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CHAPTER SUMMARIES

For ease of use, this book is divided into nine chapters, each with its own tab.

NANHY NI

On the back of each tab, you'll find an extensive table of contents for that
chapter.

IN A HURRY? Choose Activity Screen (p. 11) explains the options
available on the main screen of the game and the

Fighters Anthology interface.

VNN

aNnoy¥9

Quick & Single Mission Options (p. 14) shows you
how to select pre-existing single missions and set up
customized quick missions. It also takes you through
selecting and arming an aircraft for these missions.

Quick Mission Tutorial (p. 21) walks you through
setting up a simple combat mission with the Quick

Lid0)

Mission Creator, and then using your aircraft systems
and weapons during that mission.

MULTI-PLAYER 2 Multi-Player Connections (p. 31) lists step-by-step
instructions for connecting with players over a direct
serial cable (p. 32), modem (p. 34), LAN network
(p- 36) or the Internet (p. 38).

1vawo)

Multi-Player Missions (p. 42) explains setting up
multi-player games, scoring parameters and communi-
cating with other players.

GROUND SCHOOL 3 Flight Physics (p. 53) explains how aircraft create and
maintain lift.

G-Forces (p. 55) explains the flight envelope and the

SNOIVIWY)

physical limits to flight.

Turn Performance (p. 58) tells you how to tap into
your aircraft’s maximum turning capability.

SNOISSI 0¥d.

Flight Controls (p. 60) introduces aircraft controls and
explains how to use them.

Taking Off and Landing (p. 63) gives step-by-step
instructions on taking off, navigating to a waypoint and

landing safely. Taking Off and Landing in a STOVL
(p. 70) covers taking off and landing in these aircraft.

A9010NHIIL

Spins and Stalls (p. 72) describes how stalls and spins
occur, and gives pointers for recovery.
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COCKPIT ELEMENTS 4 Head-Up Display (p. 77) explains the symbology and
modes of the Head-Up Display, or HUD.

Instrument Display Windows (p. 88) explains the

NANHY NI

functions and symbology of these instrument windows.
(Your radar, for example, appears in such a window.)

VNN

In-Flight Nav Map (p. 102) lists in-flight camera views.

View Controls (p. 103) lists in-flight camera views.

COMBAT 5 Finding the Enemy (p. 107) describes aircraft detec-
tion systems and shows you how to target an enemy

with your aircraft’s sensors.

aNnoy¥9

Weapons Information (p. 115) acquaints you with
weapon guidance systems (SARH, active radar, infrared
and laser) and gives range, sensor type and preferred
target information for each aircraft weapon.

Lid0)

Using Weapons (p. 121) tells you how to arm and fire
each weapon type.

Weapons Information Chart (p. 128) lists the guid-
ance system, effective range and best targets for all

weapons.

1vawo)

Defenses and Countermeasures (p. 130) discusses
your aircraft’s defensive systems (radar warning receiv-
er) and countermeasures (jamming, chaff and flares),
and gives tips on deterring enemy missiles.

Combat Tactics (p. 134) introduces combat terms and

SNOIVIWY)

geometry. Air Combat Maneuvers (p. 145) illustrates
maneuvers you can use during a dogfight.

Wingman Communication (p. 159) explains the com-
mands you can use to direct your wingmen.

Effects of Damage (p. 161) explains how damage

SNOISSI 0¥d.

taken from weapons affect your aircraft.
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CAMPAIGNS [

PRO MISSIONS 7

ADV. IN TECHNOLOGY 8
SPECIFICATIONS 9

APPENDICES

Appendix A
Appendix B

Appendix C

Appendix D
Appendix E

Appendix F

Campaign Options (p. 165) describes how to set up a
new pilot for a campaign game and explains the
mechanics of how you progress through a campaign.

Campaign History (p. 174) gives background informa-
tion on the three Fighters Anthology campaigns (Egypt,
Russia and Baltic).

Designing Missions (p. 178) explains how to use the
Pro Mission Creator to build a complex, custom mis-
sion you can fly yourself (or against others in multi-
player combat).

Advances in Fighter Technology (p. 217) discusses
modern advances in agility, speed, stealth, weapon and
sensor technology and electronic countermeasures.

Information in the Game (p. 241) details how to use
Fighters Anthology’s object viewer, which features pho-
tos, specifications, text and drawings of the major
objects in the game.

Jane’s Specifications (p. 242) provides actual specifi-
cations and photos from Jane’s Information Group for
campaign aircraft.

Acronyms (p. 325) explains commonly used acronyms.

Glossary of Terms (p. 328) defines commonly used
aircraft terms.

Pre-Flight Menu Bars (p. 330) lists all menus on the
pre-flight screens and briefly explains the function of
each menu option.

In-Flight Menu Bar (p. 336) explains each menu
option of the In-Flight menu bar.

Object List (p. 339) is a reference guide to all of the
objects you can add to a Pro-Mission-Creator mission.

Bibliography (p. 343) lists sources used for documenta-
tion research and cool web sites.
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CHOOSE ACTIVITY SCREEN ........oovveeeeerrrrrer 11
Fighters Anthology Interface...............cccc..... 12
Menu Bars
Buttons
Text BUHONS ....ooeeeeeeeeee
Switches and Dials
Objects You Can Drog ... 13
QUICK, SINGLE MISSION OPTIONS .................... 14
Play Single Mission ................vvveeeeeeerenne.
Fly Al

Pre- and PostFlight Screens
Mission Brief Screen ......
Mission Map Screen .........cooovveeeeeeeeee.

Aircraft Selection Screen.................... 15
Load Ordnance Screen
Mission Debrief Screen .................... 17
Replay Last Mission .........ooovvveecerrreereeeee. 17
Create Quick MisSion .............v.vvvvveeeeerennnn. 18
Saving and Re-Playing
Quick MISSIONS .......ooooeeeercereee 18
Edifing Quick Missions ........................ 18
The Aircraft MenU ......coeerrererees 18
Quick Mission Parameters .................. 19
QUICK MISSION TUTORIAL ......c.vveeee e 21
Quick Mission Sefup
Cheats
In the Air
Maneuvering the Aircraft ................... 23
Communicating with Your Wingman ......24
Using the Radar .........o.vvvevveeeeeeeennes 24
Approaching Ground Targefs ................ 24
Targeting a Ground
Object with FLR cvvvvvveoeeeecceeeee 25
Firing Air-fo-Ground Missiles ................ 25
Finding an Air Target with Rodar .......... 26
Evading Missiles .............vvvoveeeeeenn. 27
Firing Air-fo-Air Missiles ...................... 27

2. MULTI-PLAYER GAMES

MULTI-PLAYER CONNECTIONS..........vovvverrrrecnees 31
Direct Serial (NulFModem) ..........vvvvveeeeeee 32
Step T — Connecting Your Machines ..32

Step 2 — Connecting with

Another Player .........oooovvvvvvvvvvveereeeenns 32
Step 3 — Configuring the Mission ......33
If You Can’t Connect ... 33
Modem 34

Step 1 — Configuring Your Modems ..34
Step 2 — Connecting with

Another Modem Player ..................... 34
Step 3 — Configuring the Mission ......35
If You Can't Connect ..o 35

PX/SPX NGTWOIK ......ovooeeeeeeeeeeeeeeee 36
Step 1 — Setting Up for LAN Play......36
Step 2 — Connecting With Other

LAN PlOYETS ..o 36
Step 3 — Configuring the Mission ......37
If You Can’t Connect ... 37
TCP/IP Network 38

Step 1 — Setting Up for Net Play ......38

Step 2 — Connecting With

Other Players .........ooovvveeeereeeevee. 39

Step 3 — Configuring the Mission ......39

If You Can't Connect .......ooeeeveerrreee. 40
Disconnecting 4

MULTI-PLAYER MISSIONS .....oooeeveerreeeererrrenas
Setting up Mission Paramefers.....................
Single MISSION .....ooeeeeerereeereereeeeeeeens
Quick Mission....
Selecting AICIAft ......ovvvvvveeeeeeeecreere.
Arming Aircraft
Dying in Multi-Player Combt .....................
Pausing
Identifying Each Other...........ooovvvvvvvvveeeeennes
Communicating with Other Players
(reating o Message File.....................

AIRBASE ASSAULT 47
Setting up an Airbase Assault
Multi-Player GAMe .........vveeeeeeeeeve
Airbase Elimination Gameplay Notes
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3. GROUND SCHOOL 4. COCKPIT ELEMENTS __
1=
FLIGHT PHYSICS 53 HEAD-UP DISPLAY 77 =
Bemoulli's Principle..........ovvvvvvvvvvvveveeeeeenen. 53 Constant HUD Features — General ........... 78 i
Angle of Attack 54 Constant HUD Features — =
=
G-FORCES 55 Thrl{sT Vectoring AItCraft..........ooovvevvvrrrrnnes 81 an
Apparent Weight 56 Addmor'ml. WeaponshMode Features ........... 83
The Flight Envelope ..........cccoeeermrrrrrrreeneces 56 Missle and Guided g
Instantaneous vs. Sustained G-Force ........... 58 Bomt? ElBMNtS 84 E
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Turn Rate and Turn Radius ...........ovveveveeeenns 58 Additional Navigafion Mode Features
Comer Speed 28 Instrument Londing System ................
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INSTRUMENT DISPLAY WINDOWS...................... 88 —
FLIGHT CONTROLS 60 View Windows 88 =
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Flight Stick 60 Window 3
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Throttle 61 Status Windows
Vectored Thrust 62 Weapons Status Window...... =
TAKING OFF AND LANDING .....coorvvevveeeeerrreene 63 System Status Window ... %
Pre-Flight 63 Flight Information Windows.................... E
HUD 63 Flight Envelope Window......................
1 TG 63 Nov Window .................
Taking Off 64 Passive Radar Windows =
Navigating 64 Radar Warning Receiver =
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Giiteria for o Good Approach................ 66 Radar CrossSection (RCS) Window ......95 =
Landing Guidance ............cccccrrercee 67 Radar and Targeting Windows .................... 96
Making Your Final Approach ............... 68 Radar Window ....oooccccvreecernne 9% B =
Aborting a Bad Landing ..........veveeeec... 69 Target or Radar/Visual ;
TAKING OFF AND LANDING IN ASTOVL 70 Target Window ........ccoeoeerrrerrrrees 101 =
Vertical Takeoff 70 IN-FLIGHT NAVIGATION MAP .......................... 102 g
(T)
Eh"g fokeof ;8 VIEW CONTROLS 03 M
anding View Panning and Zooming............ccoeeo... 104 1 =
TAKING OFF AND LANDING ON A CARRIER........71 View Reference Keys ..........cccooocccvvnnnns 104 ]
Landing Systems Officer's Commands .......... 71 E
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SPINS AND STALLS 72
Spins 72
Stalls 73
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