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MAIN MENU 
Upon starting DCS, the Main Menu screen will be displayed after a brief program loading 
screen.  From the Main Menu, you may select captions in the right main menu. Each of 
these captions directs you to a different aspect of the game or exit s the game back to 
desktop.  To make a selection, place your mouse over the caption and the caption will 
be illuminated.  By then left mouse clicking, you will be direct ed to the selected area of 
the program. 

 

At the right side there are a retractable News Panel that shows the latest news about ED 
games and events. News can be thumbing by the two "<>" arrows in the upper -right 
panel corner. 

Along the bottom edge of the s creen are the game icons. These icon represents 
available and installed DCS modules. You can read information on each module and 
select a background theme by clicking an icon. 

Main Menu buttons include: 

¶ INSTANT ACTION . Allows you to quickly fly a pre -built mission that bypasses 
the briefing screen.  When you click on this button, a pop -up screen will be 
displayed that allows you to select an aircraft and mission scenario to fly.  To exit 
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this screen without selecting a mission, click on the yellow X in the top right 
corner.  

¶ CREATE FAST MISSION . Using the built -in mission generator, you can quickly 
create missions according to your specified parameters.  Missions can be created 
in either simple or advanced modes (increased number of mission options). 

¶ TRAINING . An extensive set of training missions are provided to teach you to 
fly and operate the aircraft.  

¶ MISSION . Open a single mission. Using the built-in Mission Editor, you can build 
your own missions or download them from the Internet.  You can access such 
missions from this screen. 

¶ CAMPAIGN . To select a campaign to fly or continue an existing one, select this 
option.  Unlike Missions, Campaigns are a series of missions linked together in a 
logical way resulting from your mission outcomes. 

¶ REPLAY. After each mission you fly, you have the option to save the mission as 
a replay file (Track file). You can access these replay files from this screen. 

¶ MULTIPLAYER . Open the multiplayer interface to host or join an online game.  

¶ MISSION EDITOR .  The Mission Editor allows you to create missions big and 
small.  These missions can then be used as single player missions, multiplayer 
missions, training missions, or to populate a campaign.  This is a powerful tool 
and is the same one used to create the missions and campaigns included with 
the game. 

¶ CAMPAIGN BUILDER . Using missions created in the Editor, you may use the 
Campaign Builder to create your own campaigns that you can play yourself or 
share with friends. 

¶ ENCYCLOPEDIA .  The Encyclopedia is a resource that provides data and 
images of all the air, land, and sea units in the game.  

¶ OPTIONS . The Options screen consists of several tabs and allows you to 
customize your graphics, audio, input, and game play options. 

¶ LOGBOOK. From this screen you may create a pilot persona(s) and track their 
accomplishments and statistics. 

¶ MODULE MANAGER . Use the Module Manager to see special offers, purchase 
new DCS modules, and view purchased ones. 

¶ EXIT . To exit the game and return to desktop , press the red Exit button.  
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INSTANT ACTION 
Pressing this caption opens a pop-up window where you can select aircraft and several 
missions for each aircraft.  Left click on one of the aircraft tabs and then the desired 
mission to fly pre -generated mission. Instant Action is a handy way to quickly fly a 
mission. 

 

 

 

 

Instant 

Action 

Select aircraft 

Select mission 
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LOGBOOK 
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LOGBOOK 
From the Logbook you may create as many pilot personas as you wish.  By creating a 
pilot and using it in missions, the pilot will accumulate mission statistics and awards.   

Note : For the pilot to log flight statistics and awards, it MUST be assigned as the Player 
aircraft in the mission!  

Note : All created pilots must be assigned a country. When creating a player mission, 
the country of the player flight must match the country of the pilot you wish to use!  
Otherwise, mission statistics will not be recorded in the logbook.  

To select the Logbook, left mouse click on the Logbook caption on the Main Menu. 
 

 

The Logbook is divided into three sections:  

Logbook 
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Pilot Page 

Located on the left side of the screen, the pilot page provides specific data about your 
pilots.  At the bottom of the page are two buttons: New and Delete.  To create a new 
pilot, press the New button.  To remove a n existing pilot from the logbook, select the 
pilot from the Name list and then press the Delete button.  

 
 

 

 

 

Elements of the pilot page include: 

¶ Pilot Picture .  In the top left corner of the page is a 128x128 pixel space for a 
pilot photo. To select a new photo, left mouse click on the image and a browser 
window will appear.  Select the desired photo (. png or .jgp) and press the OK 
button.    

Pilot Page 

 
Select aircraft 
 

Nation and Awards Page 
 

General info for all 
aircrafts 
 

Page navigation 
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¶ NAME. When creating a New pilot, enter the name of the pilot in this field.  
Using the drop down menu, you can select other pilots previously created for the 
selected country on the right Country and Awards page. 

¶ CALLSIGN .  When creating a New pilot, enter the callsign of the pilot in this 
field. 

¶ RANK .  As your pilots gain experience, they will grow in rank.  This is done 
automatically.  Rank will be indicated by the name of the rank and the associated 
shoulder board.  Experience is gained through flight hours and accomplishments 
in battle.  

Pilot career statistics, broken down for each aircraft. 

¶ Flight Hours . Total number of hours the pilot has been in the cockpit.  

¶ Daytime . Total number of daylight flight hours.  

¶ Nighttime . Total number of nighttime flig ht hours. 

¶ Landings . Number of landings. 

¶ Ejections . Number of times the pilot has ejected.  

¶ Aerial Refuelings . Number of successful aerial refuelings. 

¶ Total Score . Total score of pilot based on mission performance and flight hours.  

¶ A-G Kills . Total number of  air-to-ground unit kills by pilot.  

¶ A-A Kills . Total number of air -to-air kills by pilot.  

¶ Static . Total number of static object kills by pilot.  

¶ Naval . Total number of naval unit kills by pilot.  

¶ Deaths .  If Invulnerable is set to YES, then each time the pilot would have been 
killed is kept track of in this field.  
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Below the basic pilot attributes are mission career statistics that are cumulated over the 
course of all missions and all aircrafts that the pilot flies.  These are:  

¶ Commissioned . The date that the pilot was created. 

¶ Campaigns .  The number of campaigns that the pilot has completed (either 
won or lost).  

¶ Campaign Missions . Total number of missions in campaigns flown. 

¶ Friendly A -G Kills . Total number of friendly ground units destroyed by pilot.  

¶ Frie ndly A -A Kills . Total number of friendly air units destroyed by pilot.  

The STATUS of the pilot. 

¶ Invulnerable . This can either be set to YES or NO and determines if the pilot 
can be killed in action. 

¶ Kill Ratio . This ratio compares the number of times the p ilot has died compared 
to the number of victories (player deaths / enemy kills).  

Nation, Squadron, and Awards Page 

The left side page indicates the nation, armed forces branch (squadron), and awards of 
the selected pilot.   

¶ Nation . Use the drop down list t o assign the pilot to a country.  

¶ Squadron . Use the drop down list to select the armed forces branch or 
squadron to assign the pilot.  These will be dependent upon the selected nation.  

¶ Awards . In this large field will be displayed medals the pilot has earne d. 

Page Navigation 

Along the very bottom of the screen are the CANCEL button which will return you to the 
Main Menu without saving any changes to the Logbook, and the OK button which will 
return you to the Main Menu page but will save your changes.  

You can also exit the Logbook by pressing the yellow X in the top right of the screen.  
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OPTIONS 
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OPTIONS 
The Options screen allows you to customize your graphics and audio settings, input 
options, and game play settings.  To access the Options screen, left mouse click on the 
Options button on the Main Menu. 

 

The Options page has five tabs at the top that allow you to adjust your settings for 
graphics, audio, inputs, game play, miscellaneous and special.  Left mouse click on a tab 
to display the desired options settings page.  The selected tab is highlighted in yellow.  

Along the very bottom of the screen are the CANCEL button which will return you to the 
Main Menu without saving any changes to Options, and the OK button which will return 
you to the Main Menu page but will save your changes. 

You can also exit the Options page by pressing the yellow X in the top right of the 
screen. 

 

  

Options 
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System Options 

The System Options screen allows you to customize your graphics settings to best suit 
your personal preferences and hardware (CPU, RAM, and graphics card).  

 

 

 

Along the very bottom of the screen are  the CANCEL button which will return you to the 
Main Menu without saving any changes to Options, and the OK button which will return 
you to the Main Menu page but will save your changes. 

You can also exit the Options page by pressing the yellow X in the top right of the 
screen. 

Graphics Settings  

Note : some graphics settings may be unavailable for users on a 32-bit operating 
system. 

Graphics Settings 
 

Graphics Presets 
 

Auxiliary Settings 
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Several graphics settings are available along the left side of the screen.  Selection of a 
graphics option is done by using the drop down list for each item and selecting the 
desired setting.   

TEXTURES 

¶ LOW.  Low resolution textures for terrain, objects, and cockpit.  

¶ MEDIUM.  Medium resolution textures for terrain, objects, and cockpit.  

¶ HIGH.  High resolution textures for terrain,  objects, and cockpit. 

SCENES 

¶ LOW. Only basic buildings at airbases are rendered and no trees are rendered. 

¶ MEDIUM. Air bases and large buildings in urban areas are rendered.  Only trees 
in urban areas are rendered. 

¶ HIGH. All buildings and trees are rendered. 

CIV TRAFFIC  

¶ OFF. No road and rail traffic.  

¶ LOW,  MEDIUM,  HIGH.  The density of road and rail traffic . 

WATER 

¶ LOW. Basic water without 3D surface. 

¶ MEDIUM. Water has 3D surface and shelf. 

¶ HIGH. Water has 3D surface, shelf and full reflections. 

VIS I B RANGE 

¶ LOW. Ground objects such as buildings and trees are rendered at short range. 

¶ MEDIUM.  Ground objects such as buildings and trees are rendered at medium 
range. 

¶ HIGH.  Ground objects such as buildings and trees are rendered at long range. 

HEAT BLUR 

¶ ON. Heat blur from aircraft engine exhausts is visible when aircraft are at low 
speeds. 

¶ OFF. Heat blur is not present. 

SHADOWS 

¶ LOW. All objects have planar shading. 

¶ MEDIUM.  The object that is the focus of view will have self -casting shadows and 
all other obj ects will have planar shadows. 

¶ HIGH.  The object that is the focus of view will have soft shadows and all other 
objects will have planar shadows. 
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RESOLUTION. Select the resolution that the game will be played in. Note that the 
Aspect radio will automatically be set to best match the selected resolution.  For users 
with a multi -monitor setup, the total resolution can be entered manually.  

ASPECT. The aspect ratio of the display will automatically be set to the current 
Resolution, but it may also be entered manually. 

MONITORS . The game allows you to output video to multiple monitors. Four default 
configurations are provided automatically:   

¶ 1 Screen. All video will be displayed on a single monitor (default) . 

¶ 3 Screen. Video will be split equally over three monitors. 

¶ Camera + RMFCD. Video will be split between 2 monitors - one for the main 
camera and one for the right MFCD. 

¶ MFCD. Video will be split between 3 monitors - one for the main camera, one for 
the left MFCD and one for the right MFCD. 

To customize these configurations or create your own new configurations, navigate to 
\Config\MonitorSetup. Each configuration is defined by a separate lua file. 

RES. OF COCKPIT DISPLAYS .  Set the resolution of cockpit displays such as mirrors, 
targeting video indicators, multifunction displays, moving maps, etc.  Note that higher 
resolution settings can negatively impact the smoothness of game play. 

MSAA. Select the antialiasing level for game picture. 

HDR.  Sets the option for High Dynamic Range, which enables some special visual 
effects (such as sun glare and color bloom). 

¶ OFF. HDR effects are disabled. 

¶ COLD COLORS. HDR effects are at low intensity. 

¶ NORMAL. HDR effects are at medium intensity. 

¶ WARM COLORS. HDR effects are at high intensity. 
 

Note : If you wish to increase frame rates, the most import graphics settings to adjust 
lower are SCENES, VISIB RANGE, WATER, SHADOWS, MSAA, and HDR. 

Auxiliary Settings  

CLUTTER/BUSHES . This slider adjusts the range from t he camera at which 
grass/bushes are rendered on the ground.  

TREES VISIBILITY. This slider adjusts the range from the camera to which 3D tree 
rendering extends. 

PRELOAD RADIUS . Radius of the preloaded terrain around user position in meters. A  
large setting can decrease hard disk swapping but it requires more system RAM. 

DISABLE AERO INTERFACE . This option turn s off the Windows Aero Interface, and 
this may provides a performance increase for some PCs. 
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TREE SHADOWS. Check this box to enable trees shadows. Enabling tree shadows may 
reduce PC performance. 

VSYNC. Check this box to enable frame rate vertical synchronization to your monitor's 
refresh rate. 

FULL SCREEN. Check this box if you wish the game to fill up the entire screen.  When 
full screen is unchecked, the game will run in windowed mode. If your desktop 
resolution is greater than your game resolution and you do not have this box selected, 
then the game window will be smaller than the monitor's display . 

COCKPIT SHADOWS.  Check this box to enable dynamic cockpit shadows. Note, this 
can have a considerable impact on frame rates. 

TSSAA. Check this box to enable antialiasing of transparent objects (trees, fences, etc.). 
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Controls Settings 

The control settings tab allows you to customize your control input devices.  Such 
controls can include joysticks, mice, keyboards, rudders, etc.  Using the manager, you 
can map functions to keys, create axis curves and assignments, and adjust force 
feedback levels.  Of note, you can create and save multiple input profiles. 
 
 
 

 
 
 
 

Along the very bottom of the screen are the CANCEL button which will return you to the 
Main Menu without saving any changes to Options, and the OK button which will return 
you to the Main Menu page but will save your changes. 

You can also exit the Options page by pressing the yellow X in the top right of the 
screen. 

Main Listing Window .  This vertically organized list displays each assignable action in 
regards to each detected input device connected to your computer.  On the left side of 
the list is the column that lists each assignable Action.  The list of Actions is determined 
by your Input Category and Player Mode selections.  To the right of the Action column 
are columns for each detected input device.  To assign an action an input device, left 

Input 
Category 
 

Main Listing 
Window 
 

Save Input 
Profile 
 

Load Input 
Profile 
 

Edit Input 
Modifiers 
 

Aircraft Control 
Mode 
 

Edit Input 
Buttons 
 

Axis 
Assignment 
 

Axis 
Tune  

Clear 
Category 
 

Force-Feedback 
Tune  

HTML list of 

commands 
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mouse click in the field where the Action line and the device column intersect.  This will  
then be indicated by a white box in the field.  Note, you can test whether an input 
command is mapped on a particular controller by pressing the command while the 
controller's column is highlighted. 

Aircraft C ontrol  Mode .  The Aircraft Control Mode drop down list shows the different 
control modes possible in a mission: 

¶ Aircraft Game. Active when a mission is launched with Game Avionics mode on. 

¶ Aircraft Sim. Active when a mission is launched with Game Avionics mode off. 

¶ Free Camera. Active when a mission is launched with no player or client -
controlled aircraft.  

Input Category .  The Input Category drop down list displays all the general input 
categories of the player aircraft.  To select a category from the list, left mouse click on it 
and the input actions o f that category will be displayed in the main listing window.  

 

 

Clear Category. If you wish to clear all input assignments for a controller, left click on 
any input command for the controller and then click on the CLEAR CATEGORY button. 
This will erase all input assignments for the controller column.  

Input Categories 
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Save Input Profile . After you have modified (added, deleted, or changed) an input 
option to a profile, you can save it using the SAVE PROFILE AS button.  Upon pressing 
this button, the Save Profile As browser window will be displayed.  This window allows 
you to browse to a location on your computer and save the profile.  You can either save 
the profile under the default name or create a new profile under a different name.  As 
such, you can create multiple profiles for a single aircraft if you wish.  

 

Load Input Profile . Once an input profile is created, you may load it as the active 
profile by selecting the LOAD PROFILE button.  This button will display the Load Profile 
browser window and allow you to select the desired profile to load.  After selecting the 
desired profile, press the OK button. 

Note: The loading and saving functions are specific to the device and not global for the 
profile 

Modify Input .  Pressing the MODIFIERS button will display the MODIFIERS PANEL 
window and allow you to set control modifiers and control switches to allow additional 
control assignments. 

 

The Modifiers panel consists of two parts, the Modifiers at the left and the Switches at 
the right.   

Modifiers 
 

Switches 
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Modifiers  

Modifiers usually use a key or button combination with Shift, Ctrl, or Alt (by default) or 
any custom keys assigned to act as a modifier. For example, you can assign any joystick 
button as a modifier and use it to expand the available joystickôs commands that can be 
assigned to your input device (i.e. Ctrl + T).  

By default, several Modifiers are included in the Modifiers window: LALT, LCTRL, 
LSHIFT, MOUSE_BTN_3, RALT, RCTRL, RSHIFT, and RWIN.  However, by pressing the 
ADD button below the Modifiers list window, you can also create your own.  

 

From the ADD MODIFIER panel, first select the device you wish to set the modifier from.  
This could range from a keyboard, to a mouse, to a joystick or a throttle.  Once the 
device is defined, select the specific key or button on the device from the Select Modifier 
Button field.  Once complete, press the OK button to save your new Modifier and it will 
be displayed in the Modifier list window.  

To remove a modifier, select it from the window and then press the REMOVE button. 

With at least one modifier in the list, you can now assign a modifier to any Action from 
the Add Assignment Panel. 

Switches   

The switches window in the right part of the Modifiers Panel works as a toggle as 
opposed to the modifiers. With modifiers you must press the modifier and key 
simultaneously, for example Ctrl and T.  With a switch you can first activate the switch, 
then press any needed keys and then turn off the switch.  You can think of it as setting 
a key to a mode.  For example, you could assign the ñEò button on the throttle as a 
switch and the Hat on the stick to control the  trim. In flight,  you could then press ñEò 
one time and use the hat to  trim the aircraft  instead of its default function  of view 
panning. 
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From the ADD SWITCH panel, first select the device you wish to set the switch from.  
This could range from a keyboard, to a mouse, to a joystick or a throttle.  Once the 
device is defined, select the specific key or button on the device from the Select Switch 
Button field.  Once complete, press the OK button to save your new Switch and it will be 
displayed in the Switch list window. 

To remove a switch, select it from the window and then press the REMOVE button. 

With at least one switch in the list, you can now assign a switch to any Action from the 
Add Assignment Panel. 

Edit Input Buttons .  When creating, editing, or deleting an Action on the Main Listing 
Window, the ADD, CLEAR, and DEFAULT buttons will be needed. 

To add, clear or set to default an input to an Action, you first need to select the 
Category that lists the desired Action.  Once the Action is located, Left mouse click in the 
field that intersects between the Action and the Input Device that you want to map.  For 
example, you may wish to change the keyboard assignment of the key that changes the 
landing gear cycle.  In this example you would locate the Landing Gear toggle Action 
row and then left mouse click in the field where it intersects the Keyboard column.  
Once selected, the field will have a white box in it.  

With the Action and Input Device now selected, you can press one of three buttons:  

ADD. Pressing the ADD button displays the ADD ASSIGNMENT PANEL.  This panel has 
the following fields:  
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¶ Action . Displays the name of the Action as displayed in the Main Listing 
Window. 

¶ Key, Button . Pressing the desired key or by moving the desired input axis, the 
name of the key, button or axis will be displayed here.  Additionally, you may 
click on the drop down arrow and display all the possible inputs that can be 
assigned to the Action manually. 

¶ Add Modifier .  Use the drop down list to view all Modifiers and Switches that 
can be assigned to the Action.  Note that this list can be edited from the 
Modifiers Panel. 

¶ Added Modifiers . Once you have added a modifier or switch, it will be 
automatically listed in this field.  

¶ Currently In Use . If the assigned key or button is already in use with another 
Action, the conflict will be listed here.  

CLEAR. Once a field is selected, you can press the CLEAR button to remove the 
assignment. 

RESET. Pressing the RESET button will return the Action to its default setting.  

DEFAULT.  With a field selected, you can press the DEFAULT button and the originally 
assigned assignment to the Action will be restored. 
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Red conflict text appears when there are incorrect modifiers. For example , if  you delete 
one of the present modifiers, then all strings with thi s modifier will be shown in red . 

Tune Input Axis .  If you have assigned an input axis to an Action, you can then press 
the AXIS TUNE button to adjust how the axis responds.  The resulting Axis Tune Panel 
window will then allow you fine control over each axis.  Functions of the panel include:  

Input conflict  
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Deadzone . Allows you to create a ñdead zoneò in the center of the curve. Depending 
on the accuracy of your joystick, you may wish to setup a deadzone value of 5 -10. This 
will help avoid problems when trimming the aircraft due to calibration problems. Move 
the slider to the right to increase the deadzone and move to the left to decrease it.  The 
actual numeric value is displayed to the right of the slider.  

Saturation .  These sliders for both X and Y allow you to adjust the total axis travel in X 
and Y and will be converted to control input.  For example, if you want the entire axis 
throw of a joystick to be used as input, you would set the X and Y limits to the corners 
of the window (saturation levels of 100).  If however you wanted to reduce the possible 
input throw of a joystick by 50%, you would set the X and Y saturation levels to 50.  

Curvature . Moving this slider to the right and left increases and decreases the non-
linearity of the axis curve.  You can use this curve to adjust how sensitive (or 
insensitive) the axis is.  It is common to have a shallow curve near the deadzone  to 
increase the accuracy of fine control input.  The actual numeric value is displayed to the 
right of the slider.  

Slider .  Allows you to set the axis in regards to a slider and not a default curve that will 
return to center when there is no input being generated from the device. For example, 
you may wish to use the Slider function for the throttle axis but the standard curve axis 
for a control stick.  

Invert . The Invert radio button w ill swap the axis of the device. 

User Curve . Rather than use the Curvature slider, you may select the User Curve radio 
button and display 11 vertical scales that allow you to adjust input device responses.  
These range for 0% input on the left side of the scale to 100% input on the right side of 
the scale. 

Device axis 
curve 
 

Raw axis 
position 
 

Actual axis 
position 
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Axis Tune . Use this drop down list to select the axis you wish to tune.  

Tune Force Feedback . If you are using a force feedback joystick, you may press the 
FF TUNE button to display the Force Feedback Tune Panel.  This panel allows you to 
adjust the trimmer force and shake of the stick.  
 

 

To swap the force feedback axis, check the Swap Axis radio button. 

At the bottom of the panel are buttons to CANCEL changes and return to the Controls 
page, or OK (save) any changes and return to Controls. 

Create  HTML Commands . You can make an HTML list of commands for selected 
aircraft. After pressing this button , it  will open an explorer window with the HTML files 
for all your devices. 

C:\Users\<username> \Saved Games\DCS\InputLayoutsTxt\ 
  

User Curve 
scales 
 

Adjust trim 
force 
 

Adjust shake 
force 
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Gameplay Settings 

The Gameplay settings tab allows you to customize how realistic you want your 
simulation experience to be.  Using these settings, you can have a very realistic and 
challenging mission experience or a much more relaxed and casual experience with little 
need for detailed systems knowledge and combat skills. 

 

Difficulties  

These difficulty options are selected as radio buttons, and when selected, the stated 
option is enabled.  Difficulty options include:  

¶ Game Flight Mode .  Game Flight Mode greatly reduces the complexity and 
challenge of flying an aircraft.  When not selected, aircraft will use a more 
advanced flight model system that is more authentic, but can be a challenge to 
first-time-fliers.  The Game Flight Mode however makes flying the aircraft much 
easier and care-free. 

¶ Game  Avionics  Mode .  We have also included gameplay mechanics for the 
avionics that make the game more accessible to the casual gamer. With game 
avionics mode on, target indicators are added to the display and shortcuts are 
available for targeting and weapons firing . Note, when flying a mission with 
Game Avionics mode on, the "Ka-50 Game" control mode will be active.  With 
Game Avionics mode off, the " Ka-50 Sim" control mode will be active.   
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¶ Radio Assist s.  When enabled, you will get audio alerts informing you of 
incoming missiles, when you are within valid weapon use parameters, and 
information on the location of enemy units.  

¶ Tool Tips . When in the cockpit, you may hover your mouse over a control and a 
brief note indicating the function of the control will be displayed . 

¶ Permit Crash Rcvr . Crash recovery will allow you to respawn if  your aircraft  is 
destroyed or you eject during the mission. 

¶ Easy Communication.  With Easy Communication on, the radios will 
automatically tune to the selected recipient's frequency. In addition, the radio 
menu will only display objects present in the mission and highlight those with 
whom contact is possible. With Easy Communication off, the player has to tune 
the correct radio set to the correct frequency for the desired contact and select 
the correct contact out of the full radio contacts menu.  

¶ Padlock . The padlock system allows you to keep your virtual eyes locked 
(padlocked) to either an air or surface point as long as the target is within visual 
constraints when viewed from within the cockpit.  In addition to units and the 
ground, you may also padlock incoming missiles. 

¶ Labels .  When enabled, labels appear next to units seen in the simulation world.  
Labels are designed to allow you to more easily spot units and give important 
information about them according to their range from you.  The further they are 
away from you will result in less information in t he label.  The range at which 
label information is provided varies by unit type.  The following table summarizes 
this: 

Aircraft Label 

30 km ' 

20 km + Range to object 

10 km + Name of object 

5 km + Callsign of pilot 

    

Ground Label 

20 km `  

10 km + Range to object 

5 km + Name of object 

    

Naval Label 

40 km `  

20 km + Range to object 

10 km + Name of object 

    

Weapons Label 

20 km `  

10 km + Range to object 

5 km + Name of object 

 

If you wish, you may manual ly adjust the labels by editing \Config\View\Labels.lua 

¶ Unlimited Fuel . When enabled, your fuel is never expended.  Note though that 
with full fuel tanks, your aircraft performance will suffer in several ways due to 
the increased weight. 
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¶ Unlimited Weapons . When a weapon is expended, it will automatically be 
immediately replenished when this option is checked. 

¶ Immortal . Enabling immortality will make it impossible to damage or destroy 
your aircraft.  

¶ Allied Flight Reports . Enables the radio chatter of allied flights on the assigned 
radio frequencies. 

F10 View Options  

When in the simulation and having pressed the F10 key, a map of the simulation world 
will appear that shows both friendly and enemy units.  You can use this view to gain an 
overall view of the battlefield outside of your cockpit .  Icons are depicted according to 
general unit type and Blue Side units have blue icons, Red Side units have red icons, 
and the playerôs unit has a white icon. 

The F10 View options allow you to set which elements are visible to player when viewing 
the map. 

¶ MAP ONLY.  No objects icons will be displayed on the map. 

¶ MY A/C.  Only the player's own aircraft icon will be displayed on the map.  

¶  

¶ FOG OF WAR. Only hostile units detected by friendly units are displayed.  

¶ ALLIES ONLY.  Only units of the player's coalition will be displayed on the map. 

¶ ALL.  All units will be displayed on the map. Default selection. 
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Along the top of the screen is the tool bar with the following functions from left to right:  

Cursor Coordinate  and elevation .  As you move the mouse across the map, the 
geographic coordinate of the cursorôs location and elevation is displayed in this field. 

Detection Zones . When enabled, the detection zones of air defense units are 
displayed as circles around the units. 

Threat Zones .  When enabled, zones around air defense units that indicate the 
engagement range of the unit are displayed.  

Unit Labels .  When enabled, a label that indicates unit type is displayed next to each 
unit on the map.  

Distance Tool .  By left mouse clicking on the map and then dragging the cursor to a 
new location, a line will be drawn between the two points.  Right of the Distance Tool 
button will be displayed the distance of the line and next to the HDG (heading) label will 
be displayed the heading from the start point to the end point of the line.  

Zoom In Tool .  To zoom in on the map, click this button and the cursor will become a 
magnifying glass with a ñ+ò symbol in the center.  Left click on the map where you want 
to zoom in to and re -center your map on.  To disable this mode, you must click 
this button a second time.  

Zoom Out Tool .  To zoom out of the map, click this button and the cursor will become 
a magnifying glass with a ñ-ò symbol in the center.  Left click on the map where you 

Unit Data 
 

Cursor coordinates 
and elevation 
 

Game data/time and 
acceleration rate window 
 Detection Zones 

 

Threat Zones 
 

Unit Labels 
 

Distance Tool 
 

Zoom In Tool 
 

Zoom Out Tool 
 

Map 100% 
 

Player Center 
 

Map Type Buttons 
 

Targets 
 

Routes 
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want to zoom out from and re-center your map on.  To disable this mode, you must 
click this button a second time.  

Map 100% .  To quickly zoom the map out to its full, 100% size, press this button.  

Player Center . To center the map screen on the player, press this button.  

To gather more information about a unit displayed on the map, you may left click on it 
and the Unit Data window will appear.  The selected unitôs icon will turn yellow.  This is 
an information-only window that can display the following information, depending on the 
unit type:  

¶ Unit type 

¶ Side 

¶ Unit callsign 

¶ Group task 

¶ Unit altitude 

¶ Unit speed 

¶ Unit heading 

¶ Unitôs current coordinates 

Map Type.  In the top right portion of the screen are three choices of map type. These 
include: 

¶ MAP. Displays map view of world without elevation data.  

¶ ALT. Displays map view but with elevation data relief.  

¶ SAT. Displays satellite map view of world. 

Additional Settings  

On the right side of the screen are several more options that allow you to better 
customize the gameplay options of the simulation.  These include: 

¶ Editor Icon Style . When placing units and points on the map using the mission 
editor, you can either use western-style (NATO) military icons or Russian-style.  
Select between the two using this drop down list.  

¶ Units . Using the drop down menu, you may select either Imperial or Metric units 
of measurement.  This selection will determine the units of measurement used in 
the Mission Editor. 

¶ Cockpit Language.  If the flown aircraft has advisory messages in both English 
and Russian, this options allows you to choose which to hear. 

¶ Birds . Use this slider to adjust the likelihood of bird strikes when flying at very 
low altitudes. A setting of 100% represents a realistic probability of a bird strike. 
Note, the simulation does not feature vi sible 3D birds as objects. Only the likely 
damage effects (primarily engine flameout) are simulated.  
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¶ G-Effect . Depending on the amount of G you are loading on the aircraft, the 
effect of the G-force can have different effects according to the level you select 
from the drop down list.  Options include: None, Game, and Simulation.  Note 
that the G-model accounts for rapid-G onset which can be much more 
demanding on the pilot (you).  As such, when using the Realistic setting, ease 
into the G rather than pulling very quickly. 

¶ Mini HUD.  If flying Flaming Cliffs 3 aircraft, this options allows you to 
enable/disable the Mini HUD that provides basic HUD symbols to always be 
displayed regardless of where the view is directed. 

¶ Mirrors . Check this box to enable rear view mirrors.  Note that mirrors can have 
a significant effect on system performance. 

¶ Use These Options For All Missions .  When checked, this option will force 
any mission you fly to use the Options you personally set.  If, however, this box 
is unchecked, the Options used when the mission was created will be used.  

Presets  

In the lower left portion of the screen are the two Preset buttons.  These allow you to 
quickly set the gameplay options to provide either a realistic SIMULATION experience or 
a GAME experience.  Press either button to quickly configure your options or manually 
select them to your own personal preferences. 

Along the very bottom of the screen are the CANCEL button which will return you to the 
Main Menu without saving any changes to Options, and the OK button which will return 
you to the Main Menu page but will save your changes. 

You can also exit the Options page by pressing the yellow X in the top right of the 
screen. 
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Audio Settings 

 

Along the right side of the screen are the setti ngs to control the audio environment in 
the game.  This is done through a combination of six sliders and two radio buttons.  

The audio sliders increase volume when moved to the right and decrease when moved 
to the left.  Each slider is dedicated to a specif ic audio channel: 

¶ VOLUME. This controls the ingame master volume of the audio settings and 
affects all channels equally. 

¶ GUI . The volume of the Graphics User Interface (GUI) devices, like button clicks, 
is controlled with this slider.  

¶ WORLD . The volume of audio sources outside of the cockpit. 

¶ IN COCKPIT . This slider controls the volume levels of audio sources inside your 
cockpit.  Examples include switches and fans. 

¶ HELMET. Use this slider to adjust volume levels that would come through the 
pilot's headphones such as radio messages and warnings. 

¶ MUSIC . The volume of the music that is heard when in the menu screens is 
adjusted with this slider.  
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Below the sliders are two radio buttons that act as on -off switches: 

¶ RADIO SPEECH . Turn all radio speech on or off.  

¶ SUBTITLES . Turn all text subtitles on or off.  

Miscellaneous 

The Miscellaneous tab includes a number of additional game options. 

 

¶ External Views.  Check this box to allow external views. 

¶ F5 Nearest AC View Allow . Check this box to allow the "F5" external padlock 
to nearest aircraft view. 

¶ F10 Map  View Allow . Check this box to allow the "F10" Map view. 

¶ F11 Free Camera Allow . Check this box to allow the "F11" Free Camera view. 

¶ Head Movement by G -Force s in Cockpit . Check this box to enable the 
simulation of the pilot's slight head motion resulting from aircraft maneuvering in 
flight.  

¶ Force Feedback Enabled.  Check this box to enable force feedback effects. 
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¶ Synchronize Cockpit Controls with HOTAS Controls at Mission Start . 
When enabled, this option will set the mapped switches in the cockpit according 
to their setting on your input devices.  

¶ Random System Failures.  Check this box to allow randomized aircraft system 
failures to occur during the mission. These failures are automatically generated 
to simulate mean time between failures of different systems and are not based 
on the scripted aircraft failures included as part of a mission.  

¶ Coordinate Display.  Selects between Lat/Long, Lat/Long Decimal and MGRS 
coordinate systems in the coordinate display windows of the ME and in-game 
panels. 

¶ GUI Theme.  Select background theme of the Main Menu from the drop-down 
list. 

Special 

The Special tab includes several of dedicated module tabs. 

Ka-50  
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¶ Central Position Trimmer Mode.  When selected, enables the alternate 
method of trim system implementation for non -force-feedback joystick devices. 
Using this mode, the player's control input is unrecognized after the trimmer 
button is pressed-released, until the controls are returned to a neutral position. 
This prevents the player from having to quickly return the controls to neutral 
after pressing-releasing the trimmer button, as is necessary using the default 
trimmer implementation.  

Combined Arms  

 

¶ Compute Firing solutions . When selected, this enables a leading cue for 
current weapon system. 

¶ Platform Shake . Enables or disables the vehicle to shake when moving over 
rough terrain. 

¶ Target Info . Type of locked target and range to target.  
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ȶ-51 D 

 

Auto rudder . Auto Rudder automatically eliminates any sideslip. This assist is most 
noticeable during flight.  

Take -off assistance . This slider determines the value of sideslip compensation during 
the taxi and take-off, as a percentage. 100% is equal to enabling the Auto Rudder 
option. 

The main difference between this and Auto Rudder is that it works while the aircraft is 
still on ground. 

P-51D Mustang note: for users using just a simple joystick, in OPTIONS/SPECIAL it is 
advised that "AUTO RUDDER" and "TAKE-OFF ASSISTANCE" is chosen 

 
  



ED [ DCS USER MANUAL]  

 
 

41 DCS USER MANUAL 

 

TRAINING 
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TRAINING 
To best help you learn how to fly the aircraft, we have created a Training module 
consisting of a series of interactive training missions or pre-recorded training videos.  To 
enter the Training menu, select the Training button from the Main Menu screen.  

 

The Training menu is divided into the following t hree areas: 

Training 
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¶ Aircraft Tabs . Select the aircraft you wish to train in . 

¶ Training Tasks .  Training is broken down into several categories of missions 
and each category is listed in this window. 

¶ Lessons .  After selecting a Training Task category by left mouse clicking on it, a 
list of missions within that category are listed in this window.  Each of these 
lessons is designed to teach a specific aspect of the selected Training Task. 

¶ Briefing .  Once a Lesson has been selected by left mouse clicking on it, a text 
briefing is displayed that provides an overview of the Lesson you selected. 

To access the training videos you should download and install from 
http://www.digitalcombatsimulator.com  

Along the very bottom of the screen are the BACK button which will return you to the 
Main Menu and the START button which begins the Lesson. 

You can also exit the Training page by pressing the yellow X in the top right of the 
screen. 

Training Tasks 
 

Lessons 
 

Briefing 

Aircraft Tabs 
 

http://www.digitalcombatsimulator.com/
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MISSION 
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MISSION 
Using the Mission Editor, missions can be created and then opened to play from the 
Mission screen.  To reach the Mission screen, click on the Mission button on the Main 
Menu page. 

 

Selecting Mission will display the Select Mission page.  This window allows you to 
browse your local disk(s) and select and load saved missions.  Missions are stored in a 
.MIZ format.  

Mission 
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Using standard Windows file browser functionality, you may select the DRIVE or 
dedicated aircraft folder you wish to search using the DRIVE field in the top right of the 
window and then select the desired mission from the folder/file listing. 

Once you have selected the desired mission by left mouse button clicking on it, press 
the OPEN button at the bottom of the window to load it.  When the mission is selected, 
any briefing written for the mission will be displayed in the left side Mi ssion Description 
window. 

You may also exit the window without loading a mission by pressing the CANCEL button 
at the bottom of the window or the X button in the top right corner.  

Having pressed the OPEN button, you will be directed to the Mission Briefing screen.  On 
this screen you are presented with one or more briefing images and the data and 
mission text briefing.  

 
 

Mission Briefing 
 

Browser 
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The Mission Briefing screen consists of the following elements:  

¶ Mission Details . Each mission can consist of one or more briefing images.  
These images are created by the mission designer and can consist of such 
content as mission maps, target area photo, target vehicle images, etc.  

¶ Mission Detail Page Select .  Use the left and right arrow buttons to cycle 
between Mission Detail briefing images. 

¶ Mission Briefing Text . The scrollable text block on the right side of the screen 
consists of automatically generated mission data such as sides, flight 
information, and mission start times.  Additionally, a textual briefing can also be 
included in the Description portion.  

At the bottom of the page are three additional buttons.  

¶ CANCEL. Press the cancel button to return to the Mission  page.  You can also 
cancel the mission by pressing the yellow X in the top right corner of the page.  

¶ FLY. Press the FLY button to start the mission and enter the simulation.  

Mission Details 
 

Mission Detail Page Select 
 

Mission Briefing Text 
 

Mission Planner Select 
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¶ MISSION PLANER.  Pressing the Mission Planer button will open the selected 
mission in the Mission Planer and allow you to view it in detail , edit route and 
weapons of your flight .   
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REPLAY 
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REPLAY 
Every time you play a mission, a replay file of the mission is automatically recorded as a 
.TRK (track) file.  When viewing your mission debriefing, you can choose to save the 
Replay under a different name than the default.  However, if you do not and play  the 
same mission again, the original Replay will be overwritten.   

To select a Replay file, select Replay from the Main Menu page.  Note that you cannot 
view Replays from the Open mission page or the Mission Editor. 

 

 

Upon opening the Replay page, you are presented with a page that is very similar to the 
Open mission page.  This page allows you to browse your local disk(s) and select and 
load saved Replay files (.TRK). 

Using standard Windows file browser functionality, you may select the DRIVE you wish 
to search using the DRIVE field in the top right of the window and then select the 
desired Replay from the folder/file listing.  

Once you have selected the desired Replay by left mouse button clicking in it, press the 
OPEN button at the bottom of the window to load it.  When the Replay is selected, any 
briefing written for the mission that the Replay is based on will be displayed in the left 
side Mission Description window.  

 

You may also exit the window without loading a mission by pressing the CANCEL button 
at the bottom of the window or the X button in the top right corner.  

When saving tracks from the Debriefing menu after flying a mission, the file is saved to 
the default directory: C: \Users\<User Name>\Saved Games\DCS Ka-50\Tracks. 

Replay 
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CREATE FAST MISSION 



ED [ DCS USER MANUAL]  

 
 

53 DCS USER MANUAL 

 

CREATE FAST MISSION 
The Create Fast Mission menu allows you to quickly setup mission scenarios to fly. The 
Create Fast Mission menu is accessed by pressing the Create Fast Mission button on the 
main menu. 

 

Create Fast Mission has two modes: Simple and Advanced. When first opened from the 
main menu, Simple mode is selected.  

  

Create Fast 
Mission 
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Simple Mode 

 

The Create Fast Mission (Simple mode) panel has the following settings: 

AIRCRAFT. Select desired flyable aircraft. 

COUNTRY. Specifies the country the player will fly for . 

START FROM. Specifies where the player will start from . 

¶ Airborne . Playerôs aircraft will appear in the air. 

¶ From Runway . Playerôs aircraft will be located on the runway closest to the 
combat area and ready for takeoff.  

¶ From Ramp . Playerôs aircraft will be located in the aircraft parking area of the 
runway closest to the combat area and require a cold start. 

¶ Random . Randomly selects one of the above 3 options. 

DIFFICULTY . Specifies mission difficulty level. 

¶ Easy. The mission will contain few enemy units with low skills. 

¶ Medium . The mission will contain average number of enemy units with average 
skills. 
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¶ Hard . The mission will contain high number of enemy units with high skills. 

THEATER OF WAR. Specifies the theater of operation. 

¶ Caucasus . The mission will take place in Caucasus region (Russia, Georgia, 
Abkhazia, South Osetia). 

SEASON. Specifies the time of the year. 

¶ Summer . 

¶ Winter . 

¶ Fall . 

¶ Spring . 

¶ Random . Specifies any one of the above seasons. 

WEATHER. Specifies the weather in the mission. 

START TIME . Mission start time. 

¶ Random. 

¶ Time. Specifies the time in 24-hour format (HH:MM). 

ADVANCED MODE. Switches to the Fast Create Mission (Advanced mode) menu. 

FLY. Generates the mission and opens to the mission briefing window . 

CANCEL. Exits to the main menu. 
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Advanced Mode 

 

The Fast Create Mission (Advanced mode) menu consists of four main panels: OPTIONS, 
FORCES, BATTLE LOCATION and BRIEFING. 

Options  

This section allows you to set all the settings from the Simple Mode described above. 

Forces  

This section allows you to set force balance between Blue and Red coalitions. 

It  contains 6 force types and each can have one of 5 balance settings:  

¶ No . The set force type will not be present in the mission . 

¶ Min . Minimum level. 

¶ Med . Medium level. 

¶ Max . Maximum level. 

¶ Random . Random selection among Min, Mid or Max. 
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The number of units in each category is set according to unit type:  

¶ ATTACK PLANES. Sets the number of attack planes such as Su-25 or A-10. 

¶ FIGHTER PLANES . Sets the number of fighter planes such as Su-27, Mig-29, F-
15. 

¶ HELICOPTERS. Sets the number of helicopters such as Ka-50, Mi-24, AH-64. 

¶ AAA. Sets the number of Anti -Aircraft Artillery unit s such as ZU-23, ZSU-23, 
Vulcan. 

¶ SAM. Sets the number of SAM units such as M6, Hawk, Stinger, Igla, Osa, Buk, 
Strela-1. 

¶ VEHICLES. Sets number of vehicles such as tanks, BMPôs, BTRôs, trucks. 

The tactical dynamics of combat between Red and Blue forces will depend on the 
settings in this section. 

Battle Location  

This panel allows you to choose the general location of combat. To specify the area 
simply click on it using the mouse. 

Briefing  

The Briefing windows will display the mission briefing once the m ission is generated. 

Two buttons are located under the briefing text area : 

¶ GENERATE MISSION . Generates the mission. 

¶ EDIT MISSION . Opens the full mission editor that allows you to fine -tune the 
generated mission. 

Two buttons are located at the bottom of the  screen: 

¶ CANCEL. Exits to the main menu. 

¶ FLY. Starts the mission. 
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MISSION EDITOR 
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MISSION EDITOR 
The Mission Editor (ME) of allows you to create stand-alone missions, campaign 
missions, training missions, and multiplayer missions.  The ME consists of the following 
primary elements: 

1. Interactive mapping system 

2. Unit placement tools 

3. Weather editor 

4. File management system 

5. Goal creation tool 

6. Trigger system tool 
Starting the Mission Editor 

Located on the Main Menu screen is the EDITOR button.  Place your mouse over the 
button and left click.  You will then be directed to the ME after a brief loading screen.   

 

The Mission Editor Map and Navigation 

The ME is divided into four primary areas: 

¶ World Map .  This area of the screen forms the major ity of the screen and 
displays the topographic map, units, routes, and other mission elements.  

Mission 
Editor 
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¶ Mission and Map Bar . Along the bottom of the screen is the Mission and Map 
Bar and this provides you information on cursor location on the World Map as 
well as mission name and current time. 

¶ System Bar . Along the top of the screen is the System Bar, and from here you 
control file management, access the campaign editor, the encyclopedia, credits, 
enable track recording, and duplicate several functions from the Tool  Bar. 

¶ Tool Bar.  The Tool Bar, along the left side of the screen, provides you a large 
assortment of tools that allow you to create a mission and modify what is 
displayed on the World Map. 

Each of these areas will be discussed in more detail below. 
 
 

 
 
 

The World Map  

The World Map consists of the Black Sea region with detailed terrain along the eastern 
edge.  While other areas of the map are represented, they are not as fully detailed as 
the eastern areas.  Using the Options menu (described later), you may filter the data 
that is displayed on the map such as urban areas, rivers, roads, etc.  

Tool Bar 
 

System Bar 
 

World Map 
 

Mission and Map Bar 
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Navigating the Map  

A right mouse button hold while moving the mouse will pan the view and rotating the  
mouse wheel controls the zoom level.  Selecting an object or unit is done by clicking 
with the left mouse button.  To zoom in on a specific location on the map, place the 
cursor over the desired location and rotate the mouse wheel forward.  

The Mission and  Map Bar  

Located along the bottom of the screen is the Mission and Map Bar. This is an 
informative bar that tells you the name of the loaded mission, cursor position and 
altitude within the World Map, map scale, map mode, and the current time according to 
your Windows settings (not mission time).  
 
 
 

 
 
 
 

Note that the coordinates and altitude are controlled according to the position of your 
mouse on the World Map.  These numbers will change dynamically as your move your 
mouse and correspond to the real life coordinates and altitude of the topography.  This 
can be a useful tool when trying to determine the coordinates of an objective for a 
mission briefing.  Cursor displayed altitude may be set to either feet or meters, 
depending on your Options/Gameplay/Units setting. The coordinate display can be 
toggled between Lat/Long, Lat/Long Decimal and MGRS, depending on your 
Options/Misc/Coordinate Display setting. 

With no Tool Bar functions open, the Mode field will default to PAN/SELECT.  However, 
when you select tools such as ADD HELICOPTERS, ADD ZONE, etc., the selected mode 
will be indicated here. Possible modes include: 

¶ ADD PLANE 

¶ ADD HELI 

¶ ADD SHIP 

¶ ADD VEHICLE 

¶ ADD STATIC 

¶ ADD ZONE 

¶ TAPE 

¶ ADD TEMPLATE 

Cursor Altitude 
 

Map Scale 
 

Real Time 
 

Mission Name 
 

Cursor Coordinate 
 

Mode 
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Note that ñNew Missionò will appear in the Mission Name field until you save a newly 
created mission. 

The System Bar 

Located along the top of the screen is the System Bar.  The System Bar consists of 
several pull down menus.  These are: FILE, EDIT, FLIGHT, CAMPAIGN, CUSTOMIZE, 
MISSION GENERATOR and MISC.  To select one of these pull down menus, place your 
mouse over the text and left mouse click.  

The System Bar pull down menus provide the following functions:  

File   

The File functions provide you basic file management of missions.  These include: 

NEW . Selecting New will allow you to exit the current mission loaded and start a new 
one from scratch.  Before proceeding though, a consent message box is provided to you 
so that you do not accidentally lose a mission you are working on.  After creating a new 
mission, you will be displayed the THEATER OF WAR and COALITIONS window.  This 
window allows you to define a map and what countries (factions) will be assigned to one 
of the two s ides.  Unassigned countries will not take part in the mission. In the left side 
window all unassigned factions are listed; in the top right window the RED side factions 
are listed; and in the lower right window all BLUE side factions are listed.  To move a  
faction, left click on the desired faction and then press either the left or right arrow 
button to move it between the unassigned window and a side window  or press the up 
and down arrows to move the faction to the other side directly .   
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At the bottom of  the window are three buttons.  The SAVE button allows you to save the 
current faction distribution and will be set as the default.  The OK button will use the 
current distribution for the mission but will not save it as the default, and the CANCEL 
button will close the window without applying any changes.  You may also close the 
window by clicking on the X button in the top right corner.  

Note : When creating missions, it is up to you to decide who will be allied with whom.  
You are free to create realistic alliances or make very fanciful ones.  We leave it to you 
to decide.  

OPEN. Selecting Open will display the Open Mission window.  This window allows you 
to browse your dedicated mod folders or local disk(s) and select and load saved 
missions. 
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Using standard Windows file browser functionality, you may select the DRIVE you wish 
to search using the DRIVE field in the top right of the window and then select the 
desired mission from the folder/file listing. Once you select a mission file, the path to 
that file is displayed in the PATH field and the name of the mission file is displayed in 
the FILE field.  Note that mission files are assigned a .miz extension. 

Once you have selected the desired mission file, press the OK button at the bottom of 
the window t o load it.  You may also exit the window without loading a mission or track 
file by pressing the CANCEL button at the bottom of the window or the X button in the 
top right corner.  

SAVE AS. The Save As function operates much like the Open Mission window but it 
allows you save a mission file and give it a unique name.  The primary difference is that 
you may overwrite the name in the FILE field as you wish and save the file under that 
name.  To do so, erase the current name and type in the name you wish. You m ay then 
use the browser functions to determine where you wish to save the file.  Once complete, 
you must press the OK button to complete the save.  
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EXIT . Pressing Exit will close the ME and return you to the Main Menu. 

Edit  

The EDIT pull down provides you a second means of accessing the most important 
mission construction tools: ADD AIRPLANE, ADD HELICOPTER, ADD SHIP, ADD 
VEHICLE, ADD STATIC, ADD TEMPLATE, and REMOVE.  These tools are duplicated on 
the Tool Bar and we will discuss them there in detail.  

Flight  

The Flight menu allows you start a loaded mission to play or start the mission to setup 
the player's aircraft avionics in PREPARE MISSION mode. This menu also allows you to 
convert a recorded (track) mission into an AVI video file  and access the REPLAY menu 
for track playback.  

FLY MISSION . Selecting this option will close the ME, load the mission into the 
simulation, and then start the simulation.  The loading time of a mission will vary 
according to the number of units in the mission, the amount of s cripting, and how much 
RAM your computer has. 

PREPARE MISSION . The PREPARE MISSION mode is used for integrating navigation 
and environment data into the saved mission file.  When near the end of creating a 
mission, you can start the mission in the PREPARE MISSION mode (it will look much like 
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usual FLY MISSION start) and configure various avionics in the cockpit.  Your avionics 
settings can then be saved and will start in the saved states whenever other players 
open the mission.  

The following avionics settings can be saved using the PREPARE MISSION function. 

Ka-50  

¶ ADF channel frequencies  

¶ Satellites  

¶ Additional ABRIS data  

¶ Navigation database  

¶ ABRIS routes  

To save custom frequency settings for the ADF channels, edit the ARK.lua file prior to 
running the Mission Prepare function. The ARK.lua file can be found in: 
\ \Mods\aircrafts\Ka-50\Cockpit\Scripts\ARK\ARK.lua. 

A-10C 

¶ CDU. All setting except a mission editor flight  plan that can't be changed. 

¶ IFFCC. The block of test menu. 

¶ MFCD. Lower OSB buttons functionality. 

¶ SADL. Network user ID, callname etc. (NET page) 

¶ TAD. Profiles. 

¶ TGP. Laser codes, integration, calibration method, gain settings, TAAF altitude. 

¶ DSMS. Mission Control Page settings. Weapon profiles. 

Once your avionics are setup as desired for the mission, exit the mission and press the 
SAVE button in the ME once again to save all of the prepared data in the mission file.  

NOTE for mission makers: 

If you use prepare mission mode, please indicate in the briefing that the player should 
not use the mission planner. If he'll change the route or weapons for the mission, the 
avionics scripts saved in the mission file using prepare mission will conflict with the new 
settings. 
 
If you want to give  the player the freedom of action to the use the mission planner, do 
not use mission prepare mode. 

RECORD AVI . This option allows you t o convert a Track file (which can only be viewed 
in the game) to an AVI video file that can be viewed by anyone  using video playback 
software.   

file://Mods/aircrafts/Ka-50/Cockpit/Scripts/ARK/ARK.lua
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Once a Track file has been created, you may load the file into this tool and then set the 
video quality of the AVI video output.  A few notes:  

¶ Because the AVI tools render the Track file frame by frame and NOT in real-time, 
you can create an AVI with higher or lower frame rates than when the track was 
originally recorded. 

¶ The higher the video quality and longer the  recording, the longer  it will take to 
render the AVI. Setting the FPS slider too high will also lengthen the time it 
takes.  Please note that rendering long, high-quality AVIs can be a very time 
consuming process. 

¶ Once the AVI is created, you may then play it back outside of the game or 
convert and compress it with other codecs.  

¶ Using the START and FINISH fields, you can create an AVI out of just one part of 
a larger Track file. 

 
 

Campaign Editor  

The Campaign Editor is what we term a Staged Campaign System (SCS).  We will 
describe the functionality of the Campaign Editor in detail in the Campaign Editor 
chapter.  

Customize  

The Customize menu allows you to configure a number of map display options and set 
gameplay options for the mission. 

Frame Rate Play Back  
 

AVI Aspect Ratio 
 

Track Select 
 

Video and Audio Codecs to 
Use 
 

Record Start and End Time 
 

AVI File Name 
 

AVI Resolution 
 

Video quality 
 

AVI Folder 
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Mission Options 

The Mission Options menu can be used to lock certain gameplay options for the 
particular mission loaded. When the "USE THESE OPTIONS FOR ALL MISSIONS" check-
box is unchecked in the Options\Gameplay menu, the locked mission options will 
override the settings in the main Options. However, when the "USE THESE OPTIONS 
FOR ALL MISSIONS" check-box is checked, the settings in the main Options screen will 
take priority . 

Along the left side of the window are the ENFORCE buttons. Checking an ENFORCE 
button will force the settings of this option on the player of the mis sion. 

Along the right side of the window are the VALUE buttons.  VALUE buttons operate as 
on/off variables. When checked, the options will be forced ON. When unchecked, the 
option will be forced OFF. 

From the left side of the Mission Options window, you ma y select the following mission 
options to enforce: 

 

PERMIT CRASH RCVR . If your aircraft is destroyed during a mission  or you eject, you 
may respawn in an undamaged aircraft. 

EXTERNAL VIEWS . When Enabled, external views are allowed. 

F10 VIEW OPTIONS . When enabled, you may select one of the mutually exclusive 
radio buttons: 

¶ MAP ONLY . Map only view. No aircraft, vehicles or ships are displayed. 

¶ MY A/C . Only your aircraft.  

¶ ALLIES . Only your aircraft and allied units. 
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¶ ALL. All units from both sides are displayed. 

PADLOCK. When enabled, you press the padlock enable key to keep your eyes on the 
vehicle or ground point in the center of your view.  

UNLIMITED FUEL . When enabled, fuel will not deplete from your aircraft.  Note that 
you will always have 100% fuel when this is selected. 

UNLIMITED WEAPONS . When enabled, expended weapons will automatically be 
replenished. 

RADIO ASSIST .  When enabled, you are provided voice cues regarding approaching 
threats, when you fall within valid weapon lau nch parameters, and launch warnings. 

TOOL TIPS .  When enabled and when you hover your mouse over a control in the 
cockpit (button, switch, dial, or lever), you will be shown a brief tool tip of the function 
of the control.  

IMMORTAL . When enabled your aircraft cannot be destroyed or even damaged. 

LABELS.  When enabled, you can display easy-to-spot labels about friendly and enemy 
units.  Close units will display the unit type name and the range from you.  Units at 
medium range will only show the range to uni t.  Units at long range will only be marked 
with a tic -mark. 

GAME FLIGHT MODE . Easy flight makes the aircraft much easier to fly when enabled 
and more analogous to an arcade game.   

GAME AVIONICS  MODE. This option allows simple targeting, an all -seeing sensor, 
and additional threat warnings.  For a detailed explanation of Easy Avionics mode, 
please consult the Options/Gameplay portion of this manual. 

SCENES. When enabled, there are three levels of scenes you can choose from.  Scenes 
consist of the object population on the map which consists of buildings, trees, power 
lines, etc.  Your scene setting can have a big impact on how smooth your gamepaly is.  
If you have choppy gameplay, you may wish to lower this setting.  Possible settings 
include LOW, MEDIUM, and HIGH. 

CIV TRAFFIC . When enabled, the world can be populated by moving cars, trucks and 
trains throughout the detailed world area.  If enabled, possible settings include OFF, 
LOW, MEDIUM, and HIGH. 

G-EFFECT. When enabled, you may select the level of G-effect.  Possible settings 
include: NONE, GAME, and SIMULATION. 

BIRDS . This adjust the probability of a bird strikes when flying at altitude below 200 
meters. 100% is the realistic bird strike probability  setting. 0% - no birds. 1000% - the 
bird strike probability multiplier 10 times. 

Map Options 

The Map Options selection from Customization allows you to filter the information that is 
displayed on the World Map as layers. 
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The majority of this window consists of the map filter window.  Each item on the list has 
a check box, that when checked, displays the map data on the ME World Map. Filter 
items include: 

¶ AIRFIELDS . Airport icons that orient in the correct runway direction.  

¶ BUILDINGS .  Individual buildings that are visible at low scale s. This is OFF by 
default. 

¶ ELECTRIC POWER TRANSMISSION . High tension power line towers and 
cables. 

¶ FORESTS. Large stands of trees.  Note the trees in and around urban areas are 
not indicated.  

¶ GEOGRAPHICAL GRID.   Latitude and longitude lines. 

¶ ISOLINES . Continuous lines around terrain relief to indicate elevation change.  

¶ MGRS GRID . Display MGRS coordinate grid over the map. 

¶ RAILWAYS . Display the railway system. 

¶ RIVERS . Small rivers and streams. 

¶ ROADS. Small and major road network.  

¶ TOWNS. Urban areas are indicated as orange shaded areas and when at small 
map scales, individual buildings are indicated. 

¶ USER OBJECTS.  Any objects placed on the map by the user.  

Airport Icons  

 

Helipad. The temporary place of deployment of Army aviation.  

 

Field airdrome (not present  in game) 

 

General aviation airfield (not present  in game)  

 

Third class airdrome. 1200é1700 meters runway (not present  in game) 

Filter Layer List  
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Second class airdrome. 1800é2400 meter runway. 

 

First class airdrome. 2500é3000 meter runway. 

To close the window, click the X button in the top right corner of the window.  

Mission Generator  

The Mission Generator selection opens the Mission Generator menu. The Mission 
Generator is a powerful tool, which can be used to create battle scenarios throughout 
the entire map. The Mission Generator creates missions for the Create Fast Mission 
application. Using the Mission Generator menu of the mission editor, you can edit or 
create new possible mission generation options for Create Fast Mission. The Mission 
Generator pull-down menu includes the following four items: GENERATE, NODES, 
TEMPLATES, and SAVE. 

¶ GENERATE.  Opens the Fast Create Mission (Advanced Mode) menu to generate 
a mission. 

¶ NODES.  Opens the Mission Nodes panel and displays all default node templates 
on the map. This menu can be used to create new nodes or edit/remove default  
ones. Nodes define where blue and red forces can be spawned on the map. 

¶ TEMPLATES.  Opens the Templates Editor panel. This menu can be used to 
create new templates or edit/remove default ones.  Templates are used to edit 
the unit type s, numbers, and formation s used when populating nodes. 

¶ SAVE.  Clicking SAVE will save the settings of all nodes and templates. 

Misc  

The Misc customization consists of two items: the Encyclopedia which is described 
further  in this manual, and the game credits.  
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The Tool Bar 

When creating a mission, the Tool Bar will probably be the most important tool you will 
be using.  This bar provides quick access to common actions like unit placement, 
creating triggers, setting trigger zones, setting goals, and file management.  

 

 

Create New Mission 
 

Open Mission 
 

Save Mission 
 

Create Briefing 
 

Weather Tool 
 
 
Set Triggers 
 
 
Set Mission Goals 
 
 

Mission Options 
 
 
Enter Simulation 
 
 

Place Airplane Group 
 

Place Helicopter Group 
 

Place Naval Group 
 

Place Ground Vehicle Group 
 

Place Static Object 
 

Create Area Trigger Zone 
 

Create Template 
 

Area Trigger Zone List 
 

Unit List 
 

Delete Unit/Object 
 

Map Options 
 
 
Distance Tool 
 
 

Close Editor 
 
 

Create IP Navigation Point 
 

Edit Bullseye Locations 
 

Battlefield Commanders 
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The below sections will review each of these Tool Bar elements in detail. 
Create New Mission 

 

Selecting Create New Mission will allow you to exit the current mission loaded and start 
a new one from scratch as mentioned in the  File part of The System Bar chapter. 
Open Mission 

 

Selecting Open will display the Open Mission window.  This window allows you to 
browse your local disk(s) and select and load saved missions. See description in the File 
part of The System Bar chapter. 
Save Mission 

 

The Save As function. See description in the File part of The System Bar chapter. 
Create Briefing 

 
Upon selecting the Create Briefing button, the BRIEFING window will be displayed on 
the right side of the screen.  From this window you can create the general mission 
briefing, individual briefings for Red and Blue sides, set briefing images for Red and Blue 
sides, and determine the starting time of the mission.  
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At the top of the window is the SORTIE.  Here you may enter a name/title for th e 
mission.  When you open the mission briefing to play it, this text will appear in the Title 
field. 

Next is the RED coalition field and this will automatically list the factions assigned to the 
red coalition. 

Below that is the BLUE coalition field and this will automatically list the factions assigned 
to the blue coalition.  

Below the data fields is the PICTURE field, which consists of two boxes that allow you to 
assign unique briefing images for Red and Blue sides. To add a red side briefing image, 
click on the red + and to add a blue side briefing image, click the blue +. Upon doing 
so, a file/folder browser will be displayed (much like the open and save dialogs), and 
from here you may select an image file.  From the TYPE drop down you can select the 
image format: .jpg, .png, .gif, or .tga.  The image should be 512x512 pixels and the 
content can be of your choosing.  For example, you may wish to include an image of the 
flight route, target area, specific target, or a unit type.  Note that when in the simula tion 
you can press the Print Screen button to capture an image that will be deposited in your 
Screen Shots folder.  From there you may use an image editor to crop it, resize it, and 
annotate it.  Once you select the image, a small version of it will be dis played in the box 
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on the Briefing tool window. To remove a briefing image, press either the red or blue X 
buttons. 

In the START field, you may edit the start time of the mission in hour : minutes : 
seconds / day format.  Note that  the mission start time wi ll be used as the default 
starting time for all groups placed on the map. You can change a group's starting time 
using the group properties panels (described in detail further).  Also note, the calendar 
starts with June 1st as day 0. For example, to set the mission date to July 1, set the day 
value to 30. To set the mission date to November 1, set the day value to 153.  The 
default starting time for all missions is 12:00:00/0 (12:00 pm, June 1st). Changing the 
starting time and date will affect the position a nd motion of the sun, moon and stars  to 
correspond to the time of day and year  set. 

 Note : If you wish to adjust the darkness of night missions, you can adjust 
 the mission start date to a date when the moon is less visible. 

The three text boxes that comprise the lower portion of the window allow you to enter a 
general mission briefing and individual briefings for Red and Blue sides (handy for 
multiplayer missions).  Enter text in the SITUATION box and this text will appear in  the 
SITUATION field when the mission briefing is displayed.  Enter text in the RED TASK and 
BLUE TASK boxes to have unique text for each side that will be displayed in the 
OBJECTIVE field of each mission briefing. 
Weather Tool 

 

The weather tool panel provides two options for setting the weather for the mission:  
Standard weather and Dynamic weather. 

1. Standard weather. Standard static weather formed by user settings. 

2. Dynamic weather. Weather formed by differences in the atmospheric pressure 
and dynamically changing during the mission. 

Standard weather  

The weather panel is divided into six functional sections: Season, Clouds and 
Atmosphere, Wind, Turbulence, Fog, and Weather Templates. 
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SEASON.  The top of the window consist of the Season section and allows you to set 
the season the mission will take place in, and the sea level air temperature (in Celsius).  
The left side drop down menu allows you to select from the four seasons: Summer, 
Winter, Spring, and Fall.  The primary effect of changing the season will be to change 
how the terrain looks in the simulation.  Additionally, many ground vehicles will have 
matching camouflage for the set season. 

The right side field allows you to set the sea l evel temperature of the mission. The value 
can be changed by either using the left and right arrows or manually typing the value 
into the field.  Note that air temperature will affect aircraft performance . 

CLOUDS AND ATMOSPHERE . This section allows you to define the cloud environment 
of the mission.  Note that the cloud environment for the mission will be static and does 
not change during the course of the mission.  From top to bottom, the cloud settings 
consist of the following controls:  

¶ BASE. Defines the altitude above sea level that will form the bottom of the cloud 
layer. This can be set between 300 and 5,000 meters and is indicated in the 
right-side field.  Use the left and right arrows to change the value or drag the 
slider bar in the left field.  

Season setting 
 
 
Clouds and 
Atmosphere settings 
 
 

Wind settings 

Turbulence settings 
 

Fog settings 
 

Weather Templates 
 

Standard and Dynamic 
weather checkboxes 
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¶ THICK NESS. Defines cloud layer thickness from the base level.  For example, if 
the Base were set at 2,000 meters and the Thickness was set to 1,000 meters, 
you would have clouds between 2,000 and 3,000 meters above sea level.  Note 
that thickness only applies to a solid cloud deck (Density 9 and 10) and not 
scattered clouds (Density 1 through 8).  The cloud layer thickness can be 
adjusted using the left and right arrows or the slider bar. The selected thickness 
is displayed in the right side field in meters.  

¶ DENSITY . The Density defines the population density of clouds in the mission.  
Note that cloud cover is uniform throughout the simulation world.  Density is 
according to a 0 to 10 scale.  0 defines no clouds; 1 through 8 defines scattered 
clouds with increasing levels of density; and 9 and 10 define a solid cloud layer 
deck (overcast).  Use the left and right arrows to select the desired density 
setting. 

¶ PRECPTNS (Precipitations). The precipitation drop down menu allows you to set 
what type, if any, of precipi tation will fall during the mission.  Choices include: 
None, Rain, Thunderstorm, Snow, and Snowstorm.  The selections will vary 
according to the selected season, temperature and cloud density.   

¶ QNH.  Also referred to as ñQ Codeò, this value sets the barometric air pressure in 
the mission. This is in reference to mmHg (millimeters of mercury) with Russian 
altimeters. 

WIND .  Rather than a single wind direction and speed, the wind function allows you to 
set three distinct wind altitude bands: sea level, 2,000 meters, and 8,000 meters.  These 
are indicated by the three lines within the Wind section of the Weather Tool.  To set the 
speed in meters per-second (m/s), use the left and right arrows.  Note that wind will be 
as a constant force without gu sting.  To the right of the wind speed setting is the wind 
direction setting.  This can be set in two ways.  The first is to click on the radial dial to 
denote the direction you want the wind to blow in (North is indicated as the top of the 
dial). The second option is to input the value using the left and right arrow buttons.  The 
set direction that wind will blow in is indicated in the right field in degrees.  For example, 
when set to 0 degrees (due north), the wind in the mission will blow from the south t o 
the north.  

TURBULENCE. You may set air turbulence at 0.1 m/s increments at ground level. 
Turbulence will then decrease as altitude increases.  

FOG.  The fog setting controls : 

¶ FOG ENABLE. Set fog on or off . 

¶ VISIBILITY.  Visibility in meters of objects obscured by fog. 

¶ THICKNESS . Use the scroll bar or left and right arrows to set how thick the fog 
layer will be.  A 0 (zero) setting denotes sea level.  For example, setting a value 
of 50 would place a uniform fog layer in the simulation world from 0 to 50 
meters from sea level. 

WEATHER TEMPLATES.  Rather than require you to create weather conditions each 
time you create a mission, the editor provides you the means to load saved weather 
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templates and even modify them.  These can be useful tools to save time when  creating 
missions for a campaign.  The Weather Template section has the following elements: 

¶ Template List .  On the left side of the template section is a drop down list of 
saved weather templates.  To select a template, you must left mouse click on it.  
Once selected, you will then need to click the LOAD button to load the template 
into the Weather settings tool.  

¶ LOAD selected template button . Once you have selected a weather template 
from the template list, press this button to load the template into the Weather 
settings tool. 

¶ SAVE button . If after loading a template you change its settings, you may then 
click the SAVE button to save those changes to the template. 

¶ REMOVE button . To remove a template from the Template List, select the 
template and then click the REMOVE button. 

Dynamic weather  

The Dynamic Weather panel is divided into five functional sections: Season, Dynamic 
Weather,  Turbulence, Fog, and Weather Templates. 
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Using the dynamic weather panel, you can create a weather system (areas of different 
atmospheric pressures), which will result in dynamic wind and cloud generation  in the 
mission. 

SEASON.  The top of the window consist of the Season section and allows you to set 
the season the mission will take place in, and the sea level air temperature (in Celsius).  
The left side drop down menu allows you to select from the four seasons: Summer, 
Winter, Spring, and Fall.  The primary effect of changing the season will be to change 
how the terrain looks in the simulation.  Additionally, many ground vehicles will have 
matching camouflage for the set season. 

The right side field allows you to set the sea l evel temperature of the mission. The value 
can be changed by either using the left and right arrows or manually typing the value 
into the field.  Note that air temperature will affect aircraft performance . 

DYNAMIC WEATHER . Settings of the dynamic weather system parameters. 

¶ BARIC SYSTEM .  Selection between cyclone (low pressure systems), 
anticyclone (high pressure systems) or none. 

¶ SYSTEMS QUANTITY . Quantity of baric systems on the map. 

¶ PRESSURE DEVIATION . Pressure deviation in the center of  the selected 
pressure system from ISA International Standard Atmosphere, in Pascals. 

GENERATE. Generate a randomized weather system using the set parameters. 

Clouds and winds are generated on the entire map dynamically in the mission according 
to the type, locations and pressure deviations of the pressure systems. Wind conditions 
evolve during the mission according to the changes in the pressures and locations of the 
pressure systems. 

TURBULENCE. You may set air turbulence at 0.1 m/s increments at ground level. 
Turbulence will then decrease as altitude increases.  

Fog Setting .  The fog setting controls:  

¶ FOG ENABLE. Set fog on or off . 

¶ VISIBILITY.  Visibility in meters of objects obscured by fog. 

¶ THICKNESS . Use the scroll bar or left and right arrows to set how thick the fog 
layer will be.  A 0 (zero) setting denotes sea level.  For example, setting a value 
of 50 would place a uniform fog layer in the simulation world from 0 to 50 
meters from sea level. 

Weather Templates .  Rather than require you to create weather conditions e ach time 
you create a mission, the editor provides you the means to load saved weather 
templates and even modify them.  

At the bottom of the window are the OK and CANCEL buttons.  Press the OK button to 
save weather changes to the mission and close the window, or press the CANCEL button 
to close the window without saving any weather changes.  You can also cancel the 
window by pressing the yellow X in the top right corner of the window.  
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Set Triggers 

 

An important part of making a good mission is the ability  to script actions during the 
mission that lead to a more immersive experience for the player.  By setting actions that 
respond to the player and other AI units in an intelligent manner, the simulated 
battlefield can have a much more interactive and intere sting environment.  Such actions 
could be the activation of units, text, and voice messages, or setting a flag state.  The 
conditions that are used to trigger such actions can range from units going in and out of 
defined areas of the map, units being destr oyed or damaged, specified times, flag 
states, and even random states.  Using these tools and an active imagination, you can 
create your own engaging missions that no automatic mission generator can match.  
The missions and campaigns use the same scripting system. 

The trigger system is not an "event" type system, but rather a "condition" type system; 
this means that a trigger does not occur when something occurs, but rather when a 
condition becomes TRUE.   

Setting a trigger condition is a three step process: 

1. Create a NEW trigger 

2. Create the condition(s) for the trigger  

3. Create the action(s) that will result from the trigger when the condition(s) are 
true. 

 
 

 Trigger List 
 
 

Trigger Conditions 
 
 

Trigger Actions 
 
 






















































































































































































































































































































































