from many firing positions along the length of the enemy column.

*

1 Movement of retreating motor-
ized rifle division

2 Pursuant friendly forces

3 ATKHC teams engage enemy
from numerous firing positions
along flank of column

4 Air cavalry conducts reconnais-
sance to locate enemy routes

Raid

In this situation, friendly forces have conducted a limited objective attack. They
have created a gap for an attack helicopter company to pass through to destroy a
division command post (CP). The attack helicopter company passes through
friendly forces, avoiding the shoulders of the penetration.

1 Friendly force creating gap in
enemy defense for ATKHC strike

2 ATKHC moves through gap
towards target at (3)

3 Division command post; raid

objective




DEFENSIVE
OPERATIONS
OVERVIEW

Attack helicopter units will normally participate in defensive operations as part of
a larger force. The purpose of the larger force is to prevent the enemy from con-
trolling terrain or other features essential to the friendly force missions. To defend
successfully, the defender has to destroy enough enemy forces to convince the
enemy that the attack is too costly and that he must break it off.

Defensive operations may be necessary when —

* The enemy is stronger.

* The enemy has the initiative.

® [tis necessary to gain time.

* Itis necessary to hold a critical area.

* An economy of force measure will permit concentration of forces elsewhere.

The defender has many advantages over the attacker. Among these is the oppor-
tunity to study the terrain thoroughly — to analyze avenues of approach and to
select defensive positions. The defender can maximize the capabilities of his
weapons while minimizing vulnerability to enemy observation and fire.

Regardless of the mission of higher headquarters, attack helicopter units are
offensive in nature. The great mobility advantage of attack helicopter units over
ground forces allows them to move rapidly to the decisive point on the battlefield.

As in the offense, attack helicopters should be committed —
* Inlarge numbers.

* In the same general area.

* Against the same attacking enemy.

* |n rotation.

* From concealed attack positions.

This should provide nearly continuous anti-tank fires. Attack helicopter units can
also concentrate firepower for short periods of time by committing an entire bat-
talion against an enemy effort. This method may not provide continuous pressure
on the enemy.

The ways in which attack helicopter units take part in defensive operations is the
subject of this chapter. The text concentrates on attack helicopter roles in the
four major types of defensive operations. It also briefly addresses applications to
four other combat activities associated with defensive operations.



MAJOR TYPES OF DEFENSIVE
OPERATIONS

Major types of defensive operations include —
e Defense.

e Delay.

e Defense of encircled forces.

* Rear area protection (RAP) operations.

Other combat activities normally associated with defensive operations are dis-
cussed later in this chapter. These related combat activities include —

e Counterattacks and spoiling attacks.
e Passage of lines.

e Withdrawals.

e Reliefs to continue the defense.

In defensive operations, portions of large corps- or division-size forces may be
conducting any of these operations or activities.

Defense

The defense is a coordinated effort by a force to defeat an attack and prevent him
from achieving his objectives. The defense is not merely reactive. The reactive
and offensive elements work together within the framework of the defense.
Together, they —

e Deny the initiative to the enemy as early as possible.

e Control or influence the enemy’s movements.

¢ Reduce the enemy’s opportunity to react.

e Limit the enemy’'s number of options.

Delay

A delaying operation is usually conducted when the commander needs time to:
e Concentrate or withdraw forces.

e Establish defenses in greater depth.

e Economize in an area.

e Complete offensive actions elsewhere.

Attack helicopter units are able to conduct delay operations. Their rapid mobility
and heavy firepower allow them to quickly attack enemy elements from multiple
directions, gaining time for other forces without becoming decisively engaged
themselves.




Defense of Encircled Forces

The dynamic and fluid nature of the modern battlefield suggests that defending
units may be bypassed by attacking elements. Among combat maneuver ele-
ments, attack helicopter units are least likely to become encircled. Because of
this and their mobility, they are a primary asset for conducting offensive opera-
tions against encircling enemy forces.

Attack helicopter units can be used to attack encircling enemy forces during a
defense. They may also be used during a breakout of encircled forces by:

* Conducting diversionary attacks to preserve surprise.
* Attacking moving enemy reserves or reaction forces.
¢ Conducting supporting attacks to establish or maintain a breakout axis.

Rear Area Protection

Rear area protection (RAP) operations protect the rear areas of division, corps,
and echelons above corps. RAP prevents enemy incursions, minimizes the impact
of those incursions that cannot be prevented, and limits damage caused by
enemy action or other events.

Attack helicopter units can accomplish several missions related to RAP operation.
They are particularly valuable against Level Ill enemy activity in the rear area,
involving battalion-size or larger forces. They are especially effective against such
forces when they are mechanized or supported by armor elements.

The ability to respond and move rapidly makes attack helicopter units valuable
assets. Attack helicopters may be assigned RAP contingency missions. When
this is the case, the attack helicopter company (ATKHC) commander or his repre-
sentative must establish liaison with the commander responsible for RAP opera-
tions.

To be effective, RAP planning for attack helicopter units must include several spe-
cial considerations in addition to the normal RAP planning factors. The special
planning considerations are:

* Most probable targets of enemy action.

* Likely avenues of approach by air and land, to include drop zones and landing
zZones.

* Potential battle positions for attacking probable engagement areas.
* Planned and actual locations of committed friendly reaction forces.
* Availability of indirect fire support.

* Coordination with friendly air defense artillery (ADA) units.

* Rapid reaction requirements regardless of ordnance mix.

* Possible forward arming and refueling point (FARP) locations.

* Ammunition and fuel requirements.



RELATED COMBAT ACTIVITIES
Counterattacks and Spoiling Attacks

These actions may occur in either the defense or the delay, in the covering force
area (CFA) or the main battle area (MBA).

Counterattacks by fire involve maneuvering to engage an enemy force's flanks or
rear. A well-executed counterattack, timed to coincide with engagements by
defending forces, can severely disrupt an enemy attack and block attempts to
bypass or change the direction of advance. Attack helicopter companies or battal-
ions can be committed in preplanned counterattacks. Their mobility supports pre-
cise timing, and their firepower can be focused at critical places on the battlefield.

A timely spoiling attack, launched as the enemy is assembling or beginning move-
ment, can prevent the attack, disrupt the attack, or slow it to allow the defending
commander additional time to prepare or deploy his forces.

ATTACK HELICOPTERS IN THE
DEFENSE

The battle will begin early and as far forward as possible. The intent is to limit the

enemy’s initial thrust and to block his alternate courses of action. Ground forces
will select and organize on terrain which provides —

e Long-range fields of fire or long-range flanking or crossing shots for antitank
guide missiles (ATGM) and tanks.

e Good cover and concealment for the defender and no cover or poor cover
and concealment for the attack enemy.

e Covered and concealed battle positions organized in depth.
e Terrain-masked counterattack routes.

Initially, forces deploy in depth in a system of mutually supporting battle posi-
tions. Since there are not enough units to occupy all positions, forces are shifted
as the battle develops.

Attack helicopter units are integrated into the CFA and MBA force commander’s
scheme of maneuver. Their long-range firepower and mobility allow them to
move rapidly, changing battle positions as the enemy situation dictates. They can
work together with ground forces or independently.




MISSION EXAMPLES

On the following pages are examples of several defensive situations in which
attack helicopter might be used.

Corps Covering Force

In this situation, an armored cavalry regiment (ACR) is the headquarters for the
corps covering force. The corps attack helicopter battalion is placed under opera-
tional control (OPCON) of the ACR.

The terrain is analyzed to determine critical avenues of approach into the CFA.
The ATKHB may be deployed —

* Behind the CFA, as a reserve committed against the enemy’s main thrust.
* In the forward portion of the MBA near where it is expected to fight.
* Forward in the CFA in order to initiate contact with enemy forces.

CORPS COVERING FORCE

Avenue of enemy approach

B Regimental air cavalry troop
provides early warning

C Minefield laid to channel movement
of enemy force

D Due to the width of the sector, the
three squadrons are placed abreast.
Task Force 1-67 primarily responsi-
ble for high speed avenue of

] approach (between 8 and 4).

S E ATKHB committed to most threat-
= " ened sectors

An option for employment is to allow the cavalry elements to identify the
enemy’s locations, maintain contact, then hand over the battle to attack helicopter
platoon leaders. Actual employment of the ATKHB is based on the specific mis-
sions, and the employment option most likely to succeed.

Air cavalry units make contact first. As the axis of the enemy’s main effort is iden-
tified, attack helicopter units are committed to the most threatened sectors.
Tanks, antitank ground systems, and attack helicopters engage enemy arms
simultaneously. The covering force uses indirect fires to —

* Force enemy armor to button up.
e Suppress enemy air defenses.
* Cover friendly movement between battle positions.

Attack helicopters also provide overwatch while ground forces move to new bat-
tle positions.



Close-In Battle

Attack helicopter units may be employed to destroy lead elements entering the
main battle area or follow-on elements capable of influencing the enemy’s main
effort.

Attack helicopter units may be —
e Held in reserve by the division commander.

e Committed as an independent force against an enemy who has bypassed or
penetrated MBA forces.
e Employed to add combat power to a ground maneuver element in contact.

CLOSE-IN BATTLE

Enemy force penetrating friendly
main battle area forces
(indicated by crosses)

2 Enemy force attempting to
bypass the MBA forces

. 3 3 ATKHC attacks force (2) from

5 X these battle positions, reconnoi-
; @ tered in advance by scouts

3 \_ 4 ATHKC commander coordinates

Z// with brigade fire support officer

(FSO) to arrange on-call suppres-
sive fires

XX

In this situation, an ATKHC of the divisional Combat Aviation Battalion (CAB) is ini-
tially in reserve. Friendly covering force elements have conducted a rearward pas-
sage through the main battle area forces. Enemy forces have penetrated the
MBA. A sizable tank-heavy force is attempting to bypass friendly forces.

The division commander directs the CAB commander to commit one ATKHC
OPCON to destroy the enemy tank-heavy force. Initially using the maximum
destruction employment option, the ATKHC commander commits all three attack
platoons.

Attack helicopter battle positions, selected earlier as a result of timely planning
guidance, are quickly reconnoitered and confirmed by the ATKHC scouts. Each
attack platoon moves into its position. Company scouts take positions so section
leaders can acquire targets and hand them over to the attack helicopters.

As the enemy force moves into the engagement area, the ATKHC commander
calls for suppressive fires and directs the unit to engage. The attack platoons con-
tinue engaging the enemy force from successive battle positions until ordnance
or fuel is depleted, then return to the FARP.




Combined Arms Deep Battle

Deep battle applies fire and movement to accomplish a mission beyond the FLOT
in support of deep battle objectives.

In this situation, two brigades are defending from positions along a fordable river.
Intelligence indicates that the enemy is preparing to commit a second echelon
element to conduct a hasty river crossing and reestablish attack momentum.

Offensive electronic warfare creates a temporary gap or window in the enemy
command and control system. An armor task force and an attack helicopter bat-
talion conduct a deep attack through this gap aimed at the advancing second ech-
elon. The objective is to break the momentum of the enemy advance and neutral-
ize or destroy the second echelon force.

As the ground and air elements attack through the gap, they provide mutual sup-
port.

The armor task force's elements attack the flanks of the advancing forces. At the
same time, the attack helicopter units and CAS aircraft begin their engagements.
Scouts from the attack helicopter elements observe and adjust indirect fires.

The deep attack forces deprive the enemy second echelon of its momentum and
subject the whole force to fires from artillery, tanks, fighting vehicles, attack heli-
copters, and CAS sorties.

COMBINED ARMS DEEP BATTLE

Enemy second echelon forces

moving in to support (2)

2 Enemy first echelon forces
attempting to cross river (8)

3 Crosses indicate friendly brigade

force defense positions

4 Fordable river

5 Armor task force and helicopter
battalion move through gap in
enemy command and control to
conduct deep attack against
second echelon




Reserve Operations

This example shows a corps ATKHB OPCON to a division. Based on an analysis
of the avenues of approach and information provided by the covering force, the
division commander has reinforced the 2d Brigade through task organization. In
addition, an ATKHC from the division CAB has been placed OPCON to the
brigade.

The enemy’s main attack enters the MBA in the 2d Brigade's sector. The brigade
commander commits the OPCON attack helicopter company. The ATKHC and
ground elements, supported by indirect fires and CAS, are committed to the main
effort.

RESERVE OPERATIONS

3¢ X Enemy’s main force entering
main battle area, defended by
second brigade

2 Enemy motorized rifle regiment
attempting to bypass first brigade

3 OPCON ATKHC committed from
the beginning to the main attack
(1)

4 Corps ATKHC, originally held in
reserve is assigned to counterat-
tack the MRR (2)

As the main battle develops, a motorized rifle regiment (MRR) is attempting to
bypass 1st Brigade. This rapid change of direction threatens to isolate major ele-
ments of 2d Brigade and possible destruction of its command and control and
communications facilities. The division commander assigns the corps ATKHB the
mission to counterattack the MRR and an “on-order” mission to reinforce the 2d
Brigade effort in the MBA.

The ATKHB commander commits two companies against the MRR. Each initially
uses the phased employment option to bring heavy concentrated fires against the
fast-moving regiment. The third company is available for immediate commitment
to the on-order missions.




COMBAT SUPPORT
OVERVIEW

Combat support for attack helicopter units normally consists of —

e Air defense artillery support. * |ntelligence.
* Fire support e Engineers.

(mortars, field artillery, and naval gunfire).
It also includes close air support (CAS) and joint air attack teams (JAAT) planned
and requested in coordination with ground maneuver units. These combat sup-
port assets are discussed as special sections within this chapter.

Combat support is provided by the ground maneuver force exercising operational
control (OPCON) of the attack helicopter unit. Combat support units may be
organic to a maneuver force, attached to the force, or placed in support of the
force. A unit in support of the force provides service as specified by its mission,
but remains under the command of its parent headquarters.

The supported unit assumes no command, administrative, or logistic responsibili-
ty for the supporting unit. But the supported unit commander does establish pri-
orities which guide combat support units in their efforts.

An attack helicopter unit under the OPCON of a maneuver brigade will normally
receive combat support from units supporting the brigade. Priorities are estab-
lished by the brigade commander.

Combat support units organize themselves to accomplish their mission in one of
three ways: direct support (DS), general support (GS), or attached.

Direct Support

The supporting unit establishes liaison with the unit it supports, and responds
directly to its requests. The supported unit has priority on the effort of the sup-
porting unit.

General Support

The supporting unit supports the supported force as a whole, responding to
requests according to priorities established by the force commander.

Attached

The supporting unit provides its support exclusively to the supported unit as if it
were organic to the unit to which attached. Of the three, this is the only mission
that requires the supported unit to provide logistical and administrative support to
the supporting unit.
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FIRE SUPPORT
Fire support is the employment of mortars, field artillery, CAS, and naval gunfire to

suppress, neutralize, or destroy targets. Indirect fires are used to suppress enemy
air defense, permitting attack helicopters to engage enemy armored vehicles.

Field Artillery

The fire support most frequently employed by attack helicopter units is field
artillery, most often from the batteries supporting the force as a whole. An attack
helicopter company OPCON to a brigade receives fire support from the artillery
battalion in direct support of the brigade. Attack helicopter units operating under
division or corps control may receive field artillery support from any artillery units
within range.

The mission of one or more artillery units may be modified to reflect the attack
helicopter company'’s priority of fires.

Conduct of JAAT Operations

When the joint air attack team (JAAT) is employed, one person must direct the
total team effort. Since the air battle commander (ABC) should be keenly aware
of the ground and air tactical plan and can maintain continuous contact with the
enemy and friendly elements, he is the logical director or coordinator of the joint
effort. It must be understood that the ABC does not dictate attack methods.
Rather, he coordinates the air attack upon the enemy in consonance with the
ground scheme of maneuver. The CAS flight leader and attack helicopter section
leaders manage their individual elements. Thus, the overall responsibility for the
JAAT orchestration rests with the ABC.

JAAT CONFIGURATION

In a continuous attack engage-
ment, the JAAT might be orga-
nized as in this diagram.

FAC-A = Forward Attack Coordinator —
Airborne

CAS = Close Air Support
FFAC = Forward Forward Air Controller

5] e

and FFAC

2 Attack
Helicopters

1 Scout

—1 Scout Helicopter




Scouts

Upon receipt of the mission, scout elements reconnoiter the target area for battle
positions, avenues of approach, choke points, and potential engagement areas.
Particularly important is locating enemy air defense systems for subsequent sup-
pression. Once the enemy is acquired, visual contact must be maintained
throughout the operation.

Air Defense Suppression

The primary mission of the JAAT is to destroy enemy forces. If the enemy ADA
or air threat preclude the JAAT from doing its mission, then an intense effort will
be made to suppress the specific threat to the team. Enemy ADA must be sup-
pressed by any asset which is available and suited for the purpose. Once enemy
ADA has been suppressed, the JAAT can concentrate on destroying the enemy
forces. The JAAT can cause the enemy to button up and slow down, allowing all
available friendly assets to complete the destruction.

If no other assets are available, the JAAT may have to perform its own suppres-
sion of enemy air defenses (SEAD). This is the least desirable method because
some attack helicopters will have to be configured for and dedicated to the SEAD
role. This will detract from the effort of the JAAT and reduce its armor-killing
capability.

Throughout the attack, attack helicopters are employed against armored targets,
command and control systems, and enemy air defense systems. Fire support
should be integrated as much as possible with ATKH and CAS aircraft attacks.



CAS Flights

Upon arrival in the battle area, CAS pilots contact the FAC for attack control. The
battlefield environment may not permit direct control by the FAC. Therefore, his
role may be limited to passing the initial target briefing and coordinating with the
ground maneuver commander and the ABC. As a minimum, the CAS flight leader
will provide —

e (Callsign/mission number.
* Ordnance available.
e Loiter time.

The FAC or ABC will pass the following target information either directly or
through the FAC-A:

e Target location (coordinates or geographic reference).

e |nitial point (IP).

¢ Heading and distance from contact point and IP to target.

e Target description.

e ADA or air threat.

e Position and activities of attack helicopters.

e Friendly locations.

e Restrictions (such as artillery firings).

e Additional information as necessary (such as required inbound calls).

CAS aircraft usually enter the target area in a two-ship flight, the basic fighting ele-
ment. Terrain and weather will influence how many flights can operate in the area
at one time. The first CAS flight leader to arrive in the target area coordinates the
operation with subsequent CAS flight leaders and FACs. Flights depart the holding
area or contact point using low-altitude tactical navigation, which maximizes terrain
masking to avoid detection. During ingress, communication is established

between the CAS flight leader and the FAC or ABC. This is to update threat, friend-
ly, and target information as necessary, and give final attack clearance.

When the engagement is ended, CAS aircraft egress, rejoin, and return to base.
Mutual support must be maintained to the maximum extent feasible. Egress is

normally at low altitude, using terrain masking for minimum exposure to enemy
air defenses.

Sustained combat requires continuous pressure in the target area. When possi-
ble, the ABC or a scout remains in the target area to hand over targets to inbound
flights and teams.




OPERATIONAL TERMS
AND GRAPHICS

Air axis of advance — for aviation elements, a general air route

from an assembly area or forward assembly area to a holding ><> Air axis of
area or battle position. The air axis of advance may lead into the advance
attack route for an attack element.

Air battle captain — An Army officer designated by the attack helicopter company commander. The
ABC normally directs and orchestrates the battle from a scout helicopter. He is the ground comman-
der’s subordinate for directing the attack helicopter team supporting fires.

Air control point — An easily identifiable point on the terrain or an electronic navigation aid used to
provide necessary control during air movement. ACPs are generally designated at each point where
the flight route makes a definite change in direction. [Also known in Longbow 2 as a waypoint.]

Air corridor — A prescribed air route for aircraft established to prevent friendly aircraft from being
fired upon by friendly forces.

Air interdiction — Air operations conducted to destroy, neutralize or delay the enemy’s military
potential before it can be brought to bear effectively against friendly forces.

Air maneuver forces — Air cavalry and attack helicopter units that operate in the ground environ-
ment. They engage targets by fire from covered and concealed positions. Their operations are similar
to ground combat operations in that they tailor their movement to the terrain and use suppressive
fires. These units are integrated into the tactical plan of the ground force commander. They can dom-
inate terrain by denying the enemy its use by direct aerial fire for limited periods of time.

Assembly area — An area in which a force prepares or regroups OLEtied aasouiily area
for further action. Q d !

. #°ir -, Planned assembly area
Attack route — Route used by attack helicopter teams to move ¢ | FEPhe ety

from a holding area, forward arming and refueling point (FARP), Ny
or assembly area to battle positions.

Battlefield air interdiction (BAl) — Air action against hostile ground targets which are positioned to
directly affect forces and which require joint allocation, planning and coordination.

Checkpoint — A predetermined point on the ground used as a means of controlling friendly move-
ment. Checkpoints are not used as reference points in reporting enemy locations. Checkpoints may
be identified by number, letter, or code word.

Close air support — (CAS) Air attacks against hostile targets close to friendly forces. These required
detailed integration of each air mission with the fire and maneuver of those forces.

Contact point — 1: A designated, easily identifiable point on the terrain where two or more units are
required to make physical contact. 2: In CAS and JAAT operations, the time and place where the
USAF CAS flight makes radio contact with the forward attack coordinator-airborne.

Contour flight — Flight at low altitude conforming generally to the contours of the terrain. It is char-
acterized by varying airspeed and altitude as dictated by vegetation, obstacles, and ambient light.



Counterair — Operations conducted to gain and maintain air superiority, thereby preventing enemy
forces from effectively interfering with friendly surface and air operations. Counterair operations are
generally classified as offensive or defensive. Offensive actions range throughout enemy territory
and are generally conducted at the initiative of friendly forces. Defensive actions are conducted near
or over friendly territory and are generally reactive to the initiative of the enemy.

Direction of attack — A specific direction or route that the LD X

main attack or the main body of the force will follow. If used,

it is normally at battalion and lower levels. Direction of 08J
attack is a more restrictive control measure than axis of
advance, and units are not free to maneuver off the ) x

assigned route. Direction of attack arrow

Engagement area — (EA) An area in which a commander concentrates fire on an enemy force; may
also be called the killing area, killing ground, or kill zone.

Flight route — A predetermined plotted route between points. Crew members use ground reference
points or pilotage navigation techniques to identify and follow a flight route.

Forward assembly area — Area where attack helicopters may move forward and shut down for
extended periods while awaiting orders to go into battle.

Forward line of own troops — (FLOT) A line which indicates the most forward positions of friendly
forces in any kind of military operation at a specific time.

Handoff — 1: The passing of responsibility for the battle from one commander to another. 2: The
handoff of the battle that occurs between units at all echelons of command during passage of lines
and relief operations. 3: The handover of targets between individual weapon systems.

Holding area — 1: Nearest covered and concealed position to the pickup zone (PZ) or crossing site
where troops are held until the time for them to move forward. 2: In attack helicopter operations, a
covered and concealed position between assembly area and battle positions that helicopters may
occupy while aeroscouts coordinate movement into battle positions.

Inbound call — Communications initiated by the CAS flight to the tactical air coordinator airborne to
begin the exchange of battle information before engagement.

Interdiction — Isolating or sealing off an area by any means to deny use of a route or approach.

Joint air attack team — (JAAT) Combination of US Army helicopters and USAF CAS aircraft operat-
ing together to destroy enemy armored and mechanized forces.

Joint suppression of enemy air defenses — (JSEAD) That portion of suppression of enemy air
defenses (SEAD) which required join interaction to suppress enemy surface-to-air defenses having
an influence on the tactical air-land battle area.

Line of contact — (LC) A general trace delineat-

ing the location where two opposing forces are D

engaged > ¢ General LC symbol
) Enemy symbols are

Low-level flight — Flight generally carried out g depicted with

double lines when

above obstacles but at an altitude where detec- et sols

tion by an enemy force is avoided or minimized.
Itis performed at a constant indicated altitude
and airspeed.




Multiple employment —The concept whereby an attack helicopter unit, because of its mobility, can
be assigned more than one mission during a single operation. For example, when employed in
reserve, an attack helicopter battalion can simultaneously reinforce ground units with some or all of
its companies in one or more locations for a limited time for specific missions. It can be quickly
reconstituted to execute a contingency mission elsewhere on the battlefield.

Nap-of-the-earth flight — (NOE) Flight at varying airspeeds as close to the earth’s surface as vegeta-
tion, obstacles, and ambient light will permit, while generally following contours of the earth.

Offensive air support — (OAS) Combat air support and those parts of air interdiction and tactical air
reconnaissance which are conducted in direct support of land operations.

Pathfinders — 1:Experienced aircraft crews who lead a formation to the drop zone, release point, or
target. 2:Teams dropped or airlanded at an objective to establish and operate navigational aids for
the purpose of guiding aircraft to drop or landing zones. 3:Teams air-delivered into enemy territory for
the purpose of determining the best approach and withdrawal lanes, landing zones, and sites for heli-
borne forces.

Phased employment — Method by which an attack helicopter unit commander may commit a portion
of his assets into the battle for the most effective use of combat power. It involves commitment of
task-organized elements at planned times, often expressed in terms of predictable events or circum-
stances.

Pop-up point — (POP) The location at which CAS fighter aircraft quickly gain altitude for target
acquisition and engagement. This point occurs at the end of the low-level terrain flight to avoid
detection or prevent effective engagement by the enemy.

Rear area security — (RAS) Measures taken to minimize the effects before, during, and after an
enemy attack, sabotage, infiltration, guerrilla action, or the initiation of psychological warfare.

Suppression — Direct and indirect fires, electronic countermeasures, or smoke brought to bear on
enemy personnel, weapons, or equipment to prevent effective fire on friendly forces.

Suppression of enemy air defenses — (SEAD) Any action which destroys, degrades, or obscures
enemy surface air defenses for a period of time to enhance the effectiveness of friendly air opera-
tion.

Tactical air support — Air operations which directly support the land battle. These operations
include CAS, tactical air reconnaissance, BAI (NATO), and tactical airlift.

Target box — Area designated on identifiable terrain in which enemy targets are expected to appear
and against which air support will be employed.

Terrain flight — Tactic of employing helicopters in such a manner as to utilize the terrain, vegetation,
and man-made objects to degrade the enemy’s ability to visually, optically, or electronically detect or
locate the helicopter. Terrain flying involves flight close to the earth’s surface and includes the tacti-
cal application of low-level, contour, and nap-of-the-earth flight techniques.

Time on target — (TOT) 1. The method of firing on a target in which various weapons time their fire to
assure all projectiles reach the target simultaneously. 2: The time at which aircraft (or are scheduled
to) attack or photograph the target.



FIRE DISTRIBUTION
GENERAL

In combat, there is little time for planning fire control and distribution. Often, the
attack mission is quickly assigned to a unit in general terms:

ATTACK ENEMY FORCES IN ENGAGEMENT AREA BRAVO FROM BATTLE POSITIONS 23 AND 24.

To enable an orderly and coordinated attack on the enemy, the attack platoon

leader makes sure that the attack element is briefed. Section leaders brief attack

helicopter crews on the azimuth, range, and description of the enemy in the

engagement area.

e Scout helicopters search terrain to find concealed firing positions for attack
helicopters.

e Attack helicopters are widely dispersed, but they all orient on the enemy.
e Attack helicopters use stand-off firing positions and stealth to defeat enemy.
e The attack element leader is responsible for fire distribution.

* The attack element leader is responsible for monitoring the surrounding area
for enemy aircraft.

Guidelines for fire distribution are established for efficient target engagement and
destruction. Distribution of fire depends on the shape of the engagement area
and target dispersion. Sample SOP guidelines are:

The attack element on the left fires at targets in the left part of the engagement
area. The extreme left aircraft fires at the extreme left target and shifts fire to the
right. The attack element on the right fires at targets in the right part of the
engagement area. The extreme right aircraft fires at the extreme right target and
shifts fire to the left.

ON LINE AND IN DEPTH
Thick gray arrows indicate
targets. Thin black arrows indi-
on target at the extreme left and
shifts fire to the right. Aircraft at
l l the extreme right fires on target
l [ ] l

cate aircraft.

Aircraft at the extreme left fires
A at the extreme right, then shifts
fire to the left.

A
v




DEPTH FIRE

When targets present them-
selves in depth, one section or
team can engage the close tar-
gets while another engages
deep targets.

TARGETS IN COLUMN OR IN DEPTH
’V —

Attack From One Flank

Left side elements engage enemy targets to their front and shift fire toward the
column front. Right side elements engage the enemy to their front and shift fire

toward the column rear.

Attack From Both Flanks

Elements on the right flank of the target column engage the last enemy elements
or as far to the rear as possible with the weapons employed. Elements on the tar-
get's left flank engage the front of the column. During subsequent engagements,
left flank elements and right flank elements shift their fires to the center of the
column for maximum coverage of the target.

COLUMN TARGETS

Attack from both flanks

Attack from one flank

199
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- NEAREST-HALF TECHNIQUE

This is a method of rapid distribution of initial fire. Each element leader estimates
how much of a target area can be seen, then directs his fires into the “half” of
the target area nearest his element. The nearest half technique will not prevent
an overkill on “borderline” targets that appear to be in each element’s half, but it
does coordinate the initial volley. Within his “half” of the target area, the element
leader distributes his fires using variations of other engagement patterns.

NEAREST-HALF TECHNIQUE

\ \

Team A Nearest Half Team B Nearest Half

FRONTAL FIRE

This technique can be used when targets are arranged laterally and all attack heli-
copters can fire to the front. Each gunner engages targets directly to his front,
then shifts toward the center of the target area. The center attack helicopter
engages the center target and shifts to either side as appropriate.




FIRE CONTROL WHILE MOVING
Checkpoints

During mobile operations, company commanders should designate a series of
checkpoints throughout the area of operations. Located on readily identifiable ter-
rain features, checkpoints help control maneuver and overwatch.

Phase Lines

Lines along identifiable terrain may be used by one or more units to coordinate
fire and movement. In the illustration [below], direct fires on the objective are
controlled by the overwatch element until the maneuver element crosses phase
line (PL) KING. Then, all fires into the objective are coordinated or controlled by
the maneuver unit and the overwatch shifts fires beyond PL QUEEN. Checkpoints
can be used in the same way to control fires between two units.

FIRE CONTROL WHILE MOVING

Thick white arrow indicates
movement of maneuver element.
Thin black arrows indicate fires
on the objective, as controlled
by overwatch element.

q\r




Engagement Areas

Engagement areas or “kill zones” may be designated by battalion, squadron, or
company/troop commanders. An engagement area is one in which the comman-
der intends to attack an enemy force with the massed fires of all available
weapons.

Engagement areas may also be divided into sectors. However, it is important to
understand that defensive systems are not designed around engagement areas,
but rather around avenues of approach. Engagement areas are not intended to
restrict fires within an area. They are used only as a tool to concentrate fires and
to optimize fire distribution on the battlefield.

Selecting Engagement Areas

Engagement areas are the places on the battlefield where the attack helicopter
team plans to engage the enemy force. Although the attack helicopter team is
often integrated into an established scheme of maneuver, the team leader can
decide how and where he engages the enemy. A good engagement area has at
least four characteristics.

Battle Positions. The area should have several stand-off battle positions to attack
the enemy from several directions.

Obstacles to Movement. Natural or man-made obstacles can slow target move-
ment and allow greater effect for direct and indirect fires.

Long-Range Fires. The engagement area should allow engagement of the
enemy force from positions at ranges of 3,000 meters or more.

Continuous Target Visibility. Long-range engagements require the target to be
in view during missile flight. As a general rule, engagement areas should provide
unobstructed views of the target from firing positions.




ENGAGEMENT PRIORITIES

In combat, targets will seldom appear as stark silhouettes obligingly waiting to be
fired upon and hit. Crews will rarely see neat columns or formations. The enemy
will be fast-moving and evasive, and will present only fleeting targets for attack
helicopter crews. The ability to see and hit these targets on the battlefield will be
further degraded by smoke, chemicals, fires, and explosions. Also adding to the
confusion will be varying types of vehicles and weapon systems — tanks, BMPs,
BRDMs, and air defense. To prepare for the confusion of combat, crews should
consider the following methods when planning and conducting combat mission
training.

Two prioritization methods are used when engaging targets in combat: target pri-
ority and engagement priority.

Target priority refers to the type of target that is to receive first priority for
destruction on the battlefield. Target priorities for attack helicopters are:

e Air defense artillery

e Attack helicopters (only if they pose a direct threat to mission success)
e Command tanks

e Other tanks

e Command and control

e Antitank vehicles

e Direct fire artillery

e Mechanized troop carriers

e Troops in the open

The order of target priorities may vary according to mission and situation. For
example, in one situation, the importance of command and control vehicles may
dictate they become second only to air defense artillery; in the deep battle, com-
mand and control vehicles may become primary targets for attack helicopters.

Enemy attack helicopters are considered targets only when they threaten mission
accomplishment through direct attack on friendly helicopters or units.

The second method of prioritization, engagement priority, has to do with crew
and team actions during the conduct of a firing mission. Engagement priorities
refer to immediate action required for self-preservation and mission accomplish-
ment The general rule is to engage the nearest target which can acquire and
engage you.



COMMUNICATIONS

The ground maneuver unit commander is responsible for conducting the battle in
his operational area. His primary means of communication for controlling aircraft
in the air battle is by three radio nets — ground unit command net (FM), joint air
attack team (JAAT)/close air support (CAS) command net (FM, UHF, VHF) and attack
helicopter team net (UHF, VHF).

GROUND UNIT COMMAND NET

This is the ground commander’s primary command and operations net. Stations
include major subordinate maneuver units, the attack team leader, the forward air
controller (FAC), and fire support elements. This net may operate in a secure mode.

GROUND UNIT COMMAND NET

Ground
Maneuver
Units

JAAT/CAS COMMAND NET

The FAC uses the FM net to coordinate close air support requests with the
FAC-A. The FAC also uses FM to coordinate fire support requirements when nec-
essary. All elements of the JAAT should be in a common net in the target area.
Army VHF is preferred, but any Army frequency band can be used.

JAAT/CAS COMMAND NET

Air Battle
Captain

Attack

Helicopter
Section Radios shown are
primary. UHF, VHF,
and FM radios can
be used as neces-
sary for backup

communications.

Helicopter
Section




ATTACK HELICOPTER TEAM NET

The UHF portion of this net is the attack helicopter team leader’s primary link to
the attack helicopter company commander. It is used to keep him informed on
the progress of the battle, and on ammunition and fuel status.

The VHF portion of this net is used by the attack helicopter team leader to com-
municate with observation helicopters, attack helicopters, and the forward-for-
ward air controller (FFAC).

ATTACK HELICOPTER TEAM NET

——————— Reports to Aviation Unit
"""" Monitor
Communicate

-~
S~

Air Battle Captain =~ ~~~~
(Platoon Leader)

Section Section
Leader Leader

A-10 Flight




COUNTERING
ENEMY AIRCRAFT

ACTIVE
COUNTERMEASURES VS. JETS

To defeat enemy high performance aircraft, US aviators deny them their advan-
tages and exploit their limitations. To do this, helicopter crews —

e Make enemy pilots fight in the terrain flight environment, not their own.

e Keep moving and use the terrain to prevent enemy pilots from acquiring and
engaging.

e Force enemy pilots to expose themselves to friendly antiaircraft fires when
they attempt to engage.

e Use teamwork, surprise, and preplanned tactics.

Attack helicopter teams in static positions are extremely vulnerable to hostile tac-
tical aircraft. Therefore, organic small arms and, when available, MANPAD mis-
siles must be integrated into position and area defense. When satelliting near
corps, division, and brigade command posts, air defense artillery coverage may
provide some protection for combat aviation units.

When conducting isolated missions such as reconnaissance and surveillance,
attack helicopter units may have to rely only upon their on-board weapons for
suppression of the tactical air threat. This should not, however, be done routinely.

FIELD OF VIEW FOR THREAT HIGH PERFORMANCE AIRCRAFT

Area of most
probable
acquisition

Cockpit configurations generally limit the Threat pilot’s scanning view in front of and below his aircraft.
He might see only 4-12° below the nose and 30-45° to the left and right of the nose.




PASSIVE
COUNTERMEASURES VS. JETS
Nap-of-the-Earth Flight

NOE flight techniques exploit design and flight limitations of supersonic tactical
aircraft and equipment. The speed, altitude, and cockpit visual limitations of high
performance aircraft make it difficult for pilots to see aircraft that are camouflaged
or operating NOE. The faster the speed and lower the altitude of tactical aircraft,
the smaller their chance of seeing NOE helicopters.

Aircraft operating in open terrain, when paint color contrasts with terrain back-
ground, are easily acquired and engaged by high-performance aircraft. Even when
paint blends with terrain, the aircraft shadow can be easily detected. Crews must
avoid extended flight in open areas, if possible.

Threat tactical aircraft radar and infrared systems are, for the most part, designed
for high-altitude, long-range target acquisition and interdiction. They have difficulty
acquiring and locking on to helicopters flying NOE amid ground clutter. The maxi-
mum firing range for Threat radar-guided missiles varies considerably, depending
on the system.

A key passive defense against enemy aircraft is early warning by the scout. If not
detected early, enemy aircraft will gain the advantage.

Evasive Maneuvers Before Engagement

Once seen by hostile aircraft, the helicopter crew uses teamwork and NOE flight
techniques to avoid engagement parameters.

The speed and maneuver limitations of high-performance aircraft can be coun-
tered by quick maneuver and terrain masking.

Once an attacking aircraft begins to “roll in” or commits to a dive angle, the heli-
copter crew can fly toward the attacker, then make a sharp turn or NOE maneu-
ver. This complicates the attacking pilot's angular tracking problem, whether he
has selected guns or missiles for the engagement.

Remaining alert to any wingmen in the area, the helicopter crew temporarily
maneuvers out of the attacking pilot's view, using visibility limitations discussed
earlier, terrain masking, or both.

Once the attacking aircraft has broken off or overshot, the attack helicopter
remains masked in an NOE position. This makes it more difficult for the attacking
aircraft to establish or reestablish visual contact.
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Evasive Maneuvers During Engagement by Missiles

Once engaged by an air-to-air missile, survival will depend on the evasive maneu-
vers and actions taken during the next few critical seconds. The first thing to do
is get to NOE terrain flight levels as quickly as possible, if not already NOE.
Terrain or obstacle masking or a sharp turning maneuver (90° or more to missile
flight) may cause the missile to break lock.

ACTIVE COUNTERMEASURES
VS. HELICOPTERS

Due to the mobility and maneuverability of helicopters, and their ability to operate
under the air defense artillery (ADA) envelope, suppression by artillery or ADA
may not be practical or feasible. However, both artillery and ADA can be effective
against helicopters if surprise is achieved.

Artillery

Threat helicopters lying in ambush in static NOE firing positions are vulnerable to
first-round fire-for-effect suppression on planned targets using VT fuze action, or
dual purpose improved conventional munitions (DPICM).

Air Defense

Enemy helicopters attacking US helicopters may be lured into friendly air defense
fire envelopes. Locations and engagement sectors of friendly air defense artillery and
MANPAD teams can be determined through coordination with the supported com-
bined arms maneuver unit S3 or G3. This should be part of premission planning.

Enemy helicopters may also be lured into position for suppression by maneuver
unit small arms fire.

Counterair
Friendly tactical air support may be requested through S3 (air) channels.

On-Board Weapons

The urgency of the situation and the availability of suppressive weapons will
determine the means used against the enemy. When using on-board helicopter
weaponry for suppression, teamwork, surprise, firing first, and firing accurately
are the most important factors in gaining the tactical advantage.

When encountering enemy helicopters on the battlefield, suppression by fire
should be used as a self-defense measure or as a means of protecting combined
arms assets. It is not currently compatible with the missions of attack helicopter
units for them to attack enemy helicopters for the sake of attack alone.




PASSIVE COUNTERMEASURES
VS. HELICOPTERS

Fight as part of the combined arms team to destroy the enemy. Avoid one-on-one
battles if possible. At times, attack will be the best defense. If the need arises,
attack and destroy the enemy before he can maneuver.

Passive countermeasures against enemy helicopters are much the same as those
employed against maneuver units.

Terrain Flight Techniques

Avoid detection and gain surprise. Stand-off helicopter firing techniques may not
work against enemy attack helicopters, as they may have superior range. NOE
flight techniques — overwatch, masking, and pop-up — help prevent detection.
Crews can gain position for suppression by —

e Seeing the enemy first.

e Maneuvering on his "blind” side (flanks and rear).

e Firing first, with all available means.

e Firing accurately.

Teamwork

Observe, fire, and maneuver against enemy helicopters as a team. Countering
enemy helicopters is everyone’s responsibility. While attack helicopters are firing
at ground targets, scouts must provide early warning of approaching enemy heli-
copters.

Deception

Using overwatch and decoy techniques, crews may be able to lure enemy heli-
copters into ambush by deceiving them as to our true intentions. Air-to-air “dog
fights” should be avoided.

Enemy attack helicopters can penetrate to US attack helicopter battle positions.
The scout, performing his all important security mission, must acquire enemy
helicopters early and warn the force. The size of the enemy force will influence
what tactics and techniques to use, from evasive maneuver to all-out attack.




SUPPRESSION OF
ENEMY AIR DEFENSES
GENERAL

Modern air defense systems, deployed in mass and mix, require aviation elements
to apply a set of concepts and procedures for effective suppression. Within the
context of AirLand Battle doctrine, joint suppression of enemy air defense (J-
SEAD) integrates the capabilities of Army and USAF systems and tactics.

Whether fighting the air-land battle with Army assets only or fighting jointly with
USAF elements, attack helicopter units perform suppression as set forth here and
in TRADOC TT 100-44-1. In all cases, suppression is not an end unto itself. It is a
means to enable air elements to conduct their tactical missions.

Suppression of enemy air defense (SEAD) is any activity that neutralizes,
destroys, or temporarily degrades enemy air defense systems in a specific area
to enable air operations to be conducted successfully.

J-SEAD is that portion of SEAD which requires joint interaction to suppress
enemy surface-to-air defense systems influencing the tactical air-land battle area.

DEFINITIONS

Army participants in J-SEAD planning and execution must be mindful of the spe-
cial meanings of three terms related to target effects.

Suppression

Suppression limits the ability of enemy personnel and equipment to acquire and
engage. In this sense, the effects of suppressive fires are temporary, lasting as long
as suppressive fires continue or for a short time after they are lifted or shifted.

Neutralization

Neutralization removes a target or a unit from the battle temporarily. It may mean
that a target’s mobility or firepower is gone, but that it may be repairable. A
maneuver unit is considered neutralized if more than 10 percent of its personnel
or equipment is destroyed.

Destruction

Destruction of a target is permanent or not repairable. A unit is considered
destroyed if casualties or material damage is more than 30% in a short time period.




RULES OF ENGAGEMENT

Rules of engagement are organized in relation to battlefield boundaries, primarily
the FLOT and the FSCL. Elements may attack without additional coordination only
if four criteria are met. It should be remembered that the right of self-defense
prevails. The criteria for engaging targets of opportunity are:

e Target acquisition is confirmed visually or by sensors.

¢ Ordnance and its effects are confined to the immediate vicinity of the target.

e The target is not in a no-fire area.

e There are no current prohibitions in the air tasking order (ATO) or instructions
issued by air or ground commanders or any controlling agency.

Beyond the FSCL, elements may conduct suppression attacks unless they are
specifically prohibited in the ATO or by the controlling agency.

EXECUTION RESPONSIBILITIES

The Army has primary execution responsibility for J-SEAD from the FLOT to the
limits of observed fire. In this area, the USAF has secondary responsibility.

The USAF has primary responsibility for J-SEAD execution from the limits of
observed fire to the limits of Army unobserved indirect fires (cannons and rock-
ets). In this area, the Army has secondary responsibility.

Beyond the limits of Army unobserved indirect fire, the USAF has primary respon-
sibility. But Army surface-to-surface systems may be used to complement USAF
suppression in these deep areas.

MEANS OF SUPPRESSION

If the air defense threat’s objective is to prevent our air power from attacking
ground forces, successful J-SEAD has a high payoff. Working together, Army and
USAF elements each complement the limitations of the other. Their joint effect
becomes greater than the total effects of each operating independently. The vari-
ous Army and USAF means of suppression are employed selectively. The selec-
tion of specific means is based on —

e (Capabilities of available suppression systems.
e Complexity of the suppression requirement.
e Mission objectives.

Selective employment avoids overkill and preserves unity of effort. The joint sup-
pression effort may involve destructive means, disruptive means, or both.
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~ Destructive Means

| These weapons are used to destroy, neutralize, or suppress air defense systems,
4 including equipment and personnel. The effects of destructive means may accu-
mulate over time, until destroyed targets are replaced or neutralized units are
reconstituted.

Suppression with destructive means may only be temporary, until suppressive
fires are lifted or shifted. But reliance on destructive means alone places large
demands on firepower. To preserve firepower for the main objective, destructive
one-time weapons must be integrated with reusable resources, the disruptive
means of J-SEAD.

Disruptive Means

The effects of these assets are temporary. Applied against Threat air defense
equipment and personnel, they may be used to —

e Degrade. e Delay.

e Deceive. e Neutralize.

Within the array of disruptive means, systems and measure may be passive or
active.

Passive Disruptive Means — include countermeasures that can degrade, delay, or
disrupt through deception the enemy’s ability to acquire, track, or fire. These
means include —

e Camouflage. e Radar Warning receivers.

e |nfrared shielding. e Material design features.

Active Disruptive Means — include equipment and procedures related to —

e Jamming. e Flares.

e Chaff. ¢ Planned deception and avoidance.

Whatever combination is feasible and effective, destructive and disruptive means
complement each other. Both must be planned for and used during training and

operations to conduct an effective J-SEAD program. In concert, active and pas-
sive means are used to —

e Degrade jammable threats.

e Temporarily degrade, suppress, or neutralize targets when destruction is not
feasible or possible.

e Temporarily degrade or neutralize targets to make destruction feasible.

e Sustain the effects of destructive neutralization by slowing enemy attempts
to restore effective air defense.




WHAT THE ATTACK
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GENERAL

Platoon, section, and attack element leaders perform specific responsibilities
before, during, and after the mission. This appendix outlines the responsibilities
performed by each leader.

BEFORE THE MISSION

Platoon Leader Responsibilities

Provide detailed planning guidance to the scouts and to attack helicopter crews.
This guidance includes —

* Mission. * Mission rally points.

* Current radio frequencies and call signs for air traf- * Forward arming and refueling points (FARP).
fic control (ATC), air and ground units, forward air « Chain of command for attack platoon.
controller (FAC) and artillery, transponder codes,

cE : * Plan security for attack helicopters.
and anti-jamming procedures. - =
. s L  Plan routes to holding areas and attack positions.
* Current enemy and friendly situation. i . :
. A ! ¢ Conduct limited reconnaissance and security ops.
* |nadvertent instrument meteorological conditions

(IIMC) procedures * Locate and secure attack helicopter holding areas.

* Evasive maneuvers to be used if attacked by enemy * ldentify target engagement areas and priority.

air or ground forces.  Conduct liaison with ground units.
* Fuel requirements. * Coordinate indirect fire and close air support.
« Ammunition requirements. * Asrequired, assume the role and responsibilities of

¢ Numination support. the air battle captain (ABC).

* Escape and evasion routes.

Section Leader Responsibilities

* Receive mission briefing from platoon leader. * Prepare aircraft for mission.
* Conduct detailed map reconnaissance. * Perform other tasks as directed by the platoon
leader.

Attack Element Leader Responsibilities

* Receive mission briefing. * Select armament required for mission.
e Conduct detailed map reconnaissance. * Prepare aircraft for mission.



DURING THE MISSION

Platoon Leader Responsmllltles

Provide security for attack helicopters. « Keep commanders informed of current situation.
« Coordinate indirect fire missions and USAF CAS. « Brief incoming platoon leader.
« Conduct limited reconnaissance and security ops. « Maintain contact with all aircraft at all times.
« Locate holding areas for attack helicopters. « Conduct deception operations to divert Threat radar.

« Establish target engagement areas. Locate primary « |nitiate downed helicopter procedures.
and supplemental attack helicopter battle positions. e Fynction as a communications relay.
« Continue liaison with ground units. « Be prepared to assume the mission of other scouts.

* Establish and maintain enemy contact. « As required, assume role and responsibilities of ABC.
« Provide fire control for attack helicopters.

Sectlon Leader Responsnbllltles

Provide security. Hand over targets to attack helicopters.
« Conduct reconnaissance. « Distribute attack helicopter fires.
« Establish and maintain enemy contact. « Conduct deception operations to divert Threat radar.
« Maneuver attack elements into battle positions. « Reconnoiter routes to and from holding areas.
« Acquire and designate targets. « Select tentative attack helicopter firing positions.
» Designate firing sectors. « Assume any or all of platoon leader functions on order.

* Determine range to targets.

Attack Element Leader Responsibilities

Move element to the holding area. ¢ Acquire targets.
« Coordinate with scout. * Engage targets.
* Move element to battle positions. « Distribute fires.
« Receive target handover. * Prioritize targets.
« Select firing positions and alternates. » Move element to and from alternate firing positions.

AFTER THE MISSION

Platoon Leader Responsibilities

* Maneuver platoon into FARP. » Conduct detailed debriefings.
« Direct refueling and rearming. « Provide detailed intelligence as required.
« Reconstitute platoon to replace losses. « Prepare for next mission.
Section Leader Responsibilities
» Provide security for platoon enroute. ° Refuel.
 As directed, assist platoon leader to — ° Debrief.
° Provide security for FARP. ° Conduct mission planning.
Attack Element Leader Responsibilities
* Rearm and refuel. » Conduct mission planning.

¢ Debrief.










GENERAL MISSION

INFORMATION
MISSION TYPES

One of the biggest differences between AH-64D Longbow and Longbow 2 is the
choice of missions you have. Instead of flying pre-planned missions with a singu-
lar objective, you can now select between four different flights in each mission.

In the grand scheme of things, each mission has one overall objective — such as
supporting a friendly advance. However, each flight has its own primary and sec-

ondary objectives, although sometimes two flights may share the same goals and
primary targets. These specific objectives, when accomplished by their respective
flights, help accomplish the overall objective of the mission.

When selecting and flying missions of different types, you should keep several
things in mind.

# Keep your lines even. Units in adjacent sectors are able to support each
other. If you concentrate all of your fire support on making advances in a sin-
gle sector of the map, your forces elsewhere will lag behind. As a general
rule, you want to coordinate your advances so that your ground forces don't
become too vulnerable to flank attacks by the enemy.

# Know where you want to go. In campaign missions, support friendly offen-
sives whenever you can. The continuing objective of both the NTC and
Iranian campaigns is to push back the enemy on all fronts and gain a certain
territorial advantage, so you want to move forward whenever the opportunity
arises. Since campaign missions are generated on the fly, we can't tell you
exactly when or where advance missions will occur. But if you see a blue
arrow on your Mission Planner map, it is often in your best interest to choose
that mission.

# Keep tabs on your resources. You're only allowed so many helicopters and
so much ordnance — what you start with has to last until the next supply
convoy can make its way to your front-line FARPs. When you start running
low on helos and/or weapons, take a more conservative approach to your
missions.

The ATO orders in the Mission Planner Briefing window let you know when
the next supply convoy is scheduled. Each day is roughly equivalent to a mis-
sion — if it says two days, you'll fly two more missions before supplies arrive.
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# Meet Your Objectives. A mission is a delicate thing, and if any one flight

doesn’t accomplish its specific objectives, the operation can fail entirely. Read
your ATOs carefully. If you're assigned to escort something, make sure you
stay with it until it reaches its final destination. If you're inserting troops,
make sure you stick around for extraction, if that's part of the objective. Other
flights are counting on you.

This one's important — make sure you receive your “Mission Accomplished”
message before you head for home plate (base). There are almost always
three other flights out there with their own objectives. Don't get their com-
pletion messages confused with yours.

# Listen. Radio speech is one of your most valuable tools. While it's often diffi-

cult to figure out who's who, it's worth the time to figure out which flights
have which callsigns. Pay attention to what's going on around you. If you've
already completed your portion of the mission and have leftover ordnance,
help out another flight that's in trouble. Don't wander off to the north and
blow up bunkers with your extra ordnance — you may need it for the next
mission.

# Stay Low! This is a consideration for any mission. If you fly above 200 feet
of altitude for longer than a couple of seconds in the presence of enemy
forces, an air strike (a single MiG-29 or Su-25) will show up several minutes
later. This applies to all mission types.

# Take Briefing Notes. Know what you're supposed to do, when and where.
The game briefings can be complicated, especially if you're trying to keep up
with all of the other flights. At the least, make sure you memorize everyone's
callsigns.

# Use ABCCC to your advantage. This system, described on p. 150 at the
end of this section, is a tool you need to rely on. It allows you to target
threats you haven't yet detected.

The following sections are brief synopses of different mission types you'll fly in
the game. See Attack Helicopter Operations, p. 72, for additional information on
flight tactics.

Note: Longbow in the following sections can refer to both the radar-equipped and
non-radar-equipped models.




FLIGHT INTERACTION
The notes below are from designer Michael Francis. Throughout this chapter, his
comments will appear in italics.

An important part of the dynamic campaign is that within each campaign mission,
there are four separate flights. For instance, some missions require a team of
Longbows to go in and clear the way for the insertion of a long-range surveillance
unit. They interact with a flight of Kiowa Warriors, which will go in and look at an
area and actually put eyeballs on a target.

A lot of commanders and pilots inherently like to see things. Their radar will tell
them that something is out there, and they semi-trust that, but radar and machin-
ery are faulty. They like the Kiowa Warrior because it can actually put an eyeball
on something and tell them that’s a real, moving tank, and not a decoy tank
placed somewhere to fool our radars. That's indicative of the current fog of war.

A lot of the joint flights in the game missions are interdependent. There will be a
Kiowa Warrior that goes through and says, “Okay, | see this thing here.” Then,
the Longbows will come up behind it with enough punch to take it out. A Kiowa
Warrior is able to get into an area and detect what targets it needs to see, and
give the Longbows a recommended avenue of approach.

COMBAT AIR PATROL (CAP)

Combat Air Patrol (CAP) missions typically don't have specific primary targets. You're
simply assigned to fly a certain route — usually in friendly or neutral territory — and
keep your eyes peeled for unusual movements or enemy units. If you uncover a
group of SAMs or a wayward unit of tanks, you can call in an air strike or two.

Kiowas can carry a sizable load of ATA Stingers, so they're not a bad choice for

CAPs. In comparison, Longbows boast a greater range of ordnance and can proba-
bly pull off a higher mission score. The main thing to keep in mind, however, is that
you should reserve your Longbows for those missions that call for heavy firepower.

This is a protection-based mission. Basically, when you fly a combat air patrol,
you're supporting a ground attack. Chances are the enemy is preparing to attack
your unit. So you go to that unit's position and stand by, watching for trouble.
Range forward a few kilometers and see if you can detect any enemy movement.

The best thing to take on this mission type is a Longbow without radar. It's highly
versatile and can carry a varied ordnance load. The weapons you take depends on
the mission, but | usually carry eight Hellfires and take along MPSM rockets —
the rockets can do a spread attack, and you can knock off light armor and infantry
with them. A couple of Stingers never hurts, either.



COMBAT AIR SUPPORT (CAS)

Combat Air Support (CAS) missions are similar in nature to Escort missions,
except that you're supporting ground forces instead of another aircraft. Your
objective is to fly lead for advancing friendly forces, usually in the form of
columns. Your threat priorities are T-72M and T-80U tanks.

The Longbow is the obvious choice for CAS missions, given its firepower poten-
tial. You'll probably want to carry as many radar Hellfires as your stores allow.
These can be fired in Lock-On-After-Launch (LOAL) mode, which allows you to
attack multiple targets without having to maintain a lock on a single target from
missile launch to missile impact.

When flying CAS, your goal is not to fly directly above your assigned friendlies.
Instead, fly 4km to 8km ahead of them along their pre-planned route (usually
along a road) and take out any threats that await in ambush positions.

One tactic especially useful in CAS missions is a draw maneuver that can help
distract fire away from your friendlies. When you've spotted enemy threats from
a masked position (preferably away from the units you're escorting), try this. Bob
up momentarily, let them gain a lock and loose a missile, then descend to safety.
If you can pull this off, you'll waste their missiles and draw the attention away
from friendly positions.

A CAS flight usually works in conjunction with a SEAD flight. While your primary
goal is to take out tanks, the SEAD flight concentrates on SAMs and AAA. But, if
your units fall under attack, your priority is always to protect ground units against
the most immediate threats.

Combat air support occurs when your units are attacking and on the offensive.
My suggestion to anyone flying this type of mission would be to use the
Longbows with radar — although sparingly, because you'll need them for nearly
all of your combat support missions. For the other mission types, you should just
gut it out with your Kiowas and your Longbows without radar. Use the Longbow
only to influence the battle.

A Longbow is a high priority asset, and when you're flying the campaign with limit-
ed resources, you get so few of them — they're very expensive. When you assign
a Longbow to a flight, you are influencing the battle through a major strike effort.
Most of what you're there to do is to ensure that your side wins that battle.




>AS DEFENSIVE

Defensive Combat Air Support (CAS) missions operate almost identically to CAS
missions. However, in this case, your friendly units have adopted a defensive
stance instead of an aggressive advance. They're relying on you to protect their
front, rear and both flanks.

You'll still want to stay anywhere from 4km to 8km out from the perimeter of the
established territory. However, you'll have to constantly scan in all directions to
ensure that you ID and either hand off or destroy any approaching threats —
especially enemy helicopters.

Again, radar Hellfires are your saviors. Keep them armed, and don't forget to keep
cycling back and forth between your air and ground FCR modes to catch whatev-
er might be coming your way. Also, remember to use the bob-up technique — it
can be very effective in CAS Defensives as well.

A combat air support defensive mission is the same type of mission as CAS, but
it's more defensive. That doesn't refer to the ground forces — they're still push-
ing forward — it just refers to the disposition of the helicopter. The helicopter is

in a defensive posture instead of an offensive one.

For instance, a helicopter on CAS defensive won't go out and actively look for an
enemy — but if one comes within range, it will shoot at it. Most of the Al pilots
fly CAS defensives. If you're flying one, you'll tend to fly a normal CAS.

ESCORT

An escort mission is one of the most critical roles you can play in Longbow 2.
Although not quite as exciting as a CAS or CAP mission, escorting can pose its
own challenges. You must constantly scan in all directions for approaching threats
of any kind, flying a couple of kilometers ahead of whatever you're escorting.

Make sure that the helicopter you're escorting lags behind you a bit. This can
sometimes be difficult if you're delayed at all on your trip to the link up point (the
waypoint where you’re to meet whatever you're escorting). If you're late, you'll
arrive there at the same time as the Black Hawk (or other escorted aircraft). It will
fall in right behind you, making it difficult to fly far enough ahead of it.




To alleviate this problem, go into the Mission Planner screen before you take off
and adjust the wait time for the aircraft you're escorting. (Do this by right-clicking
on the linkup waypoint, then selecting “+" to increase the loitering time by about
5 minutes.) This will keep the aircraft there while you forge ahead by 4km or so.

Once you've linked up, you should constantly track the aircraft you're escorting.
To do so, use the Longbow'’s Head-Down Display in the front-seat (CP/G) cockpit.
Switch to air radar mode, then target whatever you're escorting. Back in the main
cockpit view ((F1)), you can then see the range-to-target, listed on the upper left
corner of the High-Action Display. (That's the rectangular box that appears at the
bottom of the bright green IHADSS display.)

As an escort, you aren't obligated to take out any threat that isn't specifically
attacking your target. You should have accompanying CAS and SEAD flights that
will handle any SAMs and AAAs in your path. You'll also usually have access to at
least one air strike. If you can call in two or more, it's often best to use your first
air strike early during a mission. That way, if you expend one, the second one will
be active and ready by the time you need it later in the mission.

If you're escorting an aircraft back to a point behind friendly lines, you the mission
is a success as soon as the escorted party crosses into friendly territory.
However, you should lead it to the LZ and wait for it to land before you land. This
will ensure that you get full credit for the mission.

Remember, the object of an escort mission is not to destroy everything in your
path. Take the Longbow, but be cautious with your ordnance.

For escort missions, | would recommend a Longbow without radar. The Longbow
without radar’s job is to basically clear out the area before the Black Hawk arrives,
all without raising too much ruckus. You don’t want to just go in and blow things
up, because then you'll attract attention.

When flying escort, you should keep whatever you're escorting within sensor
range so that you can monitor what's going on. The unit will report that there’s
trouble if anything happens along the way, but still, | wouldn't get too far away
from them. Keeping them safe and arriving alive is your mission objective.




INSERTION/EXTRACTION

This is the least complicated mission type, but perhaps the most dangerous.
Usually, it involves landing in enemy territory to drop off or pick up troops, or
both. Dropping off troops into a battle area is referred to as “insertion,” and airlift-
ing them out of the area is called an “extraction.”

As a Black Hawk pilot, you'll need to pay close attention to your ATO. Make sure
you know whether the mission is an insertion, extraction or both. In all three
cases, you'll have an escort that you meet at one of your waypoints, and usually a
SEAD or CAS flight that flies ahead of you. Follow your escorts’ paths as closely
as possible to avoid trouble.

One general note — if you're flying night missions in a Black Hawk, you'll need to
resort to visual means of identifying friendly and enemy units. You're essentially
flying blind, since this aircraft isn't equipped with radar. The best tactic is to care-
fully watch where tracers originate. Red tracers indicate friendly units, while
green ones indicate enemy units.

Insertion. With an insertion, all you need to do is follow your escorts to the pre-
selected dropoff point and listen for your wingman's radio message that says
you're approaching the LZ. Land, wait until you receive a radio message saying
that the troops have been dropped off, then take off. At this point, the escort’s
job is finished, and he may not stick around to see you back to base.

Run for home as quickly as your rotor blades will carry you. The best route out of
the area is more often than not the same route through which you arrived.

Extraction. Now, you're picking up troops from a battle area rather than dropping
them off. Again, listen for the Approaching LZ radio message — this will usually
include the name of the unit you're to pick up. Land, then wait.

To occupy yourself until they clamber aboard, test out your view (it only
works in daytime missions). While an entertaining part of the game, the Object
view can also help you monitor an extraction mission by allowing you to watch
your soldiers from an exterior viewpoint.

You can also use your doorguns while you're waiting. If you're flying a daytime
mission and you hear gunfire or detect enemy soldiers in the view, use your
guns to cover the movement of soldiers on the ground. Friendly soldiers are your
primaries in every insertion/extraction mission, and if they die, you fail.

Once everyone's on the aircraft and you've received takeoff clearance, lift off and
head for home. You'll have escorts along the way, so hang back at least 4km or so
and let them discover what lies ahead. With any luck, you won't have to fire a shot.



Insertion/Extraction. The same rules apply here, except the you both deliver
and pick up the ground soldiers. Land, then wait for them to accomplish their
mission. Cover them with you doorguns on an as-needed basis. Once they've
boarded, take off and head home.

This type of mission might seem really boring and not important, but if you don't
pull out your soldiers, you lose them and can't deploy them again. You'll lose 72
hours or so of intelligence that you should have received, but missed because
you didn’t complete that mission.

When you get within a certain distance from the landing zone, look over at the
LZ. Usually, there will be a lot of threats in that area. Wait for the Longbow with-
out radar to go in and clear out the landing zone so that you can do your insertion
or extraction and get out of there. That way, you don't risk any more than you
have to in order to get the job done.

STRIKE

The flaming arrow of any well-designed offensive mission is a quick strike into an
area heavily populated with enemy units, or against a tactical structure. This can
disrupt the organization of enemy troops, as well as communications between
enemy units.

Strikes are fairly cut-and-dry. You can apply all the tactics you've learned from
other mission types here. Most strike units are designed with one specific tactical
target in mind — a weapons munitions factory or power plant, for instance. The
idea is to get in as sneakily as possible, strike full force with heavy ordnance, and
get out as quickly as possible.

Air strikes can figure heavily into strike missions and help you get the job done. Once
you ID and target a site for destruction, try calling in a team of A-10s or F-1 6Cs.

Most of the strike missions you receive will be based on what is strategically
important to the commander. Something will pop up on the battlefield and imme-
diately become the most important target — something that can deliver nukes
and Scuds will be strict priority.

Front-line forces are not a priority. You can see them, and you‘ve got forces that
can deal with them. For helicopters, priority strike targets are reserve forces,
artillery and things that are beyond the reach of the forces up front, but within
striking range of a helicopter. That is the purpose of strike missions.




SUPPRESSION OF ENEMY AIR
DEFENSES (SEAD)

SEAD flights are high-stress, no doubt about it. You are solely responsible for tak-
ing out SAMs and AAA, the most dangerous threats in a mission. Frequently, an
escort or CAS flight will already be well on its way to your current position. This
means you won't have much time to clear the flight path before they arrive —
speed is of utmost importance. If you're scheduled to converge with other flights
at a certain waypoint, make a beeline for it at top speed and accomplish what you
can before they arrive.

You should rely heavily on your UPFRONT display and switch into target ID mode
(press (U)) — this lets you know exactly what you're targeting. Target the most
imminent threats first, such as ZSU-23-4s and SAM sites with large threat radii.
Utilize your Hellfires against them, then use your mounted M230 cannon to take
out smaller SAMs, M109 AAA, and Rapiers and Blindfire radars you might have
missed in your first pass.

An interesting note here is that using guns raises your weapons efficiency rating
much more quickly than using guided weapons.

Finally, if you receive your Mission Accomplished message, seek out any Escort or
CAS flights that haven't yet accomplished their missions. You may still want to
exercise weapons conservation, but your gun can do a lot to assist them in a pinch.

What type of helicopter you use is mostly an opinion thing. | prefer to fly a
Longbow without radar because it can do the job and get where it needs to go
without the radar emitting a bunch of radio waves that identify its position.

A SEAD mission means that enemy gunships and forces are in the area. Alimost
all missions require some type of suppression defense. In a Black Hawk insertion,
one flight will usually escort, another will transport the troops, and another will be
a dedicated SEAD team and make sure that the area along the way and at the L.Z
is clear of dangerous AAA and SAMs. Your job in a SEAD mission is to make sure
they all go down so that when the mission takes place, it will succeed.



RECONNAISSANCE

Flying a recon mission is much like throwing pebbles at a hornet’s nest — you're
taunting danger, and you never know whether or not you're going to face a
swarm shortly. The purpose of reconnaissance is to gather intelligence on enemy
positions and pass this information on to ground units and other flights.

When flying recon, stay low and maximize your MMS range to pick up as many
targets as you can. Expose your position only if you need to, and don’t stay
unmasked for long. The terrain is your best weapon, so use it to your advantage.

Both the Kiowa and Longbow have advanced targeting capabilities that allow tar-
get handoffs to other aircraft. However, you don’t have to expend much ordnance
during recon, so you probably don’t want to risk losing a Longbow. Take a Kiowa
if you can. It can handle surprise air targets, and you can call in air and/or artillery
strikes to do a number on anything you stumble across.

The Longbow without radar is very good in reconnaissance and deep strike roles
— use either that or a Kiowa for your recon missions. You'll need to be patient
and take your time, but they're the platform to get the job done. The Kiowa
Warrior has the ability to look around without exposing itself and can set up the
strike. The Longbow can then take advantage of the strike. The Kiowa Warrior
can see all the targets in a given valley and then tell the Longbow without radar
to hit those targets. You can pass the targets back and forth. The Kiowa Warrior
can see four to seven kilometers, depending on visibility, and the Longbow can
see about 8 kilometers.

Some people will ask why we don't use the Comanche to fulfill this role. The
Comanche does a lot of things, but still suffers from some of the problems of
other helicopters. The detection optics are in the nose of the helicopter, so you
still have to expose the helicopter. It doesn’t need stealth technology as much as
the ability to slowly get to the next hill and see what's over the top of it. And right
now, the Kiowa Warrior does an excellent job of that. Even the Longbow, with all
that it can do, still has to pop up to expose the optics in the nose, so the whole
helicopter has to be up. Once you open the gates to fire at something, you've
lost all stealth ability, and the enemy’s radar is bouncing off of you. If you shoot at
anything there, someone is going to see you.




USING ABCCC TARGETING

It's nearly impossible for one helicopter to find, store and track all targets in an
area at once. For that reason, you should make full use of the Airborne Battle
Command and Control Center (ABCCC). The ABCCC, usually based on a C-130 or
other airborne platform, collects targets from individual units. This information is
collectively placed on the battle map, and any combination of that information can
be passed back down to individual units that call for it.

ABCCC is both an indispensable and realistic tool. If you utilize it, you can save a
lot of time and effort, especially during a strike, insertion/extraction or CAS mis-
sion. As you move within 5 kilometers of an area, you can call for ABCCC targets
(press (Ctrl)~). They will be downloaded into the Tactical Situation Display in your
Kiowa or Longbow, and you can then target those threats — all without ever hav-
ing seen them.

What is ABCCC?

ABCCC (Airborne Battle Command and Control Center) is a clearing-house for
information. In a close battle, things get confusing really fast. You have issues of
fratricide (friendly fire casualties). With the advent of global positioning and data
linking and things of that nature, ABCCC is like a coach. If you've ever watched
football and seen the guys up in the glass booth making the plays and relaying
them down to the field, that's similar to how the ABCCC operates.

What happens is that the Kiowa uplinks the data to the ABCCC. Inside the Kiowa,
there's GPS equipment that says “I'm here.” And if the Kiowa is there, and its
target is at a range of 400 meters at 270, then it's at a certain place on the map.
The ABCCC can instantly generate an icon on the TSD for whatever that threat is.
Pilots like this type of information better because they know that another pilot is
actually seeing the threat. If a tank icon is there, the tank is there in reality.

Through gathering information from different sources, they know that these
threats over here are performing certain actions. ABCCC constantly reports down
to units via datalink or voice during a close-in battle to let them know what's in
their neighborhood. If you're looking at a battle zone hundreds of miles long,
ABCCC might have 50 kilometers of that, and it's their job to watch over it. If you
see something and report it up to ABCCC, then they'll roger it and mark it, and
report down to all units that might need to know that information.



e e W e T e T o g

USING THE
MISSION PLANNER

In some ways, Longbow 2 is almost two sims in one. The first game is, of
course, the flight sim where you make the helicopter go places and blow things
up. The second game is the Mission Planner, a tactical simulation where you
decide where to go and what to blow up.

This chapter is devoted to some of the finer points of Mission Planning.

THE DEFAULT IS ALWAYS
THERE FOR YOU

While effective mission planning can escalate the game to a whole new level,
poor planning can kill even the sharpest squadrons in no time flat. If you're a pilot,
not a tactician, and you know it, don't hesitate to fly your missions according to
the default plan already in the game.

The default is always very by-the-book and SOP, with no room for brilliant moves
or master strokes. However, it's also a solid, workable plan that covers all the
bases without becoming overly complex. You could definitely do a whole lot
worse. In fact, it's entirely possible to fly a brilliantly successful campaign without
ever once deviating from the default mission plans.

And even if you are a tactical genius — the Napoleon of Azerbakota — you'll still
probably have a reason to use the default button eventually (even often) even if
you never actually fly a default mission. This is because the Mission Planner
might not be quite as smart as you are. There are certain conditions that have to
be met before the Mission Planner will even let you exit, much less fly. (Exact
conditions can vary from mission to mission.) If you're working on some grand
master plan, and the planner refuses to let you fly it, and you can’t figure out
where you went wrong, then the default button is your fail-safe. It'll take you
back to square one, and you can start over on assembling your masterpiece.




BRIEFINGS: HEAR THEIR TEETH RATTIE

We know, you bought this sim because you want to fly. If you wanted to read
about combat, you'd buy a Tom Clancy novel. On the other hand, if you're willing
to read this book to enhance your performance, you should definitely be reading
those text mission briefings at the start of every mission. Just click on the BRIEF-
ING function button to find out everything you really need to know to complete
your mission (or anyway, everything your side's intelligence knows).

The briefing isn’t just textual window dressing — it offers real, mission-essential
information. The most important part of this is your actual mission objective. In
many games it is sufficient to assume that, while you may have a specific mis-
sion objective, if you go to every location on your route and kill or destroy every
enemy object you encounter, you'll probably end up accomplishing your mission
somewhere along the way. This is not true in Longbow 2 (and in fact is often not
even possible most of the time, due to the realities of limited weapons
resources). In fact, there are scouting missions where avoiding combat is a major
priority, and actually getting in a fight can lose you the mission. Some other mis-
sions have time limits, and if you take too long to succeed, you fail. If you want to
win the mission, you'll have to know your objective and focus on it.

Flights (Tasking)

The first and most important choice you have to make from the briefing is choosing
(in the TAskING window) which of the four flights you personally will lead, and which
of the various assigned tasks available to you you'll take on personally. In Longbow
2, you have the freedom to completely blow off assigned tasks, if you think the
resources to carry out that assignment are needed more elsewhere. Of course, the
more assigned tasks you complete, the more successful you'll be in the long run,
but in the short run it can be preferable to fail a mission by not attempting it, than
to fail a mission and lose two helicopters and four pilots because you didn't allocate
sufficient force. All tasks are important, and there’s no convenient rule of thumb to
tell you which can be best ignored. This is an option available to you, and a decision
you have to make personally. That's the burden of command.

To truly understand what you're supposed to be doing in any given mission type,
you'll probably want to check out Mission Types, p. 140. It gives details and
designer notes on all types of missions you'll take on during the game.

Weather

An important and easily-overlooked component of the briefing is the weather
report. Weather is real in Longbow 2, and can have a serious impact on your visi-
bility, targeting and flight performance. So can the fact of whether the mission
takes place during the day or at night.




Threat Report

Of course, the usefulness of the threat report section of the briefing should be
obvious. You can get a lot of information about the enemy from the map (if you're
good at reading the map), but a thoughtful comparison of both the text threat
reports and the map is the best way to get a real complete understanding of the
tactical situation.

The best way to beef up your threat reports is to personally take on all the recon-
naissance missions you run across. Almost unequivocally, you'll do a better job
than the Al pilots. And whatever you discover in one mission will help tell you
what you'll be up against next in the campaign.

UPS AND DOWNS OF THE PROFILER

The profiler is a rather odd utility that's easy to overlook. While it may be nice to
know whether you'll be flying over rough or flat terrain, it hardly seems like
essential info when the important thing is just to get from here to there. If used
with some imagination, however, the Profiler can become much more useful.

It's an easy tool to use. Select the PROFILER option, then left-click and drag
between any two points on the map. A straight line will appear between those
points, and an inset window will open showing you the vertical terrain contour
along your line.

The most significant example of profiler utility comes to mind when you recall
that the Longbow (and, to a somewhat lesser extent, the Kiowa) is designed for
maximum lethality in situations where it can pop up over a ridge line and take the
enemy in ambush. One thing about ambushes, they seldom just happen — they
have to be planned.

This is where the profiler comes in. It's the best tool you have for finding the
ridge lines you need to plan a really devastating ambush. If you want to engage a
stationary enemy, a good place to start is the contour map on the pull-out poster.
Once you have a general idea of the terrain, trace several approach routes with
the profiler, and find the one that gives you the best pop-up potential. Not only
does this give you the best offensive edge, but if your target is a SAM site, the
advantages of approaching under cover should be obvious.

If the enemy is on the move, try to trace out his most probable route, and look
for the points where he's crossing high ground. Those are the places where you
can lie in wait below his elevation.

Intelligent planning while using your profiler can make the difference between
reacting to the battlefield situation, and controlling it.




WAYPOINTS: GETTING IT ALL
TOGETHER
Obviously, waypoint assignment is the meat and bones of mission planning. This is

where the work gets done — everything else is just hints. It's easy to create, move
or delete waypoints by clicking on the map, but it's trickier to do so intelligently.

While the Mission Planner gives you tremendous control over your squadron,
remember that you are not absolute Lord of the Battlefield. Sometimes you get
to pick the time and place for an operation, and sometimes it gets picked for you.
This is particularly true in troop insertions. In these missions, you are told when
and where the troops need to be dropped, and it is your responsibility to see that
they are in that exact place at that exact time. In short, don’t mess around with
the timing or location of troop insertion waypoints. Doing so will probably result in
a mission failure.

The terrain profile you choose to fly represents a simple choice. With a lower pro-
file, the flight is safer and more accurate against ground targets (but more
exposed to armor and infantry). With a higher profile the flight is faster, but far
more exposed to SAMs. It doesn't really matter if they're flying over rough or
smooth terrain, they'll do their best to maintain a consistent altitude either way.
Actually, over rough terrain is the best place for a low profile, because you get the
benefit of blocking terrain. If the ground is completely smooth and open, you
might be better off making a high, fast dash.

One way to maximize the usefulness of recon flights is to have them fly to their
objective as fast as possible, then on the way back divert them to potential
enemy hotspots. This allows you to get some benefit out of all that ordnance
your recon flight is carrying. Concentrate on clearing the way home for any com-
bat flights that may be coming back wounded and low on ammo.

If you're going to customize your missions, one of the coolest things you can do
is have two flights converge on a major target at the same time, from different
directions. While such coordinated attacks can be devastating, they're not for
casual use. First of all, if you combine flights on a single waypoint, you're proba-
bly diverting at least one of them away from another valid mission objective. Also,
such coordinated attacks are not easy to set up, especially if one or more of the
flights is Al-controlled.

The tools that make coordinated attacks possible are the Loiter function, the
Rehearse utility, and the Time on Target readout. Time on Target and Rehearse
tell you when a flight is going to be at a certain point. Loiter allows you to time
their arrival. Be careful using Loiter, however — a Loitering helicopter hovers sta-
tionary above a waypoint. If you have a flight Loiter over a hot spot, it's a pair of
sitting (hovering?) ducks.




Speaking of hot spots, when setting up mission routes, try to avoid having flights
in transit pass anywhere near any area where another flight is in combat (unless
the second flight is supposed to join the fray). This is because enemy units in
combat are in a heightened state of readiness. They're much more likely to
observe helicopters flying nearby, and pass their locations and courses on to
other hostile units.

A couple reminders of the basics. When setting up two waypoints, remember to
check the terrain between them. Whenever possible try to let a flight follow a val-
ley or other natural cover. Also, for Al flights, try to keep the attack waypoints as
close as possible to the actual target. An Al will search only so far for a target.

When you're working with the map, use your overlay buttons. Don't just pick one
particular combination of overlays that you like and stick with it constantly — view
each mission with several overlay combinations. Toggling the overlays on and off
allows you to get a full picture of the combat situation without getting over-
whelmed by map clutter. The Air Threats overlay is, of course, particularly crucial.
You probably don’t want to leave it on all the time, because of map clutter, but
you definitely want to check out those SAM threat ranges before flying.

And just in case you were wondering, you can have up to 16 distinct waypoints
per flight in a given mission, but of course it's best to use the absolute minimum
number of distinct waypoints necessary to get the mission done. KISS (Keep It
Simple, Stupid) applies just as much in combat as anywhere else. Probably more.

LOADOUTS AND INVENTORY

If you're playing in a campaign with realistic supply, you need to always be aware
of your inventory. Let your inventory guide your assignments. If you have few or
no radar Hellfires, don't risk an expensive and hard-to-replace Longbow with
radar. (To see what inventory you start with in the NTC campaign, see Azure
Rune Orders of Battle p.166. For the Azerbaijan campaign, see Operation
Fallen Crescent p. 162).

From a loadout perspective, Stingers on a Longbow are “free.” That is, there's
nothing else that can go in their space. There’s almost never a reason not to take
a full rack of Stingers.

On the opposite end of the spectrum, there's the Kiowa. Longbows are designed
to carry a broad assortment of weapons to meet virtually any threat that pops up.
The Kiowa, while capable of mounting a respectable offensive punch, has to have
its much more limited loadout keyed to the mission at hand. A quick review of the
basics: Hellfires are best against armor, not great at all against troops or tents.
Rockets are good against light armor, and the MPSM is best against troops.




COMBINED FORCES

It's good to mix and match helicopter types for your missions. If you only need
one Kiowa for a scouting mission, team him up with a Longbow without radar.
The Longbow can hang back and provide cover if the Kiowa gets into trouble, just
like in the intro movie.

Remember that you can make on-the-fly changes to your helicopter type and pilot
assignments by clicking on the Mission Summary Bar to the left of the map. This
shortcut can make your mission planning time much shorter and smoother, allow-
ing you to get into the air faster.

Longbows with radar are very expensive and considerably more rare than
Longbows without. Because of this, don't use two Longbows with radar when
you can accomplish the mission with one radar Longbow and one without. This Is
true in most missions. Longbows are an expensive asset, so don't waste them
unnecessarily.

Because of the Longbow's target swapping capability, it is entirely possible to
load up a Longbow without radar with RF Hellfires. This is a viable tactic, particu-
larly when massive overkill is called for, but use it with caution. If your Longbow
with radar goes down and all your second helicopter has is radar Hellfires, then
he is seriously out on a limb right when he most needs every edge he has.
Anyway, varying the loadout between your primary and wing increases your
options in combat. So keep the radar Hellfire overload option for situations when
it's really needed — it has serious drawbacks as an SOP.

One word about Black Hawks — take care of them. In a pinch, a Longbow can
pinch-hit for a Kiowa on a scouting mission, and a Kiowa can even back up a
Longbow on a strike mission, but only a Black Hawk can do what a Black Hawk
does. If you are careless with your Black Hawks, there may come a time when
you have no more Black Hawks, and that means that it's going to be flat-out
impossible for you to even try to accomplish a major percentage of your mis-
sions. This does not do wonders for your efficiency rating (see Pilot Ratings,
p. 66).

Finally, when setting up missions, pay attention to the Al pilot ratings. Of course
you want to put the best pilots on the most important missions, but also remem-
ber that the only way to raise pilot ratings is by putting that pilot in the air. If you
fly every mission with your very best pilots, eventually somebody’s going to get
shot down, and his replacement is going to be as green as grass. Like any com-
mander, you want to rotate your squadron’s air time so all your pilots are ready
for whatever you may have to throw them into.




DYNAMIC CAMPAIGNS

This “section” gives an overview of the dynamic campaigns, along with design
notes, equipment and starting inventory listings. For basic information about
how dynamic campaigns work, see Chapter 6: Campaigns in the game's
Reference Manual.)

OVERVIEW

Longbow 2 has a completely dynamic campaign system that generates missions
as you play. What direction a campaign takes depends on several factors — how
well you manage your equipment and weapons inventory, how well you follow
the mission objectives, and how well you can assess the battlefield. Only a few
of the campaign missions are static, and therefore, most can’t be written up into
neat, step-by-step solutions. Instead, we can only provide operational information
and some standard guidelines to help you advance your efforts on the front lines.

There's no clean-cut, easy way to describe a dynamic campaign, other than stat-
ing its general objective. In a nutshell, you're flying varied helicopter missions to
support ground advances to take over territory from the enemy. The key to win-
ning any of these campaigns is to advance across a series of phase lines and
push the enemy off his side of the map.

Phase lines are arbitrary lines that are used to divide the battlefield into manage-
able chunks. You'll find the Fallen Crescent phase lines marked on the color pull-
out in this book. The Azure Runes phase lines are marked on the map on page
165. Phase lines run vertically, while sectors run horizontally.

On the mission maps you see in the game, sectors are further divided into an
alphanumeric grid. Locations of key objectives are often marked in the briefings
as “C2," "A13,"” and so on. The same grid is customized to each mission map,
meaning that A2 on one map doesn't mark the same location as A2 on a different
mission map. The phase lines, however, are constant.




"AMPAIGN DESIGN NOTES

From campaign designer Mike Francis

The Dynamic Battlefield

People keep trying to define a “dynamic campaign” as it relates to flight sims.
Some people will say that it means that if you go and blow up a bridge, and you
go back to that spot, that bridge is still destroyed — that's dynamic. Other people
will say it means that the situation is fluid and different every time you fly it.

The whole point, when we first thought about it, was to make the entire battle-
field dynamic. The Al that you're up against is out there to kick your butt. The
enemy will move troops, and he will move supplies, and he will do what he has
to do — not just wait for you to do something and react to it. He's doing his own
thing, and it’s your job to stop him. What we tried to do was give the opposition
mission-based flights, and they don't care what you do. If you blow up some-
thing, the enemy will try to replace it, while also trying to sort out your strategic
hotspots and destroy something that helps you.

In military intelligence, you have to go out and collect priority targets. You have to
figure out what's most important to the battle at hand. You — as the player — are
the attack helicopter’s task force for that division commander. He decides where
he wants you to affect the battlefield. In our campaign, intelligence collection is
basically determined by what you do. You don't see everything immediately. That's
the reason for having reconnaissance missions.

Ground Advances

An important aspect of the dynamic campaign is the enemy is thinking and doing
the same things you are. Each unit on each side wants to reach a certain level of

readiness. No one ever brings everything they have to the battlefield immediately.

Initially, you'll be bringing stuff in — getting supplies to a certain level, equipment
to a certain level, and front lines to a certain level. Then, the attack commences.

That's the approach we took with both the enemy and friendly Al in the game.
Units on both sides — friendly and enemy — are waiting to get to a certain readi-
ness level, with a hundred percent of reserves and supplies in place. They won't
move until they’re ready. Your next job, once your forces are ready to attack, is to
find your opponent's reserve forces and communications or ammunition depots
and take them out to stop him from ever being ready to attack.

What the Longbow does, and what the Kiowa Warrior does, is that they have the
potential to do a pre-strike. They won't target front-line forces — they'll target
battle forces and second echelon forces because of the way that the aerial battle
is designed. If you blow up the enemy'’s reserve forces, he will never have



enough force on the battlefield to ever influence the battle. If you destroy his
assets, he'll spend more time trying to get to that point and won't attack you. In
the meantime, you're building up your assets so that you can attack him.

In our game, we have the Iranians (assisted by Russian advisors) deciding that if
they're at 70 percent of all available assets, they'll attack, because their require-
ments are lower than ours and they know that with the Americans blowing things
up, that they'll never reach full readiness. So, when they get to 70 percent or so,
they will attack, and you'll get reports that armor is moving forward in certain
regions of the map, and you try to blunt the attack if you can.

Bear in mind that the opponent has committed the same massive helicopter
assets to support that attack. While you're setting up your beautiful shot against all
these and are watching APCs coming across a hill, you can get ambushed by a
Hokum that was looking for you in the first place. His mission is to find heli-
copters. Once he finds the helicopters he's looking for, the armor below can deal
with the opposing armor on its own. But, it can’t deal with American helicopters.
So the enemy helicopter's job is to go out and find your helicopters and shoot
them down, and then to shoot up any enemy force threatening his attacking force.

Phase Lines

Phase lines have to do with the movement of armor force on the ground, which
is not as easy as it seems. When you're moving a lot of armor, you need to know
exactly where everyone is. During battle planning, most analysts will draw what
we call phase lines onto a map, or geographic markers. The phase lines will
extend forward into enemy territory and backwards into your own territory. It's
just a good way for everyone to know where they are on a given map. It's good
to have those because if it's your job to achieve Phase Line Green, once you
reach the objective, the commander can know at a glance where your unit is.

Phase lines do several things. First of all, they help organize the attack or a defen-
sive, and the commander can keep up with everyone. In a confusing battle with
hundreds of tanks along a wide front, if you say you're going to attack to Phase
Line Mango, then everyone knows that if you reach your objective, you're physi-
cally at Phase Line Mango. What was really confusing before, in World War |l,
and precipitated the use of phase lines, was that units often found themselves
way out in front of other units without knowing they were so exposed. Phase
lines help organize the battlefield.

The same thing occurs with sectors. Each unit is given an area of operation — an
area they work in and influence, basically corresponding to how far their weapons
can shoot. You need to know what's in your area of operations. That's how sectors
are divided. In the game, they encompass about 10 kilometers each in breadth.




Dynamic Mission Generator

The missions that are created don’t have anything to do with what the comman-
der of the helicopter unit wants. They have more to do with the priorities as the
division commander sees them. And he bases his priorities on what the biggest
threat is to his units’ survival, and what the best targets are for your platform to
deal with. He bases it on whatever intelligence has been collected, and that's
why your recon missions are important.

One of the missions you get might be to go and reconnoiter this convoy.
Somebody might ask “Well, why don’t we just blow this convoy up?” The reason
you won't do that is because a lot of times, you need to watch an area of interest
to see if he's actually using this as a convoy route. If you blow it up now, he
won't use it again — he'll just use another one, and you'll have to go out and find
that one. A lot of times, your mission will be to confirm that he's actually using
that road as a convoy route. When the time comes where he's bringing in some-
thing of importance, then you go blow it up.

Priority Targets

The most dangerous targets are those that can deliver nukes and chemical
weapons like SCUDs, because they have the greatest damage potential. In the
dynamic battlefield, your target priority changes, based on your tactical situation.
If you're winning the battle, your target priority is different than if you're losing. If
you're losing the battle, all of the sudden, you're really concerned about forces
that are being brought to bear against you from another side of the map. You're
concerned with tactical air support and artillery and things like that, so that then
changes your priority from reserve forces to strategic forces that influence the
battle through other means. So, you might be sent way across to the other side
of the map to hit an airfield that's sending Su-25 Sukhois at your forces.

The campaign is dynamic in a couple of ways — dynamic in that the targets change
based on what's seen on the map, and dynamic in that these priorities change based
on the tactical situation.
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Campaign Success

The overall goal of the campaign is to win territory and push the enemy backward
to his last phase line. You'll usually know how you're doing by where you are on
the map. You can also get a sense of how you're doing in the Azerbaijan cam-
paign by what movies you see. As far as the missions go, you'll get an idea from
that as well. But, the phase lines tell the story more than anything else. You'll
know that yesterday you were here, and today you've pushed to here or dropped
back. That's the thing about battle that we try to convey in the campaign. You'll
get really happy because you're winning, then all of a sudden the enemy will
throw everything at you, and your priorities will change. You'll have to go out and
eliminate strategic targets again. It might be frustrating at times, but it makes you
realize that every mission does count.

If you're being pushed back, depending on how you're playing, your assets will
be dwindling. The only good thing about being pushed back is that it doesn't take
supplies long to get to you. When the enemy is attacking you and you're losing,
you will be trying to hit his supply lines. What has happened is that the enemy
has pushed you back, and his supply lines are longer and more vulnerable.
Keeping him from moving beans and bolts to his front lines becomes your priority
— if you can stop that, he'll never work up enough momentum, and his attack
will stall right there. If you don't stop his supplies, he'll continue the attack until
he gains enough momentum to push you off of the map.

If you're winning, your priority becomes his strategic targets. He's going to try to
do the same thing to you. You're not looking for his FARPs, but you know he's
launching helicopters to hit you and cut you off. You can't attack him until your
supplies make it forward. So, you'll get a lot of convoy support and coverage mis-
sions. You'll also be looking for his deep-strike assets. At the time at which he's
losing, he might decide to influence the battle through other means, with chemi-
cal or nuclear weapons. When that happens, you'll start seeing things on the map
when you fly reconnaissance missions that indicate that perhaps he wants to
take the battle in another direction. If you hit the things you're supposed to hit,
you won't ever see the really bad things.

If the player never chooses to fly recon flights, the Al will fly them. As with most
other aspects, the Al is good at this, but not perfect. As the air battle captain, you
can change the waypoints of the reconnaissance flight, but you can't change the
objective. The Al pilot might accomplish his objective, or he might be shot down.
If you're playing with no limitation on the number of helicopters in the campaign,
that's not a big problem. The game will just generate another one. If you're play-
ing with limitations on helicopters, though, every one of them is valuable, and
every mission is valuable. You'll need to think long and hard about which routes
you want them to take. The routes that we've designed are generally the most
tactically efficient way to get there. But sometimes, unfortunately, the enemy is
using those routes too.




OPERATION FALLEN CRESCENT

The Orders of Battle for the U.S. and Iranian forces fighting in Operation Fallen
Crescent are listed below. In some cases there are variables that keep us from
specifying the exact O.B. Where there are variations, the variable units are listed

in jtalics.

US Order of Battle

5/8 CAVALRY

A TROOP

1-3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 M163 Vulcan AAA
(1 Platoon)
1 Avenger SAM (2 Platoon)

Reserve

6 M1 Abrams tanks
2 M2 Bradley IFVs

1 Avenger SAM

1 M163 Vulcan AAA

4/5TH AIR DEFENSE
ARTILLERY

A, B Companies

Two companies, each with:
1 Patriot radar

1 Avenger SAM

4 MIM-104 Patriot SAMs

51ST INFANTRY
(LONG RANGE
SURVEILLANCE UNIT)
F Company, Teams 1-4

Four teams, each with:
4 Soldiers, one with a Stinger

HQ

1 Avenger SAM

1 Bradley IFV

3 Soldiers, two with
Stingers

1 Tent

B TROOP

1-3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 Avenger SAM (1 Platoon)
1 M163 Vulcan AAA

(3 Platoon)

Reserve

6 M1 Abrams tanks
2 M2 Bradley IFVs

1 Avenger SAM

1 M163 Vulcan AAA

D TROOP

1-3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 M163 Vulcan AAA
(1 Platoon)
1 Avenger SAM (2 Platoon)

Reserve

6 M1 Abrams tanks
2 M2 Bradley IFVs
1 Avenger SAM

2/28 ARTILLERY

A - D Companies

Four companies, each with:

4 M109 artillery

2 Soldiers, one with a Stinger

HELICOPTERS AT EACH FARP
4 AH-64D Longbow
(1 with radar at FARP 2
and 4)
2 OH-58D Kiowa Warriors
2 UH-60L Black Hawks

C TROOP

2, 3 Platoons
Two platoons, each with:
4 M1 Abrams tanks

Reserve

6 M1 Abrams tanks
2 M2 Bradley IFVs
1 Avenger SAM

3/16TH AIR DEFENSE
ARTILLERY

A - D Companies

Four companies, each with:

2 Avenger SAMs

1 M163 Vulcan AAA *

* D Company does not have
a Wlcan.

342ND TACTICAL FIGHTER

WING
2 A-10 Thunderbolt lls

MATERIEL FOR FOUR FARPS
each with:

2 Tents

1 M939 fuel truck

1 MB35 truck

1 Avenger SAM

2 Soldiers, one with a Stinger
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Iranian Order of Battle

88TH ARMORED
DIVISION

12TH ARMORED BRIGADE
1 Battalion

4 T-72M tanks

1 ZSU-23-4 Shilka AAA

2, 3 Battalions

Two battalions, each with:
4 Zulfigar tanks

1 ZSU-23-4 Shilka AAA

Reserve

6 T-72M tanks

2 BMP-2 IFVs

1 ZSU-23-4 Shilka AAA
1 SA-8 Gecko SAM

402ND AIR DEFENSE
GROUP

Variable composition, but might
include:

2 ZSU-23-4 Shilka AAA

2 SA-9 Gaskins SAM

2 SA-13 Gopher SAM

1 RBS-70/M113 SAM

1 Blindfire radar

4 Rapier SAMs

1 URAL-377 truck

27th SAM Battalion

Variable composition, but might
include:

1 Flap Lid radar

1 Clam Shell radar

1 SA-8 Gecko SAM

1 SA-9 Gaskin SAM

4 SA-10 Grumble SAMs

1 SA-13 Gopher SAM

1 ZSU-23-4 Shilka AAA

103rd SAM Brigade
4 SA-8 Gecko SAM
1 ZU-23 AAA

107th SAM Brigade
4 SA-8 Gecko SAM

125th SAM Brigade
4 SA-8 Gecko SAM

HQ

1 SA-13 Gopher SAM
1 ZU-23 AAA

1 URAL-375 fuel truck
2 URAL-377 trucks

6TH MECHANIZED
BRIGADE

1, 3 Battalions

Two battalions, each with:
4 Zulfigar tanks

1 ZSU-23-4 Shilka AAA

2 Battalion

2 Zulfigar tanks

2 BMP-2 IFVs

1 ZSU-23-4 Shilka AAA

Reserve

6 T-72M tanks

2 BMP-2 IFVs

1 ZSU-23-4 Shilka AAA
1 SA-8 Gecko SAM

66TH ARTILLERY
BATTALION

4 M09 artillery

1 ZU-23 AAA

1 Soldier with an SA-14
1 RBS-70/M113 SAM

12TH COMMUNICATIONS
BATTALION

Variable composition, but might
include:

1 BMP-2 IFV

1 SA-9 Gaskin SAM

1 SA-13 Gopher SAM
1 ZSU-23-4 Shilka AAA
1 Tent

1 URAL-377 truck

1 URAL-375 fuel truck

17TH AVIATION REGIMENT
2 Su-25 Frogfoots

HELOS AT EACH FARP
4 MI-28 Havocs

MI-24 Hinds

AH-1J Sea Cobras

4
4
4 MI-8 Hips

67TH MECHANIZED
BRIGADE

1 - 3 Battalions

Three battalions, each with:
4 Zulfigar tanks

1 ZSU-23-4 Shilka AAA

Reserve

6 T-72M tanks

2 BMP-2 IFVs

1 ZSU-23-4 Shilka AAA
1 SA-8 Gecko SAM

3RD ARMORED BRIGADE

1 - 3 Battalions

Three battalions, each with:
4 T-72M tanks

1 ZSU-23-4 Shilka AAA

Reserve

3 Zulfigar tanks

2 BMP-2 IFVs

1 ZSU-23-4 Shilka AAA
3 T-72M tanks

1 SA-8 Gecko SAM

74TH SPECIAL FORCES
BRIGADE (RECON)

Teams 1-4
4 Soldiers, one with an SA-14

MATERIEL FOR FOUR FARPS
Variable composition, but each
FARP might include:

1 SA-9 Gaskin SAM

1 ZSU-23-4 Shilka AAA

1 Tent

2 URAL-375 fuel trucks

1 URAL-377 truck




NATIONAL TRAINING CENTER
JAMPAIGN (AZURE RUNE)

The National Training Center (NTC) campaign follows the same design principles
as the Fallen Crescent campaign. Designed primarily for multi-player play, the
NTC campaign lets you pursue two scenarios — U.S. vs. Soviet Equipment, or
U.S. vs. U.S. Equipment.

You can play the NTC campaign either with American equipment on both sides, or
with former-Soviet weapons and vehicles on the Red side. This campaign was
mostly designed to enhance the multi-player experience and allow from two to
four players to fly a limited campaign battle either cooperatively or head-to-head.
(See Multi-Player Games, p. 39, for more information.)

If you play the American vs. Soviet campaign, the Americans definitely have a
strong advantage. The equipment is just superior. (The only way to play the
Soviet side is to participate in a multi-player campaign.)

In either campaign, however, the helicopters are American Longbows, Kiowas
and Black Hawks. From the outside, “red” copters in the U.S./Soviet campaign
will look like Soviet equipment, but they'll fly (whether piloted by a human or by
the computer) like American helicopters. This is realistic, by the way. The U.S.
Army routinely outfits its helicopters with artificial shells resembling potential
threat helicopters during training exercises. This allows the pilots to get valuable
experience at visual identification of threats.

In the NTC campaign, Soviet Longbows appear as Havocs (Longbows without
radar appear as MI-28s; with radar as MI-28Ns), Kiowas are disguised as KA-50
Hokums, and Black Hawks appear as MI-8 Hips.

The NTC campaign is set in an area about 1/3 the size of the Azerbaijan campaign
area. The terrain itself is flat, hard-packed desert. It's easy to move across the ter-
rain, but hard to find cover or concealment. This poses a particular challenge to
the Longbow and Kiowa, with their reliance on pop-up tactics.

Which is not to say that it's impossible to find cover. There are plenty of bluffs
and ridge lines. The tricky part is making sure that the cover is there when you
need it. If you spot an enemy unit, the first thing to check is whether there's
some kind of hill or valley close enough to dart behind before he sees you. Watch
out for dry lake beds. These featureless expanses go on sometimes literally for
miles, and if you're caught out over one the enemy is going to have himself a
skeet-shoot.

When you review your squadron’s assignments in the mission planner, definitely
take the time to review their routes with an eye towards the terrain. The default
assigned routes tend towards low terrain. This is great if you're following a river



valley, not so great if it takes you across the middle of a dry lake bed. If
you can move or add a waypoint to put a convenient bluff between you
and the enemy, it's probably worth while to do so.

In the absence of geographical cover, you can always route your flights
over your own forward SAM sites, providing significant protection against
would-be enemy dogfighters.

The dry, level terrain of the NTC is absolutely ideal for armor, and the sce-
nario takes that into consideration. The phase lines shift back and forth
largely on the basis of which side’s armor is taking more of a beating.
Therefore, anti-armor missions should usually receive your top tasking pri-
ority, closely followed by anti-helicopter missions (to minimize the toll the
enemy'’s taking on your own armor).

NTC Map

Like the map for Operation Fallen Crescent, the NTC map has its own
sequence of phase lines and sectors.
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Azure Rune Orders of Battle

As in Operation Fallen Crescent, there are some cases where variables keep us
from specifying the exact O.B. Where there are variations, the variable units are

listed in italics.

U.S. vs. Soviet — Blue Team (US) Order of Battle
H
1 UH-60 Black Hawk

A TROOP

2, 3 Platoons

Two platoons, each with:

4 M1 Abrams tanks

1 Avenger SAM (3 Platoon)

Reserve

8 M1 Abrams tanks
1 M163 Vulcan AAA
1 Avenger SAM

3/22 AIR DEFENSE
ARTILLERY

A Company, 1 - 4 Platoons
Four platoons, each with:
2 Avenger SAM

2 M163 Vulcan AAA

51ST INFANTRY
(LONG RANGE
SURVEILLANCE UNIT)

F Company, Teams 1 - 4
Four teams, each with:
3 Soldiers (LRSU)

1 Soldier with a Stinger

4TH SIGNAL COMPANY

1, 2 Platoons

Two platoons, each with:
1 M163 Vulcan AAA

1 Soldier, with a Stinger
4 Command bunkers

1 M35 truck

1 M939 fuel truck

2 Tents

1 M163 Vulcan AAA

1 M2 Bradley IFV

3 Soldiers, two with Stingers
2 Tents

B TROOP

1 - 3 Platoons

Three platoons, each with:
4 M1 Abrams tanks

1 Avenger SAM (3 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

D TROOP

1 - 3 Platoons

Three platoons, each with:

4 M1 Abrams tanks

1 Avenger SAM (1, 3 Platoons)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

1/20 ARTILLERY

A, C Companies

Two companies, each with:

4 M109 artillery

3 Soldiers, two with Stingers

B Company
4 M109 artillery
1 M163 Vulcan AAA

D Company

3 M270 MLRS

1 M109 artillery

1 M163 Vulcan AAA

2 Soldiers, one with a Stinger

HELICOPTERS AT EACH

FARP
4 AH-64D Longbows
(1 with radar at FARP 1 and 3)
2 OH-58D Kiowa Warriors
3 UH-60L Black Hawks

C TROOP

1 - 3 Platoons -

Three platoons, each with:
4 M1 Abrams tanks

1 Avenger SAM (2 Platoon)

Reserve
8 M1 Abrams tanks
1 Avenger SAM

1/17 AIR DEFENSE
ARTILLERY

A, B Companies

Two companies, each with:
1 Patriot radar

4 MIM-104 Patriot SAMs
1 Soldier, with a Stinger

1 M35 truck

1 M163 Vulcan AAA

342ND TACTICAL FIGHTER

WING

4 A-10 Thunderbolt Ils
1 CH-47 Chinook

1 M163 Vulcan AAA

2 Bunkers

MATERIEL FOR FOUR FARPS
Variable composition, but each
FARP might include:

1 UH-60 Black Hawk

1 CH-47 Chinook

1 M163 Vulcan AAA

1 Avenger SAM

1 M939 fuel truck

1 MB35 truck

3 Soldiers, two with Stingers
2 Tents

1 Command bunker

1 Bunker
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U.S. vs. Soviet — Red Team (Soviet) Order of Battle

47 GUARDS TANK
DIVISION

52ND TANK REGIMENT

1-3 Platoons

Three platoons, each with:
4 T-80U tanks

1 2S6 Tunguska SAM/AAA

Reserve
8 T-80U tanks
2 2S6 Tunguska SAM/AAA

45TH AAA BATTERY

1- 4 Platoons
Four platoons, each with:
4 2S6 Tunguska SAM/AAA

12th SAM Regiment
4 SA-8 Gecko SAMS

35th SAM Regiment

(Usually divided into three units.)
1 SA-11 command post

1 Snow Drift radar

4 SA-11 Gadfly SAM

4 2S6 Tunguska SAMs/AAA

4 SA-15 Gauntlet SAMs

106th SSM Regiment
4 Scud-B SSMs

1 SA-15 Gauntlet SAM
1 Tent

173rd SAM Regiment

1 SA-11 Command Post
1 Snow Drift radar

4 SA-11 Gadfly SAM

17TH AVIATION REGIMENT
4 SU-25 Frogfoots

HQ
1 BMP-3 IFV

URAL-377 truck

Soldier

Soldier (SA-18)

Tent

Bunker

256 Tunguska SAM/AAA

PG Gy

177TH TANK REGIMENT

1 - 3 Platoons

Three platoons, each with:
4 T-80U tanks

1 2S6 Tunguska SAM/AAA
(Platoon 1)

1 ZSU-23-4 Shilka AAA
(Platoons 2, 3)

Reserve
8 T-80U tanks
2 2S6 Tunguska SAM/AAA

267TH TANK REGIMENT

1 - 3 Platoons
Three platoons, each with:
4 T-80U tanks
1 2S6 Tunguska SAM/AAA

Reserve
8 T-80U tanks
2 2S6 Tunguska SAM/AAA

11TH SIGNAL REGIMENT
1 BMP-3 IFV

1 M35 truck

2 URAL-377 trucks

1 Soldier with an SA-18

1 Tent

33RD SIGNAL REGIMENT
BMP-3 IFV

M35 truck

URAL-377 truck
URAL-377 truck

Soldier with an SA-18
Command bunker
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HELICOPTERS AT EACH
FARP
4 Mi-28 “"Havocs” (Longbows)
(1 with radar at FARP 1 and 3)
3 Ka-50 “Hokums"
(Kiowa Warriors)
4 Mi-8 "Hips"

34TH MOTOR RIFLE
REGIMENT

1 - 3 Platoons
Three platoons, each with:
2 BMP-3 IFVs
2 T-80U tanks
1 2S6 Tunguska SAM/AAA

Reserve
8 T-80U tanks
2 2S6 Tunguska SAM/AAA

89TH ARTILLERY BATTERY

1 Platoon
4 S0-122 artillery

2, 3 Platoons
Two platoons, each with:
4 BM-25 MRS

NAVAL INFANTRY

Teams 1,2, 3,4

Four teams, each with:
3 Soldiers (LRSU)

1 Soldier with an SA-18

97TH ASSAULT HELICOPTER
COMPANY

1 - 4 Platoons (FARPS)
Four platoons, each with:
1 URAL-375 fuel truck

1 URAL-377 truck

1 Soldier

1 Soldier (SA-18)

1 Tent




U.S. vs. US — Blue Team (US) Order of Battle

1/66TH ARMOR
BATTALION

A COMPANY

1 - 3 Platoons

Three platoons, each with:
4 M1 Abrams tanks

1 Avenger SAM (2 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

3/22ND AIR DEFENSE
ARTILLERY

A Company, 1 - 4 Platoons
Four platoons, each with:
2 Avenger SAM
1 M163 Vulcan AAA *
* 3 Platoon does not have
a Vulcan.
4 Platoon has two Vulcans.

51ST INFANTRY (LONG
RANGE SURVEILLANCE
UNIT)

F Company, Teams 1-4
Four teams, each with:
3 Soldiers (LRSU)

1 Soldier with a Stinger

304TH SIGNAL BATTALION

A Company

3 M35 trucks

1 Avenger SAM

1 M939 fuel truck

3 Soldiers, two with Stingers

HQ

1 UH-60 Black Hawk
2 M2 Bradley IFVs

1 M163 Vulcan AAA
2 Soldiers (Stinger)
2 Tents

B COMPANY

1 - 3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 M163 Vulcan AAA
{1 Platoon)
1 Avenger SAM (3 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

D COMPANY

1 - 3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 Avenger SAM (1, 3 Platoons)
1 M163 Vulcan AAA
(2 Platoons)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

1/20TH ARTILLERY

A - D Companies

Four companies, each with:
4 M109 artillery

3 Soldiers, two with Stingers

4TH SIGNAL COMPANY

1, 2 Platoons

Two platoons, each with:

3 MB35 trucks

1 Avenger SAM

1 M939 fuel truck

3 Soldiers, two with Stingers

HELICOPTERS AT EACH
FARP
4 AH-64D Longbows

(1 with radar at FARP 1 and 3}
3 OH-58D Kiowa Warriors
2 UH-60L Black Hawks

C COMPANY

1 - 3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 M163 Vulcan AAA
(1 Platoon)
1 Avenger SAM (2 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

1/17TH AIR DEFENSE
ARTILLERY

A, B Companies

Two companies, each with:
1 Patriot radar

4 MIM-104 Patriot SAMs
1 M35 truck

1 Soldier, with a Stinger

342ND TACTICAL FIGHTER

WING
2 A-10 Thunderbolt lls

MATERIEL FOR FOUR FARPS
each with:

1 Avenger SAM

1 M35 truck

1 MO39 fuel truck

2 Soldiers, one with a Stinger
2 Tents




U.S. vs. US — Red Team Order of Battle (Soviet Org. / US Equip.)

47 GUARDS TANK
DIVISION

52ND TANK REGIMENT

1 - 3 Platoons

Three platoons, each with:
4 M1 Abrams tanks

1 Avenger SAM (2 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

45TH SAM REGIMENT

1 - 4 Platoons

Four platoons, each with:
2 Avenger SAMs

1 M163 Vulcan AAA

52ND ARTILLERY
A, B Companies

Two companies, each with:

4 M270 MLRS

1 Avenger SAM

2 Soldiers, one with a Stinger

52nd Artillery Battalion

4 M270 MLRS

1 Avenger SAM

2 Soldiers, one with a Stinger

35th SAM Battalion

4 MIM-104 Patriot SAMs
1 M35 truck

1 Soldier, with a Stinger

35th SAM Battalion

1 Patriot radar

4 MIM-104 Patriot SAMs

2 Soldiers, one with a Stinger

17TH AVIATION REGIMENT
2 A-10 Thunderbolt lls

HQ

1 UH-60 Black Hawk

1 M163 Vulcan AAA

1 M2 Bradley IFV

3 Soldiers, two with Stingers
2 Tents

177TH TANK REGIMENT

1 - 3 Platoons

Three platoons, each with:
4 M1 Abrams tanks

1 Avenger SAM (3 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

267TH TANK REGIMENT

1 - 3 Platoons
Three platoons, each with:
4 M1 Abrams tanks
1 M163 Vulcan AAA
(1 Platoon)
1 Avenger SAM (3 Platoon)

Reserve

8 M1 Abrams tanks
1 Avenger SAM

1 M163 Vulcan AAA

89TH ARTILLERY REGIMENT
4 M109 artillery
3 Soldiers, two with Stingers

33RD SIGNAL REGIMENT
1 Avenger SAM

3 M35 trucks

1 M939 fuel truck

3 Soldiers, two with Stingers

304TH SIGNAL BATTALION
B Company

1 Avenger SAM

3 M35 trucks

1 M939 fuel truck

3 Soldiers, two with Stingers

HELICOPTERS AT EACH

FARP
4 AH-64D Longbows
(1 with radar at FARP 1 and 3)
3 OH-58D Kiowa Warriors
2 UH-60L Black Hawks

34TH MOTOR RIFLE
REGIMENT

1 Platoon
2 M1 Abrams tanks
2 M2 Bradley IFVs

2 Platoon

3 M1 Abrams tanks
1 M2 Bradley IFV

1 Avenger SAM

3 Platoon
3 M1 Abrams tanks
1 M2 Bradley IFV

Reserve

4 M1 Abrams tanks
4 M2 Bradley IFVs

1 Avenger SAM

1 M163 Vulcan AAA

3/45TH ARTILLERY

C, D Companies

Two companies, each with:
4 M109 artillery

3 Soldiers, two with Stingers

91ST SPECIAL FORCES
GROUP (RECON)

3 Soldiers (LRSU)
1 Soldier with an SA-18

25TH COMBAT AVIATION
BATTALION

A - D Companies (FARPS)
Four companies, each with:

1 Avenger SAM

1 M35 truck

1 M939 fuel truck

2 Soldiers, one with a Stinger
2 Tents
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MISSION ANALYSES

This section discusses the non-dynamic missions that are available in Longbow 2.
Single missions are accessed by selecting the clipboard in the Mission Planning
Center. They'll remain the same each time you play them.

Special missions occur randomly throughout Operation Fallen Crescent, and
replace one of the four flights in whatever dynamic mission you're playing when-
ever specific strategic conditions are met. Generally , this happens when friendly
armor meets certain conditions and advances into certain areas of the battlefield.
The special mission writeups discuss only the special flight — the other flights
and threats vary, depending on what type of mission the game generates.

MISSION PARAMETERS

In each analysis, the box at the top details important information about the mission:
Overall Objective. Gives a brief text overview of the mission.

Environment. Gives information on the following mission conditions:

Visibility How far you can see under current conditions —
8km / 6km / 4km / 2km / 0-1km.
8km is clear, while 0-1km is extremely foggy.

Time When the mission is scheduled to begin (in 24-hour military time).
0100 hours represents 1 a.m., while 1300 hours represents 1
p.m.

Temperature Current outside air temperature (in degrees Fahrenheit)

Wind Wind speed (in knots) and compass direction.

Location (single missions only). Describes the approximate map location for the
mission. This line lists the phase line (PL) closest to the battle area, any relevant
compass directions, and the alphanumeric map grid coordinate. (Note that map
grids are reference points based on the current mission. Sector IDs aren’t con-
stant between missions.) See the pull-out color map for phase line positions.

Air/Artillery Strikes. Shows how many friendly attacks you can call during the
mission.

Helicopter. Lists the default helicopter for that particular flight. Single missions
have four individual flights (labeled 1 through 4 in these writeups), while special
missions have one or two flights that replace regular dynamic campaign flights.



Callsign. Lists the radio callsign for friendly flights or ground forces.

A Alpha G Gulf M  Mike S Sierra Y Yankee
B Bravo H Hotel N November T Tango Z Zulu
C Charlie | India O Oscar U Uniform

D Delta J Juliet P Papa V  Victor

E Echo K Kilo Q Quebec W Whiskey

F Foxtrot L Lima R Romeo X X-ray

ATO #. Gives the Air Tasking Order number that appears in the mission briefing.
Each flight has a unique ATO.

Primary Mission. Lists the main objective for each flight as follows:

CAS Provide close-air support for friendly ground forces.
CAP Fly combat air patrols and scan for enemy activity.
Escort Prevent friendly primaries from being destroyed.

Insert/Extract Drop off/pick up friendly ground troops and other personnel.

Recon Sight enemy primaries without firing.
Strike Destroy specific enemy targets : HQ, tanks, SAM sites, etc.
SEAD Destroy enemy ground air defense units : SAMs and AAA.

The second line of this entry gives the friendly or enemy target of that objective.
It displays the name, number and/or type of all primary objective targets (targets
you have to defend, sight, extract or destroy in order to successfully complete
the mission). Friendly units are italicized, while enemy units are not.

For instance, “Escort” followed by “ Tango 33" indicates that the flight has been
tasked to escort a friendly flight with the radio callsign Tango 33. “Strike” fol-
lowed by “8 ZU-23" means that the flight is to fly an air strike mission against
eight ZU-23 anti-aircraft artillery units. A single SAM or AAA site can consist of
multiple units. A Rapier SAM site, for instance, usually contains four Rapier mis-
sile launchers and a Blindfire radar. When primary objectives are listed, they're
listed by unit, not site.

When SAMs are listed, their associated radars are listed as well. The Blindfire
radar, for instance, assists Rapier SAMs, and Clam Shell and Flap Lid radars feed
information to SA-10 sites.

Secondary Mission. Lists the secondary objective for each flight. The informa-
tion that appears here is identical in format to information given for the Primary
Mission. '

Mission Rating. Describes measurements for Success+, Success, Failure and
Failure ratings in the mission.




SUCCESS/FAILURE |

In order to successfully complete a mission, you must fulfill certain objectives. This
section of each analysis describes how many friendly targets must be protected, or
how many enemy targets must be identified or destroyed.

Your overall mission score depends on your active OPTION menu settings. Any mention
of scoring is made with the assumption that you are flying with REALISTIC game
options.(See the GAMEPLAY screen in the OPTION menu — press to activate.)
Default realism settings are generally easier, but reduce your score. (See Scoring,

p. 62, for more information.)

MAPS

The first map in each mission analysis shows all objects in the mission area and
the flight paths of all four flights. The start/finish points for the flights are marked
by the flight's number in a box. (In Special Missions, the box marks Waypoint 2,

since the starting point is determined by the underlying mission.) Enemy flight

paths are marked in white if they are primary targets for a particular flight.
Flight1 @

F'ight 2 _____________________________________

Flight 3 Eb---------------mcmmmcccmce e eeeen

Flight4 0O

Where flight paths coincide, they are marked by a single, heavier II—7—
line. Arrows indicate direction of flight, as necessary. >

The rest of the maps in the analysis each focus on one of the four flights. All of the
icons in the mission area are given on the map, but only one flight path is marked,
and primary and secondary targets for this flight are designated by triangles:

Primary mission target E Secondary mission target

Map Icons. NATO icons mark the locations of objects on the maps. Black icons
denote friendlies, white icons denote enemies.




Sometimes, many threats and/or friendly forces may be concentrated [A]
in a tight battle zone. When this happens, a box with a single letter @@
marks the group'’s location. Individual elements of the group are listed
in a white box on the edge of the map. [EN|

MISSION NOTES

The mission notes describe each of the four flights separately. Although one over-
all objective exists for the mission, each flight fulfills certain, specific objectives
that help the mission succeed.

MISSION THUMBNAILS

Single Mission Location Overall Objective Page
1 Wolf's Den PL Orange Destroy Stepanakert airfield 176
2  Hornet's Nest PL Orange Destroy tactical bridge 182
3  Voodoo Hunter PL Orange Inspect/destroy SCUD launchers 188
4  Hot Potato PL Orange Locate/destroy ammo & logistics depot 194
5  Smooth Ride PL Apple Transport XXVIII Airborne Commander 200
6  Stomper PL Apple Destroy advancing enemy armor 206
7  Sweeper PL Apple Inspect selected buildings near Sisian 212
8 Helping Hand  PL Apple Support advance of friendly armor 218
9  Breakout PL Apple Support breakthrough of friendly armor 224
10 Umobrella PL Apple Support tactical retreat of friendly armor 230
| Special Mission Location v jectiv Page
: 1 Special Order  PL Cherry Extract downed friendly air crew 236
i 2  Special Order PL Pear Extract Special Forces, attack enemy general 238
: 3  Special Order  PL Cherry Inspect enemy convoy on Highway 4 240
; 4  Special Order PL Banana Support extraction of Allied prisoners 242
; 5 Special Order  PL Lemon Insert Special Forces for rebel meeting 244
il 6 Special Order  PL Mango Capture downed enemy pilot 246
-5 7 Special Order  PL Orange Defend airfield against enemy helo attack 248
I.' 8 Special Order  PL Pineapple Rescue BSN news crew 250
f 9 Special Order  PL Orange Extract Marine Force recon unit 252
i 10 Special Order  PL Pineapple Defend Allied command post 254
| 11 Special Order  PL Papaya Destroy Stepankert power plant 256
12 Special Order PL Peach Extract compromised SEAL team 258
13 Special Order  PL Melon Laser-designate Stepankert munitions factory 260
14 Special Order  PL Coconut Support raid on enemy command post 262
15 Special Order  PL Melon Laser-designate bridge 264




SINGLE 1: WOLF’S DEN

Mission Parameters

OVERALL OBJECTIVE

GROUND TROOPS (SPECIAL FORCES A-TEAM) ARE TO BE DROPPED INTO MAP GRID
D-8. THEIR MISSION IS TO INSPECT AND DESTROY TACTICAL AIRFIELD BUILD-
INGS. ACCOMPANYING FLIGHTS EITHER FLY BLACK HAWKS TO THE TARGET LOCATION
AND INSERT/EXTRACT TROOPS, OR ESCORT THE BLACK HAWKS. ABCCC CALLSIGN IS
PAPA 73: A-TEAM CALLSIGN IS MIKE 83.

ENVIRONMENT 8KM / 0700 HOURS / 71° F / 3 KNOTS N
LOCATION 3KM SW OF PL ORANGE / D-8
AIR STRIKES 1

ARTILLERY STRIKES 2

HELICOPTER LONGBOW BLACK HAWK LONGBOW BLACK HAWK
CALLSIGN TANGO 29 TANGO 30 TANGO 31 TANGO 32
ATO # 16731 16732 16733 16734
PRIMARY ESCORT INSERT/EXTRACT ESCORT INSRT/EXTRCT.

TANGO 30 MIKE 83 TANGO 32 MIKE 83

(1/2 OF TEAM) (1/2 OF TEAM)

SECONDARY CAS - CAS -

MIKE 83 - MIKE 83 —
Success/Failure

FLIGHT 1 FLIGHT 2 FLIGHT 3 FLIGHT 4
PRIMARIES 2 UH-60L 5 SOLDIER 2 UH-60L 5 SOLDIER
(CALLSIGN) (TANGO 30) (1/2 MIKE 83) (TANGO 30) (1/2 MIKE 83)
SUCCESS+ 2-LTVE 5. EIVE 201 AVE 5 LIVE
SUCCESS 1 LIVES 3-4 LIVE 1 LIVES 3-4 LIVE
FAIL 0 LIVE 21 IVE 0 LIVE 2 LIVE
FAIL - —_ 0-1 LIVE — 0-1 LIVE
SECONDARIES 5 SOLDIER — 5 SOLDIER -
(CALLSIGN) (1/2 MIKE 83) — (1/2 MIKE 83) -
SUCCESS+ 5 LIVE - 5<LIVE -
SUCCESS 3-4 LIVE - 3-4 LIVE -
FAIL 2 LIVE — ZJEIVE -

FAIL - 0-1 LIVE = 0-1 LIVE =




FLIGHT 1 (ATO: 16731) Time On Target: 0718L Time From Target: 0724L

Objective: Provide escort for TANGO 30. TANGO 30 will insert MIKE 83 (Special Forces A-Team) Tkm northwest
of the Stepanakert airfield at map grid D-8. Cover the insertion and extraction of MIKE 83 as they inspect and
destroy the selected buildings at the airfield.

FLIGHT 2 (ATO: 16732) Time On Target: 0718L Time From Target: 0724L

Objective: Insertion and extraction of MIKE 83 (Special Forces A-Team) 1km northwest of the Stepanakert air-
field at map grid D-8 (see map). MIKE 83 will inspect and destroy selected buildings at the airfield. Escort will
be provided by TANGO 29.

FLIGHT 3 (ATO: 16733) Time On Target: 0718L Time From Target: 0723L

Objective: Provide escort for TANGO 32. TANGO 32 will insert MIKE 83 (Special Forces A-Team) 1km east of the
Stepanakert airfield at map grid D-8 (see map). Cover the insertion and extraction of MIKE 83 as they inspect
and destroy the selected buildings at the airfield.

FLIGHT 4 (ATO: 16734) Time On Target: 0718L Time From Target: 0723L

Objective: Insertion and extraction of MIKE 83 (Special Forces A-Team) 1km east of the Stepanakert airfield at
map grid D-8 (see map). MIKE 83 will inspect and destroy selected buildings at the airfield. Escort will be pro-
vided by TANGO 31.




Flight 1 — Tango 29
Your objective in this mission is to escort a Black Hawk flight that is inserting a
team of Special Forces soldiers into an enemy airfield to inspect and detonation
key structures. You link up with the Black Hawks at Waypoint 2 (represented by a
black circle on the flight path), then basically fly through the center of the map up
to the enemy airfield. Use your wingman's weapons along the way, and keep
your Black Hawks a solid couple of kilometers behind you until you near

Waypoint 6. Then, lay on the cyclic and start distancing yourself as you forge
ahead to the airfield at Waypoint 9.

The other escort-Black Hawk pairing reaches the LZ about a minute or so before
you do. Since you don't have any SEAD flights to accompany you on this mission,
you'll have to take responsibility for clearing the landing area. Find a protected
spot in which to hover — about 5 or 6km away from the airfield works — and

engage the Rapier and ZU-23 sites and any airborne enemy helicopters flying
CAPs in that area.

After the Black Hawks arrive, switch to TADS so that you can pick up any enemy
troops that might be there to hassle the A-Team (US Special Forces — your sec-
ondary objective). Support the friendly ground troops as they walk up to the
hangars and wire them for detonation. The buildings blow as the Special Forces
team return to their transports. When they re-board, the Black Hawks take off —
escort them back to Waypoint 15.
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Flight 2 — Tango 30
You've been assigned to insert Special Forces into an enemy airfield, and then
extract them. You'll probably want to take along the M60D door gun — it's got a

bit less clout than the M134 minigun, but more rounds. And considering the num-
ber of ground targets at the airfield, you might as well use them.

Meet up with your escorts at Waypoint 2, then follow them all the way to
Waypoint 9. By virtue of flying a Black Hawk, you really don't have to do much.
Just drop back at least 1.5km behind Tango 29. As you arrive at the insertion site,
your escorts will take up a position about 1.5km away in order to clean out a safe
landing area.

The absence of a SEAD flight makes your escorts’ job harder, and it may take
them a few minutes to dispose of the most dangerous threats. Kill a few minutes
by hovering behind one of the hills surrounding the battle area. If you go in too
soon, you may fall under attack. Once you feel it's safe, land at Waypoint 9,
toward the northern end of the runway near the hangars. As you drop collective
to land, angle your helicopter so that you can aim directly for the trucks and
grounded aircraft.

Your A-Team troops will disembark and start inspecting the hangars. While you're
waiting for them, pick off a few parked aircraft and fuel trucks. Once your troops
are safely onboard, take off and enjoy a close-up view of the destroyed hangars.
The route home should be fairly safe, assuming your escorts saved a couple of
Hellfire rounds for the Rapier you'll pass on the way back.
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Flight 3 — Tango 31
You've drawn an escort mission in which you protect a flight of Black Hawks
(Tango 32). You're performing basically the same mission as the Tango 29-30
escort-Black Hawk team, but along a different ingress route. You'll be coming
from the south, while they approach from the west. During your trip to the target
area, assign any attacking ground threats to your wingman. You'll want to save
your weapons for other threats at the airfield.

As you approach Waypoint 6, pull away from the flight you're escorting. You're
about a minute ahead of the other team. As you approach Waypoint 9, take up a
concealed attack position several kilometers away (5 or 6) from the airfield. As
quickly as you can acquire them, take out any AAA sites you see.

If the other Longbow flight hasn't taken out the Rapier and ZU-23s yet, help get rid
of them. Leave the buildings alone, however — they're primaries for your ground
troops. Momentarily, your Black Hawk flight will arrive and head for the southwest
section of the airfield. Switch into TADS target acquisition mode and put your
TADS to use against any enemy troops that move in on the A-Team forces.

Once the ground troops finish inspecting the hangars and other support buildings,
they'll re-board the Black Hawks and lift off. The buildings they wired will blow up
as you exit the area. Lead the Black Hawk back to Waypoint 13. Use whatever
ordnance you have left to wipe out anything that threatens your trip back home.



Flight 4 — Tango 32
Your mission mimics that of Flight 2 (Tango 30), except that you're approaching
and exiting from a different direction. As you lift off, head northwest and join your
escort group (Tango 31) at Waypoint 2. Stick close to them — there are a couple
of enemy helicopters along the way that could cut your trip short. Whatever you
do, don't stray west as you approach Waypoint 4. An enemy FARP is set up in
that direction, and if you move too close to it, you'll trigger ZSU-23-4 fire.

Around Waypoint 7 or so, fall back and make a nice, slow approach to the LZ;
You'll be arriving after the Longbows, who are busy clearing out the airfield of any
clear-cut threats. Since you enter the arena slightly before the other Black Hawks,
you're at a bit more risk than the other Black Hawks. (Keep that in mind if you're
trying to decide which Black Hawk flight to take.)

Loiter about 5 or 6km away until the area is clear in order to give escorts time to
attack the ADA at the airfield. Don’t rush in, or you'll get jumped by ground troops
and whatever AAA hasn’t been incapacitated.

Touch down on the southern part of airfield (the other half of Mike 83 is on the
northern side). Your troops are going to disembark and then inspect and blow the
Control tower and its supporting buildings. Once your troops are safely onboard,
take off and enjoy a close-up view of the destroyed hangars, then head for home.




SINGLE 2: HORNET’S NEST

Mission Parameters

OVERALL OBJECTIVE

GROUND TROOPS (C COMPANY 73RD INFANTRY LRSU) ARE TO BE DROPPED INTO MAP
GRID D-8 TO DETONATE A BRIDGE. ACCOMPANYING FLIGHTS EITHER FLY BLACK
HAWKS TO THE TARGET LOCATION AND INSERT/EXTRACT TROOPS, ESCORT THE BLACK
HAWKS, OR PROVIDE SEAD AND CAP. ABCCC CALLSIGN IS PAPA 73; LRSU CALLSIGN
IS KILO 52.

ENVIRONMENT 8KM /2300 HOURS / 66° F / 0O KNOTS
LOCATION 3 KM SW OF PL ORANGE / D-8
AIR STRIKES 1
ARTILLERY STRIKES 1
FLIGHT 1 FLIGHT 2 FLIGHT 3 FLIGHT 4
HELICOPTER LONGBOW BLACK HAWK LONGBOW LONGBOW
CALLSIGN GULF 31 GULF 32 GULF 33 GULF 34
ATO # 2161 2162 2163 2164
PRIMARY ESCORT INSERT/EXTRACT SEAD CAP
GULF 32 LRSU TEAM 8 ZU-23 LRSU TEAM
(KILO 52) 1 CLAM SHELL  (KILO 52)
1 FLAP LID
4 SA-10

2 BLINDFIRE
8 RAPIER SAM

SECONDARY LRSU TEAM < s ENEMY AIR
(KILO 52) — — 2 MI-28
4 AH-1J
Success/Failure
FLIGHT 1 FLIGHT 2 FLIGHT 3 FLIGHT 4
PRIMARIES 2 UH-60L LRSU TEAM ENEMY ADA LRSU TEAM
(CALLSIGN) (GULF 32) (KILO 52) - (KILO 52)
SUCCESS+ 2 I'TVE 4 LIVE 24 KILLED 4 LIVE
SUCCESS 1:-LIVES 3 LIVE 19-23 KILLED 3 LIVE
FAIL 0 LIVE 2 LIVE 10-18 KILLED 2 EIVE
FAIL - — 0-1 LIVE 0-9 KILLED 0-1 LIVE
SECONDARIES LRSU TEAM — — ENEMY AIR
(CALLSIGN) (KILO 52) — - -
SUCCESS+ 4 LIVE - — 6 KILLED
SUCCESS 3 LIVE - — 4-5 KILLED
FAIL 2 LIVE - - 2-3 KILLED
FAIL - 0-1 LIVE - - 0-1 KILLED



FLIGHT 1 (Air Tasking Order: 2161) Time On Target: 2323L Time From Target: 2328L

Objective: Provide escort for GULF 32. GULF 32 will insert KILO 52 (LRSU Team) 1km west of the Highway 8
bridge at map grid B-8. Cover the insertion and extraction as KILO 52 inspects and destroys the bridge. Be
advised that KILO 52 will set the bridge to detonate by 2330L. Suppression of Enemy Air Defenses (SEAD) will
be provided by GULF 33 and Combat Air Patrol (CAP) will be provided by GULF 34.

FLIGHT 2 (Air Tasking Order: 2162) Time On Target: 2329L Time From Target: 2334L

Objective: Insertion and extraction of KILO 52 (LRSU Team) 1km west of the Highway 8 bridge at map grid B-8.
KILO 52 will inspect and destroy the Highway 8 bridge. Be advised that KILO 52 will set the bridge to detonate
by 2330L. Escort will be provided by GULF 31. Suppression of Enemy Air Defenses (SEAD) will be provided by
GULF 33 and Combat Air Patrol (CAP) will be provided by GULF 34.

FLIGHT 3 (Air Tasking Order: 2163) Time On Target: 2315L Time From Target: 2322L

Objective: Provide Suppression of Enemy Air Defenses (SEAD) in and around the area of the Highway 8 bridge

at map grid B-8, in preparation for covert operations being conducted by KILO 52 (LRSU Team). Be advised that
KILO 52 will set the bridge to detonate by 2330L. Be on station by 2320L. Combat Air Patrol (CAP) will be pro-

vided by GULF 34.

FLIGHT 4 (Air Tasking Order: 2164) Time On Target: 2313L Time From Target: 2321L

Objective: Provide Combat Air Patrol (CAP) in and around the area of the Highway 8 bridge at map grid B-8, in
preparation for covert operations being conducted by KILO 52 (LRSU Team). Be advised that KILO 52 will set
the bridge to detonate by 2330L. Be on station by 2320L. Suppression of Enemy Air Defenses (SEAD) will be
provided by GULF 33.




Flight 1 — Gulf 31

In this mission, you're to escort Gulf 32, a flight of Black Hawks. Pick them up at
Waypoint 2, then head north. On the path from Waypoint 4 to Waypoint 6, you'll
encounter several enemy armor platoons.

Allocate a sizable mixture of rockets and Hellfires between you and your wing-
man. Early on in the mission, use whatever Hellfires you feel like expending, but
not too many — you've got a lot of threats to take out in the target area. Carry a
couple of Stingers with you as well.

On your approach to the battle zone, you're likely to encounter a couple of
Havocs and Sea Cobras flying square patterns around the bridge that is Kilo 52's
objective. Approach the bridge from the west (you're more likely to avoid the Sea
Cobras) and find a good hangout about 5km or so west of the bridge area.

Take your time setting up — Flights 3 and 4 will arrive ahead of you, and their
firepower can go a long way toward cleaning out the area. You, on the other
hand, can concentrate on hitting small air defense targets surrounding the bridge,
and SAMs north and south of the bridge. If you make your entrance before
they've done their job, you'll probably be overpowered.

Save a few Hellfires for the trip home. There are a few tanks right in your return
flight path. You can miss them by simply retracing your inbound path, or by steer-
ing just east of your assigned return path. Just make sure you add a new way-
point the the Black Hawks' flight path so that they'll follow you. (If they don't,
you'll fail.)



Flight 2 — Gulf 32
As the lone Black Hawk flight of the group, you've got the easiest job of
any of the four flights. You'll probably want to load up with the M134 mini-
gun for good measure — after all, you must defend your troops against
enemy ground forces at the insertion point.

Once you're hooked up with Gulf 31 (your escort) at Waypoint 2, there’s no
particular rush. Taking your time is the key in this mission. Take a leisurely
trip through the waypoints, and don’t worry about being late. The SEAD and
CAP flights will arrive ahead of you and your escort flight, and giving them
time to infiltrate and dispose of threats in the area is the key to winning the
mission.

You don’t have to do much at all if your escorts and preparatory flights are
fulfilling their objectives. Once you creep up to the battle zone, land just
west of the bridge, within 300 meters of the waypoint. (Use the TSD to get
your distance from the waypoint.) Your troops will climb out and head for
the bridge, where they will proceed to wire it for detonation.

Meanwhile, enemy troops are approaching from east of the town. You'll
want to gun them down, or at least keep an eagle's eye watch on them.
When Kilo 52 gets back into your chopper, lift off and take a victory ride
back to base.




Flight 3 — Gulf 33
In contrast to Flight 2, you've got the toughest job of all in this mission — the

Suppression of Enemy Air Defenses. Your biggest obstacle in clearing out the
area around the bridge is going to be time.

Part of accomplishing this mission is tied to lengthening the loiter times for
Flights 1 and 2 in the Mission Planner. Doing this before takeoff will slow down
the escorted and escort flights. Make sure they're traveling at 50 knots and are
flying Nap-of-the-Earth (NOE).

When you arrive at Waypoint 6, you may encounter a few enemy helicopters on
CAP just as you come out of the valley at that point. One way to deal with the
helicopters is to let Flight 4 (Gulf 34) fly slightly ahead of you. With luck, they'll
take out one or both of the Sea Cobras and a Havoc or two.

Once the bridge is within 5km of you, start seeking out a covered attack spot
somewhere near the airfield. Using a rack of Hellfires, hammer all the AAA and
SAM sites clustered around the bridge. Keep good standoff range, however,
because some of them are longer-range weapons and can tag you if you're not
careful.

Assist Flight 4 (Gulf 34) by taking out enemy helicopters if you can, but make
sure you've done your job fires — you've got a long list of primaries.



Flight 4 — Gulf 34
Load up with as many Stingers as you can take, and give your wingman a few
as well. You'll need to conserve most of yours for the target area (your priority
there is defending friendly ground troops against attacking helicopters). Stick
with your gun and your wingman's Stingers along your arrival flight path.

As you come out of the hills and start approaching the target area, you may
want to utilize Flight 3 by letting those Longbows break through the
enemy's fire line of defense. Or, you can use your wingman to assist that
flight. In either case, you'll want to get to the LZ as quickly as possible to
destroy all the airborne defense before Flights 1 and 2 arrive.

This is a prime opportunity to call in an air strike — the battle area is a tar-
get-rich environment. Target a helicopter and call the strike as soon as you
have the airfield in sight. The F-16 will come around and hit all the heli-
copters it can.

While all of this is happening, the Kilo 52 ground troops are wiring the
bridge. As soon as you see the Black Hawks lift off, mop up if you haven't
already, then start heading back.

During this mission, you may notice some enemy armor movement. You
won't need to worry about it. In fact, part of the beauty of this game is that
there are ground battles and movements going on all over the battlefield.
Your forces are perfectly capable of offensive and defensive movements
without your personal involvement.




SINGLE 3: VOODOO HUNTER

Mission Parameters
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