Flanker 2.5 Full Version Re-master

January 22, 2002

Welcome to Flanker 2.5!

This version of Flanker will install a full version that includes all patches and upgrades through Version 2.51We have included the READ ME files for V2.51, V2.5, and V2.03a in this file for you to review prior to using the game.  

A change from the original release of Flanker 2.0 is the placement of the documentation (manual & pilot checklist) on the CD as Acrobat files (PDF format).  The Acrobat software required to read the PDF files is included with this version.  The PDF files for the manual and the pilot check list are found on the CD. 

There is an active online community of Flanker users on the Internet that can offer you assistance should you have questions about game play or other issues relating to Flanker.  Please visit our new website at www.lo-mac.com where a Flanker Forum is maintained as well as information for our new air combat product, Lock On: Modern Air Combat.

Thank you for purchasing our product. 

V2.51 Read Me File

DIRECTX 8 IS REQUIRED

IMPORTANT:   DirectX 8 is also required for V2.51.

Flanker 2.51 accesses joystick data via DirectX 8. Joy2Key configuration works with "slider-oriented" throttles.  Z-axis means Slider 0 in Joy2Key dialogs which means that the throttle is Slider 0 now. Joy2Key features are updated.  Do not remove old joy2key.ini with buttons mapping and your other custom data! Joystick failure diagnostics in the Error.log is now expanded. New joystick drivers have been upgraded.  Reinstallation and reconfiguration after Windows or DirectX upgrade are highly recommended. Separate Microsoft DirectX 8 Joystick.exe utility has been included with this patch.  This program helps to test joystick functionality with DirectX 8 without having to run Flanker.  

V2.51 FIXES & CHANGES:

· Gun pipper and funnel are now at V2.03a standards.

· Mini-HUD displays target data now.

· Speed, altitude and bank data are displayed in SETKA mode. (Key command "8")

· Multiplayer track recording is now fixed.

· Multiplayer games are more stable.

· Graphics problems with the Kuznetzov aircraft carrier textures have been fixed.

· MiG-29K ailerons now exhibit correct motion when viewed externally.

· Mig-29K is more stable.

· Some of the Mig-29 level of detail (LOD) problems have been corrected.

· MiG-29 External fuel tanks consume fuel first and fuel indicator does not show any main fuel consumption until the external tanks are empty.

· Landing touch down sound has been restored.

· Movement after belly landings is now restricted. 

· Murena to Neustrashimy graphics problem has been fixed.

· "Press 'S' to Start" message is now properly formatted in English.

· Old tracks may be incompatible with new objects behavior.  

· Different game controllers supported via DirectX 8 (joysticks, wheels, throttles, game pads, pedals etc.).

· DirectX 8 installation is incumbent now.   You MUST use DirectX 8.

· F-15 drop tanks are now oriented properly.

· The air objects padlock in the NAV mode. 

· Ground explosion bug while recording a track file is fixed. 

· Plane cannon will now fire up to 25 shells for each button pressing. When button is released the shell counter is reset.

· MER dropping bombs transformation is fixed.

· AI planes will no longer launch A2A missile at enemy contacts that are in the rear quadrants.

· Static mission objects are now visible on the MFD to correspond to settings in the Mission Editor as functional objects.

· Ship direct visibility bug is fixed.

· Kh-25MP and Kh-25ML missiles behavior has been fixed.

· With Standard Windows Interface option:

· Wingmen command selection with a mouse is corrected.

· Keyboard wingmen commands selection keys (A, B, C…) no longer transmit to the flyable aircraft.

· Wingmen replies are displayed in message boxes.

· Su-33 vs. AI Su-33 and MiG-29K vs. AI MiG-29K destruction crashes have been fixed.

· The incorrect Su-25 front wheel motion has been corrected.

· Kh-25** missiles launched from flyable aircraft has been corrected.

· Contrail appearance altitude interval is now set to 8-12 km.

· Missiles with active radar check "friend/enemy" when changing targets.

· DirectShow player replaces the obsolete Bink intro player. New Intro.avi and Flanker.avi files will be available in several weeks from the SSI FTP site.  These AVI files will replace the Intro.bik and Flanker.bik files in the Intro subfolder.    In the meantime, no intro videos will appear when using V2.51.  We apologize, but we felt that this was not something worth holding up the release of the V2.51 patch.

The Training Missions do not work properly with V2.51.  If you need to run the Training Missions, please do so with V2.5.   Our apologies but reformatting the training missions for V2.51 is something we could not accomplish.  

SPECIAL THANKS

Thanks to all the Flanker pilots at www.flanker2.com who helped us test the V2.51 Patch Betas these past few months.  We appreciate your time and efforts.  

________________________________________________________________________

Flanker 2.5 Upgrade 

February 22, 2001

This is a comprehensive upgrade that includes all improvements from previous patches.

New 2.5 features since Flanker 2.0:

1- The player can now fly the MiG-29K. The MiG-29K is a multi-role, navalized version of the MiG-29 Fulcrum. The Fulcrum is a twin-engine fighter that is renowned for its spectacular maneuverability and deadly weapon systems.

2- Warships will now move and engage enemy naval units. Using the powerful mission editor, the player can create multiple navigation waypoints for any naval vessel in the game. This includes everything from a Nimitz-class aircraft carrier to a patrol boat. Many of the ships are equipped with powerful anti-ship missiles systems that are capable of sinking enemy fleets at over a hundred miles away. Additionally, the advent of moving vessels adds the unique challenge of landing a jet on a moving aircraft carrier.

3- Players can now aerial refuel while flying the Su-33 and MiG-29K. Perhaps one of the greatest challenges of modern combat aviation, Flanker 2.5 will allow the player to attempt the challenge of snagging the basket.  To activate the refueling probe, press the “R” key.  A training mission that provides instruction aerial refueling is available with the upgrade.

4- New special effects have been implemented. These include: new bomb and bullet explosions, new blast effect when armor vehicles are destroyed, new missile smoke, new water explosions, more detailed plane explosions, improved explosions when oil tanks are destroyed, and a special explosion effect for napalm.

5- Aircraft will now attack as a team against a single enemy aircraft. No longer will a flight of multiple aircraft attack an enemy aircraft one aircraft at a time.

6- Microsoft Foundation Class (MFC) interface was implemented (Standard Windows Interface). This option allows much greater frame rates while using the mission editor and other menu screens.  Select this option from the Misc. section of the Options Menu.

7- Players can now land and takeoff from roads.

8- Missions now start in a new paused mode. This removes the stuttering seen at the beginning of mission of previous versions of Flanker 2.0.  Press the “S” key to begin the mission.

9- MER (Multiple Ejector Racks) and TER (Triple Ejector Racks) have been added to several non-flyable aircraft.

10- The R-27EA-M and the R-27EM air-to-air missiles have been added.  These missiles are discussed on pages 102-103 of the Flanker 2.0 manual.
11- The Kh-65 air-to-surface missile has been added.

12- New wingman commands have been added.  To access these commands, press the “\” key.

13- A missile effectiveness setting has been implemented.  To select this, choose the skills option from the customize pull down menu in the mission editor.  Three levels of missile effectiveness are provided: realistic, medium, and easy.

14- New, animated stick and throttle graphics have been added to the MiG-29K, Su-27, and Su-33 cockpits.  Additionally, higher resolution art has been added to the lower and side portions of these cockpits.
15- A new function to address trim problems for those using rudder pedals has been included.  Press “Ctrl-X” to correct trim problems.

16- Autopilot control has been smoothed in order to help with aerial refueling.
17- Emergency belly landings are now possible.
18- It is now possible to jettison external fuel tanks.  Each press of “Alt-L” will jettison one external fuel tank.
19- Players can now fire the cannon and rockets without weapon’s computer launch authorization.
20- Navigation routes are now drawn on MFD when in GROUND attack mode.
21- Using the shift keys in conjunction with the arrow keys, view panning is much faster.
22- It is now possible to padlock ground objects in the aircraft’s front quarter.  This works in the same manner as padlocking air targets.  Use the Key Pad “Del” key to padlock.  Padlock can be broken by pressing the Key Pad “5” key.
23- Several new aircraft skins for the Su-27, Su-33, MiG-29, MiG-29K, Su-30, Su-25, Su-39 and F-14.

24- The Neustrashimy-class frigate has been added. And it is gorgeous!

25- Separate ship sub-systems can now be damaged and destroyed.

26- Indications for time acceleration and pause have been added to the information string in the external view screens.
27- Up/down/left/right camera movement in the F11 view.
28- The coefficient of simulation time acceleration is now displayed in the AWACS view. This will appear if acceleration is more than 0.

29- A command to remove the currently selected object from viewable objects list has been added.  This command is “Alt-Delete”.

30- The field of view angle from within the cockpit is now being saved between missions.

31- The “Ctrl-Keypad+” mode (camera skipping to launched object) has been implemented for all weapons.

32- The F5 camera view now sorts targets by distance during object of interest changes. 

33- The F3 view is now located to the side of the selected object.

34- A “Ctrl-F6” view for bomb and missile pursuit has been implemented.  This functions the same as the Weapon & Target view.

35- Camera switching from object to object using the F2, F6, F7, F8, F9, and F12 commands has been implemented.  

36- Visual capture planes near the line of sight by pressing the “Keypad Del” button has been implemented for F2, F6, F7, F8, and F9 view functions.

37- AI planes will not detect stationary targets due to lack of Doppler shift.

38- AI aircraft will automatically switch from using radar to EOS when they close within 12 km of their target.

39- Different ejection seats have been implemented for the appropriate types of aircraft.

40- Cruise missile flight paths have been tweaked to account for more realistic, low altitude flight profiles.

41- AI aircraft maximum of linear acceleration has been limited (6.17 m\c) and the calculation of angular velocity by bank has been corrected.

42- Fuel dumping during network play has been implemented.

43- The maximum angular speed in regards to angle of bank has been tweaked for the A-10 and F/A-18.

44- G loading dynamics have been tweaked for the F-15, F-16, FA-18, and A-10.

45- A graphics error during the folding of MiG-29K’s wings has been fixed.

46- Fuel consumption rates for the MiG-29, MiG-29K have been corrected.

47- AI aircraft now landing more smoothly.

48- The ability to have two players takeoff from the same airfield during network play has been implemented.

49- Conditions of target visibility for ships have been implemented.

50- Information in Encyclopedia concerning cluster munitions, guided bombs and missiles has been corrected.  Additionally, entries regarding Grad, Smerch and Uragan missiles have been deleted.

51- Rate of pitch for "own" plane during axial rotation has been increased.

52- Effectiveness of flaps has been improved and has resulted in reduced landing speeds.

53- Drag effects of airbrake and flaps have been improved.

54- The influence of angle of attack on rotation around longitudinal axis has been implemented.

55- Maximum, safe vertical velocity during the landings has been decreased.

56- It is now possible to access the Encyclopedia or the Options Menu from the Mission Editor via the options pull down menu.

57- A mission map distance scale has been implemented.

58- A distance scale for the AWACS view has been implemented.

59- Naval-weapon performance has been improved.

60- Flight trajectories of naval-missiles have been improved.

61- Visibility of route on MFD in Zemlya mode has been implemented.  

62- If using the Zemlya mode, the aircraft will fly to the locked target if autopilot is enabled. 

63- The new "Setka" mode has been implemented.  This mode is used for cannon and unguided missiles when the other targeting modes have been damaged.  This mode is available by pressing the “8” Key.

64- Corrected problem of model swapping during destruction.
65- Improved model for the USS Vinson.

66- Fixed trim pulling to the right if rudder pedals are installed.
67- Debriefing now indicates when Ctrl+A (time acceleration) and S (time reset to normal) are used in the mission.
68- Ability to land on carrier added to network play.
69- Realistic delay in AI when IR missile launched at AI.
70- Flight model of iron bombs improved.
71- Cluster bombs more accurately modeled, wider dispersal if dropped from high altitude.
72- Naval radar now extends to the limit of the detection zone.
73- Bombs have a more realistic oscillation upon release.
74- Ability to land on carrier in any HUD mode added.
75- Fixed ASI speed calculation.
76- Rockets now jettison from aircraft correctly.
77- Engine model improved for numerous aircraft.
78- CCIP (Continuously Computed Impact Point) for bombs improved.
79- CCIP for guns during ground attack improved.
80- CCIP for rocket improved.
81- Flaps now produce sound during automatic landing.
82- HUD range indicator corrected in bombing mode.
83- Rocket pods now appear to be empty after all rockets expended.
84- Auto thrust indicator added to instrument panel.
85- Carrier launches are more realistic with heavy payload.
86- Landing flight model improved.
87- AIG-78 missile now correctly identified as RIM-66.
88- Damage model improved: now takes into account where and how far from the target aircraft the missile warhead detonates.
89- GAI flights set up after detecting enemy flights resulting in GAI flights no longer blocking runways.
90- Improved AI for taxiing aircraft.
91- Carrier take off and landing more realistic.
92- Air to ground munitions now deal the appropriate collateral damage when they score a direct hit on the target.
93- Slewing of targeting reticule for guided munitions is faster.
94- Mini-HUD is now included in all HUD Modes.
95- Padlock in SHLEM mode has been simplified.
96- Chaff and Flares can be released one at time (Press “Q”) or continuously (Press Shift “Q”. Continuous results in the faster use of chaffs & Flares.
97- Trim adjustment is now more gradual.
98- Tires now screech upon landing.
99- “CTRL-L” toggles formation lights on and off.
100- Tail hook down indicator light added for Su-33 cockpit.
101- “ALT-V” now toggles on Immortal Mode in Single Player missions. 
102- Use of Immortal Mode is now recorded in the mission debrief.
103- Immortal Mode is no longer available in multiplayer missions.
104- “U” key now automatically places your Su-33 into launch position if on an aircraft carrier.
105- Keyboard commands for trim will now function with or without a joystick.
106- Pilot name added to status bar in outside views during multiplay games.
107- Sound volume of engine and gun sounds have been increased.
108- Recover option now restores aircraft as fully repaired, fueled and rearmed.
109- “CTRL-J” now displays joystick position on the HUD.
110- Glow intensity of HUD at night has been decreased.
111- Users plane now has HUD glow at night. (Note:  This is NOT night vision device.)
112- SAM and Air-to-Air missiles now self-destruct when missile speed is less than the target speed--except in cases of head on trajectory. 
113-  Auto throttle indicator has been added to the instrument panel.
114- Ability to save network game information has been added.
115- Client now has the ability to add a wing to the host's mission.
116- Player is now able to land on a carrier when not in NOC mode.
117- Current game type L/H/C (Local, Host, Client) is now displayed in Status Bar.
118- AGM-88 HARM range is now correct.
119- Options Menu now includes the ability to select from three levels of texture map detail for PCI card owners.
120- Air-to-Air missile logic is fixed in multiplay.
121- Auto throttle now correctly disengages after autopilot is released.
122- Ordnance is now correctly drawn on aircraft when wings are folded.
123- In game credits now play in their entirety.
124- The HUD now correctly updates when switching from Air-to-Ground weapons to Air-to-Air weapons.
125- The Z and Y keys are now correctly mapped.
126- SAM effectiveness has been lowered; terrain masking and counter measure effectiveness has been increased.
127- Contrails no longer appear when engines are off.
128- A-10, Su-39, Su-25 can no longer lock on air targets with radar.  These aircraft do not have radar.
129- Incorrect target designation with Kh-29te is fixed.
130- Bombs now accelerate correctly upon release.
131- Wingman AI is better able to avoid colliding with player's aircraft during hard maneuvering.
132- Wingman AI is better able to avoid colliding with other friendly AI aircraft when attacking the same target.
133- Recovering from a saved mission no longer regenerates the users plane on the grass.
134- The cannons on the F-16, Mig-23 and Mig-27 now fire from the correct location.
135- Tu-160's contrails are now drawn correctly.
136- Landing gear now correctly compresses upon touchdown.
137- Patriot SAM launch zone is now correct.
138- Canopy no longer appears during the ejection sequence if it has been destroyed.
139- In the Editor, the "Help" drop down menu has been correctly renamed "About".
140- AI aircraft will now default to deploying anti-ship weapons rather than just deploying anti-radar weapons against enemy ships.
141- Weapon pylons on the F-111 now properly sweep with the wings.
142- Rearview mirrors now correctly update while in padlock mode.
143- Program now works with all available Voodoo3 drivers.  
144- SAMs now self-destruct when they lose lock on a target.
145- Cancel button was introduced in the checking Flanker 2.0 CD dialog. If user presses this button, he will exit the program without any additional checking. OK button was changed to Retry button.
146- Nagging Nadia no longer talks after the player has ejected.
147- The Debriefing now takes into account ships destroyed that are static objects.
148- A random crash in the campaign editor was fixed.
149- A problem with breaks in the sea surface textures was corrected.
150- The motion of the pilot's head in external views was corrected.
Known Issues:

· Voodoo cards need to have their desktop set to 16-bit color in order for Flanker to run properly.

· Some missions created in previous versions may not be compatible with Flanker 2.5.  This is particularly true for .trk files.

· Static ships cannot be targeted by antiship missiles.  

· When creating a ground attack mission it is important to set the attack waypoint far enough away from the target to give the AI the needed distance and altitude to line up a good approach.  The AI will break off the attack and approach from a different vector if not given enough distance or altitude.

· The manual states on pages 37 and 248:  "Active Jamming Indicator - This indicator illuminates when the built-in and/or additional 
Sorbtsiya active jamming system is engaged."  The Su-27 and Su-33 do not carry an internal active ECM suite.

· The manual states that the Su-27 carries 32 chaff/flare pods and the Su-33 carries 51 chaff/flare pods. This incorrect, they both carry 51 chaff/flare pods

· The manual states on page 141 that the Missile Launch Warning System will announce a verbal warning when a missile is inbound.  This is incorrect.  No voice cue will occur.  Only the beeps will sound.  

· It is not possible for the client of a multiplayer game to change waypoints to an already existing flight plan, including "own" wing.  Therefore, take extra care when plotting your initial flight plan.

· Client cannot assign take off and landing waypoints to a carrier in the editor.

· Importing phases during campaign creation will crash the program.

· No wingman voices will be heard when "Nagging Nadia in Russian" is selected.  In order to hear wingman voices in English, please deselect this option.

· Users should no longer attempt to load client missions over a host mission; this may cause a crash when the mission starts.  However, it is now possible for the client to select the same land aerodrome as that of the host for takeoff and landing through the Editor.  This feature is not supported for carrier operations.

· When selecting or deselecting the Standard Windows Interface option, your computer may need to return to desktop in order to carry out this change.  Once you have been returned to desktop, restart the game and the change will be in effect.

· When progressing through the campaign, the editor will automatically save your progress after each phase, overwriting the most recent saved game.  If you would like to keep a saved game, be sure to save it twice under separate filenames (i.e. press Ctrl-Q twice during gameplay).

· In order to reduce the chance of corrupted voice files while using the training missions, please wait approximately 10 seconds from when the mission starts until you press the “S” key to start the mission.  Also, it is advised that you do not change any of the view settings during a training mission. 

· Only the AI has the option to use the Kh-31P anti-radiation missile against ship radars. 

NOTE:  The V2.03a Read Me file is provided as a reference to V2.5 users.  You DO NOT need the V2.03a patch if you have the complete V2.5 re-master.  All of the changes and additions made from all patches and upgrades, with the exception of V2.51 (see above) are inclusive with the re-master to V2.5.  

Flanker 2.03a 

US/UK Patch

November 17, 2000

This patch is for the US/UK versions only.

This is a comprehensive patch that includes all improvements made in the 2.01 and 2.02 patch.

After installing the 2.03a patch you must reset all your options.

2.03a Improvements:

1.
Flight model for AI planes improved.  AI no longer invincible.

2.
Corrected problem of model swapping during destruction.

3.
Improved model of USS Vinson.

4.
Fixed trim pulling to the right if rudder pedals installed.

5.
Debriefing now indicates when Ctrl+A (time acceleration) and S (time reset to normal) are used 

in the 
mission.

6.
Ability to land on carrier added to network play.

7.
Realistic delay in AI when IR missile launched at AI.

8.
Flight model of iron bombs improved.

9.
Cluster bombs more accurately modeled, wider dispersal if dropped from high altitude.

10.
Naval radar now extends to the limit of the detection zone.

11.
Bombs have a more realistic oscillation upon release.

12.
Ability to land on carrier in any HUD mode added.

13.
Fixed ASI speed calculation.

14.
Rockets now jettison from aircraft correctly.

15.
Engine model improved for numerous aircraft.

16.
CCIP (Continuously Computed Impact Point) for bombs improved.

17.
CCIP for guns during ground attack improved.

18.
CCIP for rocket improved.

19.
Flaps now produce sound during automatic landing.

20.
HUD range indicator corrected in bombing mode.

21.
Rocket pods now appear to be empty after all rockets expended.

22.
Auto thrust indicator added to instrument panel.

23.
Fuel discharge now visible.

24.
Flaps more effectively modeled.

25.
Carrier launches are more realistic with heavy payload.

26.
Air brake more effectively modeled.

27.
Landing flight model improved.

28.
AIG-78 missile now correctly identified as RIM-66.

29.
Encyclopedia information updated.

30.
Damage model improved: now takes into account where and how far from plane missile warhead 

detonates.

31.
GAI flights set up after detecting enemy flights resulting in GAI flights no longer blocking 

runways.

32.
Improved AI for taxiing aircraft.

33.
AI uses EOS more effectively.

34.
Framerate improved.

35.
Carrier take off and landing more realistic.

36.
Ability for two players to take off from same airfield in multiplayer added.

37.
AI improved in multiple plane engagements.

38.
Air to ground munitions now deal the appropriate collateral damage when they score a direct hit 
on the 
target.

39.
Slewing of targeting reticule for guided munitions is faster.

40.
New graphic option:  Voodoo card.

41.
New Key Command list.

2.02 Improvements:

1.
Mini-HUD is now included in all HUD Modes.

2.
Padlock in SHLEM mode has been simplified.

3.
Chaff and Flares can be released one at time or continuously.

4.
Trim adjustment is now more gradual.

5.
Tires now screech upon landing.

6.
CTRL-L toggles formation lights on and off.

7.
Tail hook down indicator light added for Su-33 cockpit.

8.
ALT-V now toggles on Immortal Mode in Single Player missions.

9.
Use of Immortal Mode is now recorded in the mission debrief. 

10.
Immortal Mode is no longer available in Multiplayer missions.

11.
U key now automatically places your Su-33 into launch position if on an aircraft carrier.

12.
Keyboard commands for Trim will now function with or without a joystick.

13.
Pilot name added to status bar in outside views during Multi play.

14.
Sound volume of engine and gun sounds have been increased.

15.
Recover option now restores aircraft as fully repaired, fueled and rearmed.

16.
CTRL-J now displays joystick position on the HUD.

17.
Glow intensity of HUD at night has been decreased.

18.
Users plane now has HUD glow at night.

19.
SAM and Air-to-Air missiles now self-destruct when missile speed is less than the target speed.  
Except in cases of head on trajectory.  

20.
Auto thrust indicator has been added to the instrument panel.

21.
Ability to save network game information has been added. (HOST/Client, TCP/IP or IPX, IP 

address, Name, Host mission visible/invisible, able/unable to load your mission above host's)

22.
Client now has the ability to add a wing to the host's mission.

23.
Player is now able to land on a carrier when not in NOC mode.

24.
Current game type (L/H/C(Local, Host, Client)) is now displayed in Status Bar. 

25.
AGM-88 range is now correct.

26.
The Continuously Computed Impact Point (CCIP or pipper) is now functioning correctly.

27.
Options Menu now includes the ability to select from three levels of texture map detail for PCI 
card owners.

28.
Air-to-Air missile logic is fixed in multiplay.

29.
Overall frame rate has been improved.

30.
Auto throttle now correctly disengages after autopilot is released.

31.
Ordnance is now correctly drawn on aircraft with folded wings.

32.
The AI will no longer immediately detect when an IR weapon is launched.

33.
In game credits now play in their entirety.

34.
HUD now correctly updates when switching from Air to Ground weapons to Air to Air weapons.

35.
The Z and Y keys are now correctly mapped.

36.
SAM effectiveness has been lowered, terrain masking and counter measure effectiveness has been 

increased.

37.
Contrails no longer appear when engines are off

38.
A-10, Su-39, Su-25 can no longer lock on air targets with radar.

39.
Framerate at mission start has been improved.

40.
Incorrect target designation with Kh-29TE is fixed.

41.
Semi-Active Radar Homing (SARH) missiles now lose lock if the target is no longer illuminated.

42.
Bombs now accelerate correctly upon release.

43.
Wingman AI is better able to avoid colliding with player's aircraft during hard maneuvering.

44.
Wingmen now turn on formation lights when the leader does.

45.
Wingman AI is better able to avoid colliding with other friendly AI aircraft when attacking the 
same target.

46.
Recovering from a saved mission no longer regenerates the users plane on the grass.

47.
The cannons on the F-16, Mig-23 and Mig-27 now fire from the correct location.

48.
Tu-160's contrails are now drawn correctly.

49.
Landing gear now correctly compresses upon touchdown.

50.
Patriot SAM launch zone is now correct.

51.
Canopy no longer appears during the ejection sequence if it has been destroyed.

52.
In the Editor, the "Help" drop down menu has been correctly renamed "About".

53.
AI aircraft will now default to deploying anti ship weapons rather than just deploying anti 

radar weapons against enemy ships.

54.
Weapon pylons on the F-111 now properly sweep with the wings.

55.
Rearview mirrors now correctly update while in padlock mode.

2.01 Improvements:

1.
Program now works with all available Voodoo3 drivers.  

2.
The Gun piper now correctly calculates the impact of shells against targets     in high G turns.

3.
SAMs now auto-destruct when they lose lock on a target.

4.
Cancel button was introduced in the checking Flanker 2.0 CD dialog. If user presses this button, he 
will 
exit the program without any additional checking. OK button was changed to Retry button.

5.
Nagging Nadia no longer talks after the player has ejected.

6.
The Debriefing now takes into account ships destroyed that are static objects.

7.
A random crash in the campaign editor was fixed.

8.
A problem with breaks in the sea surface textures was corrected. 

9.
The motion of the pilot's head in external views was corrected.

10.
Fuel consumption for a number of aircraft was fixed.

11.
There is a much less noticeable pause at the start of a player's first mission.

Known Issues:

1.
Voodoo cards still need to have their desktop set to 16-bit color in order for Flanker to run 

properly.

2.
Some missions created in previous versions may not be compatible with Flanker 2.03.

3.
Static ships cannot be targeted by antiship missiles.  This issue will be fixed in future 

Flanker products.

4.
When creating a ground attack mission it is important to set the attack waypoint far enough away 
from the target to give the AI the needed distance and altitude to line up a good approach.  The 
AI will break off the attack and approach from a different vector if not given enough distance 

or altitude.

5.
If the Caps lock is active in the editor, a number of hot keys will not function.  Releasing the 
Caps lock will solve the problem.

6.
The manual states on pages 37 and 248:

        "Active Jamming Indicator - This indicator illuminates when the built-in and/or additional 

Sorbtsiya active jamming system is engaged."


The Su-27 and Su-33 do not carry an internal active ECM suite.

7.
The manual states that the Su-27 carries 32 chaff/flare pods and the Su-33 carries 51 

chaff/flare pods. This incorrect, they both carry 51 chaff/flare pods

8.
It is not possible for the client of a multiplayer game to change waypoints to an already 

existing flight plan, including "own" wing.  Therefore, take extra care when plotting your 

initial flight plan.

9.
Client cannot assign take off and landing waypoints to a carrier in the editor.

10.
Importing phases during campaign creation will crash the program.

11.
Having both the Voodoo card and Primary display option both checked will result in corrupted 

graphics for Voodoo card users.

12. 
Static airplanes have no landing gears.

Update KeyCommand list.

Key
Action


PROGRAM CONTROL

Ctrl-Q
End mission or Quit program from Main Menu

Esc
Suspend mission or stop playback (Allows user to take control of aircraft while viewing a track 
file playback)

Ctrl-S
Toggle Sound On or Off

0
Turns on microphone for recording mission playback

Ctrl-A
Accelerate program speed by 2 times.

S
Toggle Pause/Resume normal speed

Ctrl-M
Chat feature for multi-player network games


FLIGHT CONTROL

Down Arrow
Nose up

Up Arrow
Nose down

Left Arrow
Bank left

Right Arrow
Bank right

Ctrl-. (Period)
Trim up

Ctrl-; (Semi-colon)
Trim down

Ctrl-, (Comma)
Trim left

Ctrl-/ (Slash)
Trim right

Z
Rudder left (in flight), left turn (taxi)

X
Rudder right (in flight), right turn (taxi)

Ctrl-Z
Trim left rudder

Ctrl-X
Trim right rudder

H
Toggle altitude stabilization mode

Shift-M
Reset Current Audible Warning

Ctrl-L
Toggle on-board lights 

Alt-V
Toggle immortality mode for own plane (doesn't work in network and in protected  missions)

K
Execute "Pugachev's Cobra"

U
Setting your plane to the takeoff site on the carrier 

Ctrl-T
Cancel Trim Settings


THROTTLE CONTROL

J
Toggle auto-throttle

Page Up
Increase Throttle in increments

Page Down
Decrease Throttle in increments

Key Pad + (Plus)
Increase Throttle smoothly

Key Pad - (Minus)
Decrease Throttle smoothly

Change of throttle according to engine 

        With Shift 
Left engine only

        With Ctrl
Right engine only


MECHANICAL SYSTEMS CONTROL

B
Toggle airbrake

Shift-B
Airbrake out

Ctrl-B
Airbrake in

Ctrl-E,E,E
Eject  (Note:  hold down Ctrl key and hit E three times)

E
Toggle active jamming (requires ECM pods in loadout)

F
Toggle flaps up/down

Shift-F
Flaps down

Ctrl-F
Flaps up

G
Toggle landing gear up/down

Ctrl-G
Toggle arrestor hook down or up (Note: Su-33 only, not Su-27)

P
Release drogue chute (Note: Su-27 only, not Su-33)

Ctrl-P
Toggle folding wings (Note: Su-33 only, not Su-27)

L 
Dump fuel (in flight) or refuel (ground) (Note: Hold down key)

W
Engage wheel brakes (ground) (Note: Hold down key)

T
Toggle wingtip smoke

R
Toggle refueling boom (Su-33 only)


NAVIGATION

~ (Tilde)
Select next waypoint or airfield

A
Toggle auto-pilot

1
Toggle to set Navigation (NAV) modes


COMBAT MODES 

2
Toggle to set Beyond Visual Range (BVR/DVB) mode 

3
Select Close Air Combat  - Vertical Scan (CAC/BVB - VS) mode 

4
Select Close Air Combat  - Bore (CAC/BVB - BORE/STR) mode

5
Select Close Air Combat  - Helmet-Mounted Target Designator  (CAC/BVB - HMTD/SHLEM) mode

6
Select Longitudinal Missile Aiming (LNGT/FIO) mode

7
Select Air-to-ground (GND/ZEMLYA) mode

~ (Tilde)
Cycle through targets (Cycle through targets on MFD in AWACS and Ground Attack Modes)

TAB
Lock selected target (Turn on tracked target)

Ctrl-TAB
Turn off tracked target 

TAB
Lock target

TAB
Turn on/off tracked target in Close Air Combat modes

Ctrl-H
Cycle through Heads Up Display (HUD) intensities


WEAPONS  

D
Cycle through weapons selection

C
Toggle cannon

Q
Dispense chaff & flare

Shift-Q
Continuously dispense chaff & flares (until supply is exhausted)

Spacebar
Fire current weapon

Ctrl+W
Jettison weapons (in pairs) while airborne, reloads weapons while on the ground

Ctrl-V
Toggle Salvo mode on or off


RADAR & ELECTRO-OPTICAL SYSTEMS 

I
Toggle radar illumination on or off

O
Toggle Electro-Optical System (EOS) on or off

Ctrl-I
Center radar antenna/Infra-Red Scan and Track(ISRT) ball

- (Minus)
Multi-Functional Display (MFD) zoom in

+ (Plus)
Multi-Functional Display zoom out


BEYOND VISUAL RANGE MODE

Shift-; (Semicolon)
Move radar/EOS scan zone UP

Shift-, (Comma)
Move radar/EOS scan zone LEFT

Shift-. (Period)
Move radar/EOS scan zone DOWN

Shift-/ (Slash)
Move radar/EOS scan zone RIGHT

-; (Semicolon)
Move HUD target designator Box DOWN (BVR only)

-, (Comma)
Move HUD target designator Box LEFT (BVR only)

-. (Period)
Move HUD target designator Box UP (BVR only)

-/ (Slash)
Move HUD target designator Box RIGHT (BVR only)


CLOSE AIR COMBAT MODE

Shift-; (Semicolon)
Move radar/EOS scan zone UP

Shift-, (Comma)
Move radar/EOS scan zone LEFT

Shift-. (Period)
Move radar/EOS scan zone DOWN

Shift-/ (Slash)
Move radar/EOS scan zone RIGHT


GROUND MODE

Shift-; (Semicolon)
Move radar/TV seeker scan zone UP

Shift-, (Comma)
Move radar/TV seeker scan zone UP

Shift-. (Period)
Move radar/TV seeker scan zone UP

Shift-/ (Slash)
Move radar/TV seeker scan zone UP


WINGMAN COMMANDS

End
Dispatch wingman on mission and allow him to return to base afterwards

Del
Dispatch wingman on mission. On mission completion, join up

Home
Join up in formation

Ins
Toggle tight formation or loose formation

[
Attack my target

]
Cover my six o'clock (rear) position


VIEW SELECTION

F1
Cockpit View

Ctrl-F1
Natural Head Movement View

F2
External View - All Aircraft

F3
Fly-By View

F4
Chase View

F5
Air Combat View 

F6
Weapons View

F7
Active Ground Objects View

F8
Target View 

Ctrl-F8
Target View - Target to Your Aircraft

Shift-F8
Target View - Your Aircraft to Target

F9
Ship View

Alt-F9
Landing Signal Officer (LSO) View

F10
Theater View

F11
Tower  & Terrain View

Ctrl-F11
Switches to Tower & Terrain View, saving current view position (freezing camera position)

F12
Static Objects View


VIEW MODIFIERS

Ctrl-Home
Places external views to Friendly only

Ctrl-End
Places external views to Enemy only

Ctrl-Delete
Places external views to All

Ctrl-Insert
Places external views to Unknown (non-aligned) only

Key Pad Del
Toggle Padlock View (Note: for F1, Alt-F9 LSO View & F11 Tower View only)

Ctrl Pad Key +(plus)
Switch to Weapons Release and Track View  for F2 External, F4 Chase, F7 Active Ground Targets, and F9 Ship Views 

Alt-Key Pad *
Starts moving camera forward (F11Tower & Terrain View only)

Alt-Key Pad /
Starts moving camera backward (F11Tower & Terrain View only)

Key Pad 5
Stops moving camera (F11 Tower & Terrain View)

Ctrl-Key Pad 5
Returns to Tower & Terrain View starting point or ends Padlock View

Shift-D
Increase visible range of ground objects 

Ctrl-D
Decrease visible range of ground objects

Y
 External View Information Display Toggle

Shift-Y
Toggle Information Display upper lines 

Ctrl-Y
Toggle Information Display under lines


COCKPIT VIEW CONTROL

 Key Pad 1
Move head down and left

 Key Pad 2
Move head down 

 Key Pad 3
Move head down and right

 Key Pad 4
Move head left

 Key Pad 5
Front View 

 Key Pad 6
Move head right

 Key Pad 7
Move head up and left

 Key Pad 8
Move head up

 Key Pad 9
Move head up and right

Key Pad Del
Toggle Padlock View 

M
Move head to view right mirror

N
Move head to view left mirror

Ctrl-J
Toggle joystick and rudder indication 

Key Pad * (Asterisk)
Zoom in (narrow view angle). With Shift - Zoom in to the limit

Key Pad / (Divide)
Zoom out (enlarge view angle). With Shift - Zoom out to the limit

Key Pad Enter
Set default zoom (default view angle).


EXTERNAL VIEW CONTROL

 Key Pad 1
Move viewpoint down and left

 Key Pad 2
Move viewpoint down 

 Key Pad 3
Move viewpoint down and right

 Key Pad 4
Move viewpoint left

 Key Pad 5
Centers view (stops F11 viewpoint moving)

Ctrl-Key Pad 5
Returns to starting point (F11 Tower & Terrain View only)

 Key Pad 6
Move viewpoint right

 Key Pad 7
Move head up and left

 Key Pad 8
Move viewpoint up

 Key Pad 9
Move head up and right

Key Pad * (Asterisk)
Zoom in (Move viewpoint forward)

Key Pad / (Slash)
Zoom out (Move viewpoint back)

Key Pad 0
Jump to cockpit panel view and back (Note: Hold down then release) 

Shift-(all view keys)
Moves viewpoints at a faster rate (Note:  Hold down Shift and view key) 


Mission Editor

File


Ctrl-N
Create new mission file

Ctrl-O
Open mission file

Ctrl-A
Save mission file

Alt-X
Exit Mission Editor and return to Main Menu

Edit


Ctrl-Z
Undo last action

Ctrl-Y
Redo last action (cancel previous Undo)

Del
Delete selected object

View


Ctrl-H
Hide object

Ctrl-1
Crimean view

Flight


Ctrl-B
Display Briefing

Ctrl-F
Start Mission

Ctrl-L
Network Play

Ctrl-M
Chat in Network Play

Ctrl-R
Record Track File


CAMPAIGN

Alt-Z
Remove objects from Condition

