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02/13/04 
Falcon 4.0/SP3 Campaign Mission Report #34 
OPERATION ROLLING FIRE  
DAY 4 – 0005 HOURS 
 
Campaign Status: 
 
The clock strikes midnight and the opening hours of Day 4 commence. US/ROK aircraft on roving 
patrols have kept DPRK/PRC aircraft from significantly interrupting the general offensive northward. 
Allied war planners continue to be surprised at the relatively easy gains in the central and eastern 
areas of the peninsula. That enemy forces may have pulled back into heavily defended positions 
surrounding the major coastal cities has not escaped consideration. 
 
Objective: 
 
The objective for this flight is to interdict enemy troops attempting to reinforce positions in the city of 
Kaesong. With the bridgeheads over the Imjin river firmly in the hands of allied troops the city of 
Kaesong will be the next major urban area through which troops will have to pass. 
 

 
 

 
 
Planning/preflight: 
 
Our specific tasking is to take out units of the 7th Armored Brigade, 61st Armored Division. Consisting 
mainly of 2S19 self-propelled howitzers these artillery pieces must be destroyed before they are 
brought to bear on troops assembling behind the Imjin river crossings. Be aware that intel has 
estimated the unit will contain up to 3 SA-13 vehicles as well as the ZSU-23-4 usual suspects: 
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We will be carrying CBU-97/105 sensor fuzed anti-armor weapons into battle. The enemy is in and 
around the city of Kaesong so check your targets and be cognizant of where you are dropping these 
bombs. 
 

 
 
Debrief: 
 
Crawling into the cockpit for another night mission we close our bubble canopies and are soon in our 
own artificial world. Enemy bombers have snuck through once again rendering both runways 50% 
inoperable. Edging over onto the side of the runway gives us enough room to make our take-off run 
however: 
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An A-10 with all his ordnance expended has his speed brakes out as he descends into the landing 
pattern: 
 

 
 
While I wait for my wingman to join on me I go about setting up my CBUs for delivery, inputting a 
3000’ burst altitude and 4 release pulses initially planning on just two runs: 
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The HSD shows the new, smaller steerpoint markers with the upgrade to BMS 1.03 (consider it a 
software upgrade on the jet!): 
 

 
 
Reaching over to the left sub-panel I turn the exterior lights off and fire up the ECM: 
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Things aren’t looking really conducive to safe bombing as there is a 10,000’ overcast ceiling and rain in 
the theater. Normally we like to conduct these bombing runs from medium altitude with high pull-outs 
(above 8K) to minimize exposure to AAA and man-portable SAMs. It looks like low altitude will be the 
only option tonight however. 
 
At about 40 miles I pull up the DBS1 scan mode and can make out the general outline of Kaesong 
(white area) with the major arteries leading into and out of the city. The bright returns are either armor 
or buildings: 
 

 
 
Ramping down to DBS2 shows a bit more but targeting armor is still not possible in this radar mode 
inside of a city: 
 

 
 
Switching to GMT mode I gamble that some of the units are still on the move through the city and am 
rewarded with a large number of GMT contacts spread throughout the city and outlying area. You can 
clearly see a junction of two roads showing as an inverted “T” as the two roads intersect. No doubt the 
traffic situation is a cluster down there as fleeing civilians and military interests collide: 
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I settle my radar crosshairs on the bottom of the “T”, designate and hand that target location off to my 
wingman so that I won’t have to manage him and can concentrate on my own targets. 
 
Having learned something from Agent X20’s excellent AARs I realize I’ve been flying the entire 
campaign with my counter-measures panel set on PRGM 1, which has NOT been deploying flares when 
I’m hitting my counter-measures button! Is it any wonder I haven’t been shot down by even more IR 
missiles than I have! Rotating the switch to PRGM 2 assures me I’ll get a mix of chaff AND flares: 
 

 
 
Skirting along just under the over-cast I try to keep as high as I can as Kaesong comes into view. A 
quick check with AWACS assures us that the nearest threat is still some 50 miles distant. 
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My wingman calls out “CBU” and as I look over my right shoulder I see where his bombs have hit as 
smoke rises from the impact area: 
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Meanwhile I’m having a bit more trouble visually identifying targets amongst the background clutter of 
the city grid. Seeing armor against the rolling countryside is far easier and I can feel both my 
frustration and feeling of exposure mounting as I make a dry pass over the city. The AAA gunners don’t 
have any sympathy for my plight though as they open up in my wake: (by the way, even though this 
pictures shows me only carrying 4 CBUs in fact there are 8 loaded on the airplane, I believe this is a 
bug since they appear on the load-out screen, just not on the airframe) 
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Swinging back around to the right I can clearly see GMT targets on the radar as well as the SA-13 
symbol on the RWR so I know I have the correct area, I just can’t visually find them on the ground! 
 

 
 
I do happen to see an SA-2 site in the new Free Falcon 2.1 deployment configuration so for lack of a 
better target I decide to roll in on it: 
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As I line up I jab my stores management page on the MFD to set the ripple count to only 2 bombs 
since this isn’t my primary target. The SA-2 site isn’t emitting so either the war has come too close to 
home for them or the radar has already been destroyed by a weasel flight: 
 

 
 
Release! 
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Though not the best weapon for use against an SA-2 site the CBU-97/105 still does a fair job against 
the site and the 300 foot interval / 3000’ burst altitude seems to be the perfect setting for almost 
totally coverage of the site: 
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Feeling better at having at least destroyed SOMETHING I climb back up toward the bottom of the cloud 
deck popping chaff and flares to dodge any IR missiles that might be lobbed my way: 
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Turning back to the primary target area the GMT radar is just swimming with contacts, but not in the 
typical “line” formation that denotes a convoy that can be attacked along it’s axis. With no better plan 
in mind I designate the largest concentration and plan on a level CCRP (computer release) bombing 
run: 
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Holding the pickle button down as I cross the target the bombs eject automatically: 
 

 
 
I come back around two more times using the padlock feature to pick out movers on the ground. 
Unfortunately this doesn’t seem very effective as I can’t get a large number under the same frag 
pattern. Perhaps mirroring real life the enemy has realized dispersal is their best defense against air 
attack: 
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When the last of my bombs leaves the rack I punch out the master caution, flick the CAT switch up to 
CAT I and put my fangs out looking for trouble. Trouble comes in the form of an AWACS call in 
response to my query of a 2-ship MiG-21 flight off my right for 30 miles closing fast. I turn to put them 
on my nose and call up my A2A mode, select an AMRAAM, designate the leader, get a positive ID from 
AWACS and launch my first AMRAAM: 
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My missile scores a kill on the first MiG: 
 

 
 
I’ve wandered a bit too low though and AAA starts exploding all around me and I quickly jerk the nose 
back up to get above the cloud deck: 
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Someone else gets the kill on the second MiG-21 and I orbit waiting for the next customer, still plenty 
fat on fuel. Soon I notice a large group of aircraft coming down from the north just to the west of our 
strike location. I turn toward them and with a range of 50 or so miles I figure they have to be bombers 
showing up so nicely on the radar. I select one of them and query AWACS who confirm they are 
hostile: 
 

  
 
Selecting TWS mode shows the gaggle on the screen so I further discriminate the targets by hitting the 
EXP TWS mode which clearly shows individual contacts: 
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I count four probable bombers with most likely a 2-ship escort of MiG-21s or J-11s. A cheat looks 
shows the bombers to be Tu-16s: 
 

 
 
As I continue to flank the enemy bombers I give my wingman the “Chainsaw” command so that he will 
release his AMRAAMs at max range and return to formation. Suddenly I get a new spike warning in my 
head-set and see a MiG-21 off my right side on the RWR. I query AWACS for the nearest threat and am 
dumbfounded to hear a response of “MiG-21, 2-ship, 340 for 10 miles..” Oh-shi#. They are close.  
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I reef my jet around into a hard right turn and stupidly call up the special “missile override mode” 
instead of the “dogfight mode”. I have to take the time to cycle weapons over to the Sidewinder and I 
just barely get there in time. Uncaging the heater I watch the diamond crawl over onto the now VERY 
close MiG-21 and the warble turns into a squeal. Fox 2 close! 
 

 
 
Cont… 
 
-------------------- 
http://home.carolina.rr.com/beachav8r 

From: Charlotte, NC USA | Registered: Jan 2001  |  IP: Logged 

BeachAV8R 
 
Member  
Member # 3055  
 

 posted 02-13-2004 04:31                          

The missile arcs out in front of me (I’m inverted) and scores a hit on the MiG-21: 
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Again I get very lucky as a missile soars into the fray from a nearby flight of F/A-18s which dispatches 
the other MiG-21 before he can fire on me. 
 
Continuing northbound I see the follow-on flight of MiG-23s coming down the chute and quickly order 
my wingman to engage them: 
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Unfortunately, I had sent him off on a tangent earlier pursuing the Tu-16s, so without realizing it he is 
far behind me scrambling to catch up as I enter the first missile exchange with the flight of MiG-23s. 
I’m thinking it is a 2 v 4 when in fact it is a 1 v 4, a decidedly poor statistical chance considering I only 
have 1 AMRAAM and 1 Sidewinder left to work with. The lead MiG-23 actually gets a missile off at me 
first, setting of my threat receiver/missile warning. I return the favor with my own AMRAAM: 
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I get a kill on the lead MiG-23, but to what end: 
 

 
 
The range has fallen to just about 10 miles and now I’m up to my assho1e in MiGs: 
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There is no worse feeling than knowing you’ve bit off more than you can chew and sitting there outside 
of Sidewinder range waiting to eat a radar missile from your opponent (or three). As we near the 
merge I uncage my last Sidewinder and it quickly settles onto another target and to add insult to injury 
my fuel warning starts flashing in the HUD reminding me that afterburner isn’t a real good idea right 
now: 
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Just as I’m about to fire, a missile streaks out of the cloud deck below knocking all my systems out. 
The ghostly image of another MiG-23 drifts by below, no doubt the culprit that fired the IR homing AA-
11 that I would learn downed me in the debrief: 
 

 
 
Conclusions: 
 
How many times have we said it? Do the mission and go home. The mission had been accomplished 
already, so why go out looking for trouble? Just because. The second smartest thing to do is wait for 
the enemy to come to you instead of going looking for them. By actively searching out the enemy and 
driving far north into enemy airspace I was setting myself up for sure disaster. Dogfighting with the 
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enemy over the FLOT is one thing, since a rapid means of escape exists to the south. Getting 30 or 40 
miles deep into enemy territory is a bad place to be considering a down and dirty IR and guns fight 
with a numerically superiour enemy.  
 

 
 

 
 
Post flight intel shows the primary target to be practically eliminated. I’m curious how the campaign 
engine calculates the losses because according to our post flight debrief we only destroyed a combined 
14 ground targets, half of which were in the SA-2 site. There must be some multiplier effect that the 
campaign uses and applies based on the number of targets you kill? 
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The SA-2 site took a drumming too: 
 

 
 
The big picture showing good progress along the entirety of the front: 
 

 
 
The J-Stars replay in the Intel section is an interesting “movie” that gives a great overview of campaign 
progress. Here are two images from the J-Star replay, the first showing the point of the furthest enemy 
penetration into South Korea on the morning of Day 2, the second showing our very successful 
counter-offensive to date: 
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I tell you Beach I am not getting a whole lot of work done here at the moment. Your reports 
make for compelling reading, Better than any aviaition novel I can think of. The cool bit is we 
can learn from your very honest analysis of YOUR mistakes  and apply those lessons to our 
own efforts.. Big WELL DONE from little ole' England 
 
-------------------- 
Arthur Joseph Mowbray 1935-2004, Fly Free Dad and happy landings, Glad you caught the BIG 
thermal, will love you always. 
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Well, the 3rd SP Guns Battalion did not have a swell evening: Morale went from "Good" to 
"Broken", Fatigue from "Normal" to "Exhausted". This is an example of what happens to your 
happiness factor when CBU's come falling down out of the sky all over you and your buddies! 
 
Good one, Beach, I love the "I know I shouldn't do this, but here goes anyway..." aspect you 
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have, probably because I do the same thing (and usually pay the price!). 
 
Up, up, and away! <harrier> 
 
-------------------- 
Pat Tillman (1976-2004): 
4 years Arizona State University, graduated with high honors. 
5 seasons National Football League player, Arizona Cardinals. 
Forever United States Army Ranger. 
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Another good one. 
 
Hey Beach, don't know if you know or not but you can set up your own chaff/flare program. 
You don't have to use the pre-programmed programs. You have to do it though the DED and 
make sure the mode switch is set to stby. 
You program the burst quantity(BQ), burst interval(BI), salvo quantity(SQ), and salvo interval
(SI). 
Just a little more task saturation while enroute to the ip. 
You can find more info on page 54 of the SP3 manual. 
 
DawgMan Out! 
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Great stuff again Beach! Things are looking a bit green there for you as well... 
 
How many times are you gonna run off and get yourself in trouble??? LOL I've managed to stop 
myself doing that lately and concentrate on bringing the airframe back.  
 
What's your basis for using 4000' burst alt on the CBUs? This isn't something I'm too familiar 
with so I'd be interested in your thoughts/experience with this. 
 
As one of the guys said over at Frugals you probably want program 4 on the flares. See p84 of 
the SP3 manual. Your flares will last a lot longer! 
 
Good to see you've done the upgrade and that your campaign is still running nicely. That said 
I've been experiencing the occasional CTD of late which is a bit worrying. 
 
Dunno how you canm keep posting these - I've used nigh on 2GB bandwidth with my few AARs 
this month alone. Gonna have to back off for a bit... 
 
-------------------- 
KiwiSim 'Who said Kiwis couldn't fly?!' 
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All times are Eastern Time Zone  
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