
A DETAILED GUIDE TO YOUR INSTRUMENTS
HUD (Head Up Display)
O verla id  on the view  from  the cockpit is the HUD, which provides vital in -fligh t in form ation. From left to right, the 
d isplays are:
VSI Vertical Speed Indicator. Shows w hether you are gain ing or losing height.
ASI A ir Speed Indicator. Shows speed through the air. The sca le  is graded in steps of 50 knots.
G YR O  Shows the d irection in w hich you are travelling.
S IG H T Acts both as gunsight and as a roll indicator, show ing the position of the H arrier’s w ings and tail re lative to 
the horizon.
HE IGH T Height in feet above ground level.
PITCH Ind icates pitch, or altitude, above or below  the horizontal.
The HUD can also d isplay add itiona l in form ation when the appropriate  key is pressed.

BOMB SIGHT
Shows the d irection and pro jected point of im pact (ind icated by a small horizontal line) if a bom b is re leased. Note 
that the im pact position cannot be com puted if the line is at 12 o'c lock.

HOMER
W hen in the air, se lect Hom er follow ed by the code for your chosen landing site. If your first se lection does not 
indicate a landing site nearby, try the o the r sections until you find a convenien t one. If you find a long vertical line, 
this indicates tha t you are heading tow ards a landing site; a short line indicates that you are heading away from 
tha t s ite - change course until it becom es long and vertical.
If you ’ve landed away from  a ground site you can call upon ground staff to prepare your current position as a 
designated ground site. Select Hom er fo llow ed by the base code.

MISSILE SIGHT
Produces a line indicating which enem y a ircra ft your S idew inder A ir-to-A ir m issiles have locked on to. This only 
opera tes when you hear the g row ling sound of your S idew inders. W ith m ultip le  targets, it is essential to know 
which one you have locked onto - it may not be the one you want.

STANDARD DISPLAY
Clear bom b and m issile  s ights and Hom er to the standard HUD display.

STRIKE FORCE HARRIER
NOTE: From this poin t on w herever joystick  contro ls are 
m entioned, the equ iva lent keyboard com m ands can be 
substitu ted.
W hen the program  has loaded, se lect practice  m ode and pilot 
ability level by pressing SPACE when an * appears beside the 
co rrect option. The screen will show an out-o f-cockp it v iew  with 
the Harrier positioned at the edge of the first landing site.
Select Keyboard or Joystick.
Increase thrust to 80%  of maximum.
W hen your speed has reached 125 knots (just above the second m ark on the A ir Speed Indicator), ease back on 
the joystick  and adjust it to give a pitch of 20 degrees.
Raise the undercarriage. If you don't, the Harrier will v ib ra te  and a "TO O  FAST" m essage will appear. This 
v ibra tion will a lso occur if there  is too much pow er for a g iven situation, so in this s ituation reduce pow er until the 
appropriate  level is achieved.
Fly stra ight and level, with the pitch at around 0 degrees. The slight oscilla tion of the horizon g ives the im pression 
of m ovem ent and perspective.
If you explore  your im m edia te  area, you will see your course pattern appear on FO RTRAC. Note the ground 
deta ils of the sm all h illocks, m ounta ins enem y targets, and SAM  (S urface-to-A ir-M issiles) sites. If you fly above 
10,000 feet, you will b reak through the cloud cover. In practice  mode, you can fortunate ly  ignore a ircra ft attacks, or 
a ttack with im punity. If you leave the operationa l area, you will receive a "FO R TR AC  W E A K" signal. To get back, 
fly on a heading of 045 degrees.
To land, you will first have to locate a su itab le  ground site, Select 'HO M ER' follow ed by the codes for the prepared 
landing sites. A lter d irection so that the line on the HUD is long and vertica l - this g ives you the heading to take.

STRIKE
FORCE

HARPIPR
I  i j r ® i  1 !  1 1  §8888881  1



INSTRUMENT PANEL
From le ft to  right, the panel shows:

MFD
Multi Function Display. O perated as a togg le, it show s flight in form ation or w eapon status.
Flight in form ation includes:
Thrust or pow er level
Position of thrust vector (horizontal, 45 degrees, or vertical).
Fuel supp ly (about 20 m inutes at m axim um  thrust).
Position of under carriage (green for down).
Brakes (green for off).

A t take-off, w eapon inventory is:
2 S idew inder AIM -9L A ir-to -A ir m issiles with a 5-m ile range (AAM).
31.0001b bom bs.
250 rounds o f cannon shell with a 2 m ile range you can only rearm  at a designated landing site. O nce landed, reduce 
pow er to zero  and se lect 'REARM '.

F0FTRAC
Friend or Foe Tracking Radar. A  com bined map and updating target d isplay of your area of operation - approxim ately 
24 m iles by 12 m iles or one square on the map grid.
As Foftrac is a continuously updating d isplay with flashing m oving targets, you can use it to track enem y m ovem ents 
and plan your tactics, to  c lear FO FTRAC of no longer valid tracks, se lect 'CLEAR FOFTRAC'. The m essage screen 
w ill a lso show  the grid re ference of the area.
Note tha t when you fly in to a new com bat area, FOFTRAC will not show ground targets until you have flown a 
reconnaissance m ission at about 16,000ft to the centre  of the area (m arked by a white  dot). At th is poin t your cam era 
w ill autom atically  photograph the area and FO FTRAC will then operate.

AAR
A ir A ttack Radar. Indicates the position  of enem y a ircra ft (red) and AAM S(w hite) and SAM s (green) w ith in  a rad ius of 
5 m iles and w ith in a height band of p lus or m inus 5,000 ft. The sca le  on the le ft indicates the height of m issiles above 
or below  you, and that on the right the height of the enem y aircraft.

MESSAGE DISPLAY
During your sortie, m essages and warn ings w ill be displayed in this panel when necessary.

LANDING YOUR HARRIER
1. Vertical Landing
(i) Approach your proposed landing area at 500 ft and 400 knots. Each step on the A.S.I. represents 50 knots.
(ii) Select the 45 degrees thrust vector and use the joystick  to m ain tain  a level flight. W ait until your speed falls to 200 
knots.
(iii) Low er the undercarriage and flaps. M aintain a level flight and wait until your speed falls to 120-100 knots. Do not 
a llow  your speed to fall below  100 knots.
(iv) Push the joystick  forw ards to lose height. At 200 ft pull back on the stick to level the plane.
(v) Select 90 degree thrust vecto r and you will now be hovering above the ground.
(vi) Reduce power care fu lly to achieve a slow, steady descent.

2. Short Landing
(i) A pproach your proposed landing area at 500 ft and 400 knots.
(ii) Select the 45 degree thrust vecto r and use the joystick  to m ain tain  a level flight. W ait until you speed falls to 200 
knots.
(iii) Low er the undercarriage and flaps. W ait until your speed fa lls to 120-100 knots. Keep the pitch between 0 and -6 
degrees and make sure your speed does not fall below 100 knots.
(iv) A djust pow er and pitch to  keep the rate of descent under 10 feet per second (one m ark on the VSI).
(v) On landing, take off all pow er and apply the brakes.
(vi) Select 'REARM ' for re fuelling, rearm ing, and any necessary battle dam age repairs.

3 C onventional Landing
A conventional landing is possib le  but very d ifficult as the touch-dow n m ust be at the extrem e edge of the landing site.



Don't w orry if you find it d ifficult at first to land accurate ly at a ground site. The sim plest w ay is to land vertically, then 
press the Hom er key follow ed by the nearest ground site key to call up the ground crew.

O ther uses o f Vector Thrust
Vecto r thrust techn iques can also be used in fast forw ard flight (V IFFing) to useful effect. Experim ent by se lecting 45 
degree  thrust, wh ich will cause rapid dece lera tion com bined with an increase in height. Then try the sam e angle of 
thrust in a steep bank - this causes a sharp increase in the rate of turn. Both techn iques have im portant im plications 
fo r certain com bat s ituations.

COMBAT
Levels of D ifficulty
On se lecting com bat m ode from  the main menu, three levels of skill are availab le  to you - Pilot, C om m ander and 
Ace.
Pilot
This is the basic level, and is recom m ended for your firs t few  m issions.
C om m ander
At th is level, you will begin to encounter the e ffects o f G forces. If too much backw ard joystick  is app lied, you will 
b lack out (b lood rush ing from  your head) when you reach 9G positive. If too much forward joystick  is applied, then 
red out (blood rushing to your head) will occur at 3G negative. Carefu lly apply the opposite  joystick  m ovem ent to 
co rrect the s ituation. More carefu l fuel m anagem ent is also required at this level as the rate of consum ption is 
higher.
Ace

In add ition to the facto rs  encountered as a C om m ander, this level requires greate r accuracy in aim ing and firing 
cannon, and the cannon 's e ffective  range is reduced.

YOUR MISSION
Your m ission is to destroy the enem y HQ 500 m iles NNE of your starting position.
To reach enem y HQ, you will need first to destroy the enem y tanks threaten ing your ground sites. W hen you've 
done this, your next m ove is to set up a new ground site in an adjacent operationa l area. U nfortunate ly, these will 
also com e under threa t from  enem y tanks which will in turn have to be destroyed - and so the p rocess goes on. 
There are a tota l o f 512 operationa l areas at your d isposa l, but obviously not all need to be taken to reach your 
goal.
It is suggested that you draw  a map on a grid 16 squares by 32 high, m arked A to P and A to Z with [ , \ . ] , \ - ,£  
respective ly. The enem y HQ lies in P.£ (top right corner). Y our bases lie at A.A (base Q) A,C (base W) B. C (base 
R) and B. A  (base E).

Identify ing Ground Sites
W hen you fly into a new area, begin by making a reconnaissance flight to photograph it so tha t FOFTRAC is 
availab le  to your. Th is will enable  you to se lect an area which is re latively c lear of enem y ground forces.

Setting up Ground Sites
U nprepared ground requires a vertical landing w ith  zero horizontal speed. W hen you've landed, use the H om er to 
se lect which of your land ing sites you w ish to m ove up. Your ground forces will be autom atically m oved up by an 
a irborne drop at a speed of around 600 knots.

If you hear a high pitched note when the g round forces have m oved up. you know that they will be able to prepare a 
landing site around you.
If you don 't hear the high p itched note then the location you have se lected is not ideal and the site has been 
prepared close by. You should take off again and use the Hom er to locate the position  of the landing site.
You cannot rearm o r refuel until they arrive, so if you have suffic ient of both in hand you can carry out local 
m issions w hile  you wait.
R em em ber you can pause at any tim e to stop and plan your next move.
Battle Dam age
D am age caused by ground or cannon fire is indicated by the progressive fa ilure  of your instrum ents until you are 
finally shot down. A m issile hit is, natura lly enough, term inal.
G round a ttack Techniques
The g round defences stacked aga inst you are:



SAM
Surface to A ir M issiles Radar contro lled, they can destroy targets above 2000 ft. They may be fu lly radar guided 
right to the target or becom e an in fra red hom ing device locking on to your heat sources.

AAA
Anti-A ircra ft ARtillery. Usually radar-contro lled, they are usua lly located near SAM  sites.
G round Fire
Sm all arm s fire from  ground troops, a lthough unnerving, is unlikely to cause any real dam age.
The m ost effective  ground a ttack m ethod would  there fore  seem  to be approach fast and low at o r below  500 ft and 
weaving. R em em ber that m ounta ins o ffer som e pro tection from  enem y radar. Th is can, how ever mean tha t you 
will not see the target until the last minute. A useful a lternative  m ight be to approach high and a ttack low.
Both bom bs and cannon can be used to  a ttack ground targets. Bom bs are re la tively easy to use as the predicted 
poin t o f im pact can be obta ined by using the bom b sight. Norm ally, you would  fly over the target a fte r re leasing the 
bom b, but this can som etim es be risky. C annon are not as flexib le, as they entail d iving d irectly tow ards the target, 
se lecting a pitch between -5 and +5 will help to m aintain a constant height.

RADAR EVASION
Your R adar W arning R eceiver (RW R) will a lert you to enem y radar locking on by a warn ing sound and a m essage 
screen. The Harrier has an e lectron ic coun ter-m easure  system  w hich will a ttem pt autom atically to break o r jam  the 
lock. Changing course w ill help, as will d iving to below  500 ft.

AIR COMBAT
Ideally, try to position yourse lf w ith in a 30 degree 'cone' behind the enem y at a range appropriate  for your chosen 
w eapon. Having achieved this position  you will need to be aware of:
1. The characteristics of your own and the enem y's aircraft.
2. The s ide-effects of certain  m anoeuvres - your ability to turn tightly is a function of your speed. Too tight a turn at 
a too low a speed w ill reduce both height and speed, but at a h igher speed, the rate of turn will be slower. Your 
optim um  turning speed should be around 450 knots.

ATTACK
O nce w ith in  30 degree cone, ensure tha t you also have both a height and speed advantage. Th is will enable  you 
to zoom  away, gain ing height, as soon as you have d ischarged your weapons. M issiles can be used at a re la tively 
fast closing speed, but cannon a ttack requires a s lower approach in order to track the target accurately. But 
rem em ber that the enem y will of course try  to  force you to overshoot, reversing the situation in an instant.

DEFENCE
The class ic  response to an a ttack from  the rear is to turn tow ards the enem y in a defensive break.
Your a ttacker can also be forced to overshoot you if you can change d irection qu icke r than he can or by increasing 
the re lative c losing speed by dece lera tion and /or m anoeuvring.
If you have real problem s shaking o ff the enem y, you can as a last resort try "jinking" - a ltering course repeated ly 
so that he cannot keep you constantly  in his s ights. Pick your m om ent and disengage. Head for the nearest cloud 
bank as this will also confuse any S idew inders or SAMs.
The H arrier's V IFFing capabilities can a lso assist you in getting to a better position  for fast evasion and coun ter­
a ttack m anoeuvres.
C ounters to Defence
Both you and the enem y a ircra ft can coun ter m any of the defensive m oves described above.

THE ENEMY AIRCRAFT
Your a ttacker's characteristics are based on the MIG23, which has a supersonic capability. The Harrier is 
subsonic, except in a dive. Above 20,000 ft the MIG has d iffe rent turn rates, speeds, accelera tion and rate of 
clim b, so your best shot is to d raw  him down below  20,000 ft and force him to fight on your terms.
Your a ttacker is armed with cannon and 4 m issiles, e ither Infra Red Hom ing (IRH) or Radar guided (RG). W hen 
he's right on your tail, he will fire cannon or IRH, but RG m issiles may be fired from  anywhere beh ind you. In this 
s im ula tion, a lthough not yet in reality, he may fire "Fire and Forget" m issiles w hen he is ahead of you and flying 
away.


