8) SIM: The Sateliite Intelligence Map
is used to locate the enemy forces,

white floshing one, and allied feritory
is green, enemy held ferritory i red.

1) OPTIONS: select SUMMER,
WINTER (as above) or NIGHT TIME,
select single or dual role and set skil
level (Level One — raining mode).
2) MISSION PROFILE: Before
each sorti the lood

3) TAKING OFF: Accelerate fo of
least 150 knots, gently pull back on the
joystickand you willfake off. Raise the
undercarrioge.

7) ATTACKING SHIPS: Climb to

2500 feet ot about 300 knots. Attack
with an air-ship missike, avoiding anf-
aircraft fire and surface fo air missiles.

tanker if one is available. Approach
from behind the tanker with care

When you are close enough, the
tonker crew will deploy the refuelling

6) ATTACKING AIRCRAFT:

Try lo gain height andwbehmd the
enemy fighters before aftacking with
«cannon or air fo air missiles. Use your
radar and rear view camera and
watch out for fighters manoeuvring
behind you. Fast reactions will be
needed 1o shoot them down.

Delta winged aircraft are slower and
less agile than the straight
winged enemy fighters.
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’) DAMAG!- 1 your aircraft has
suffered severe

10) LANDING: Navigate to an alied

:nrbese and approach it at under
500 feet. When you se the runway

onthe horizon, slow o 200 knots and

re-arm and repair any domage fo
your aircraft alowng you fo fake off
on another mission.

12) AVIONICS. THE INSTRUMENT PANEL.
THRUST — Shows engine’s power outpul. FUEL — Amount of uel left.
ALT - Aircraff's aliude in feet. Maximum ceiling 75000 feet.
VEL — Airspeed in Knots, Stall speed — 140 knots.  MAX SPEED 960 Knofs of Sea level.
1590 Knots at 70000 feet.
Csglin

uc i Cc Gives your heoding. SC - Score.
ROLL & PITCH - Th ircraft show ye i le and the de d-mbord‘wa
COMPUTEIOU'ITUT PANEL - Yc board dispk efc.

Imporfont messages are synthesised displayed.
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ssiles chasing you.
MODE INDIO'I’OI Showsﬁightmode In combat mode, this shows the current
weapon selected and ammunition left.

13) USE OF WEAPONS: Al the weapons mus! be guided visuolly ot least unf the
missile is locked onto the target. This is

youfire.In the two player mode, the sights can be moved to assist targetting and locking on
ofthe missiles. To destroy a larget with a missile the correct type must be used (AIR TO AIR,
AIR TO GROUND, AIR TO SHIP) and it must be recognisable and larger than a doton the
horizon. Targets need several hits from cannon shells which are fired ot 6000 rpm. Use the
DECOY FLARES which are rearward firing fo thwart incoming enemy  mi

fo survive
you will have to eject. You cannot

5) ATTACKING GROUND

FORCES: 10 below 3,000 feet
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14) Only a select few will survive for long and to become an

AIR ACE you must destroy the entire invasion force ot the
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enemy
ground fire but it is easier fo foke out
your farget. Ei the enemy. If
locked onto ol chosed b an enermy
missile out-manoeuvre and the
missile or launch a decoy flare fo throw
the missile off course.

their score using the high score save feature.

Send your high score o your favourite magatzine.
See if YOU are the top ACE pilot.




