
VIStAL LOOKOIT 

Four eveballs are one of the F-4's greatest assests against our single 
sent en emv. 

mu st have a simple, crew coord inated , visual lookout. 

To take this asset and emnlov it to our best advantage we 

Fres must he focused on a distant ohiect so they have the abilit 
to see some th ing miles awav (1ike another airnl ane, especiallv that 
SEFE or MIG). 

1. 

While leading a tactical intercept, vou plance at the 
Do radar scope and then transition imediatelv to the blue sky ahead. 

vou realize your eves are focused to see onlv 'those things as far away 
As the radar scope? 
might have already sent one of his winged friends to greet your tail 

nines (i.e. you lose!). 

Rv the t ime vou pick up an airplane that close, he 

C1ouds, particularly distinct ly formed cumulus buildups, the ground (the 2 Red area and its sharp mountain tons are good ), and as a last 

choice vour wingman can de used to focus your eyes ef fect ivelv to in-

finitv. 

3. A svstemat ie search is a necessity because simply swivel ing your 
hend does not allow time for your eyes to focus. Search at one time 

should be limited to a 30 sector max. 
nllow your eyes to detect another airplane 's rel ative movement. It may 
he necessary to re-focus vour eyes for each sector you visually search; 
so a pround/clouds to sky, back and forth, mav be reauired. Sounds 
painstaking, but you'11 see airplanes sooner (i.e. maybe you won' t 
lose). 
sibilities. Within the AC and WS0's search nattern sveci fic areas of 
concentration are left to crew judgment, however, it is recommend ed 
that the WSO emphasize his search to the flight's inside. 

Stop your eye movement and 

The pattern helow graphically shows the visual1 lookout respon-
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There are other cons iderations to improve your visual acquisition. 

Crew coordi nation so both members are not looking at the same piece 

ofthe skv. hen straight and leve 1 somewhat, but especially when turn 

in the lookout ahould be divided so one crew member is looking h1gh and 

he otlier lw. I recomme nd the AC 1aoks lov (since the int akes inter-

fere with the Wsn' search). and the WSO high. 

To effective lv check the 
Vimual 1 ookout during turns is important . 

od and new s ix all formation turns must be unders tood bv both crew mem-

bers,but esnecially the WS0 since he assumes the greater visual lookout 

responsibility while the AC is occupied flving the turn. At low alti-

tude this W$O responsibilitv increases since more AC time must be devoted 

to avoiding a smoking binjo ditch situation. 

5. 
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As one initiates the turn bot hcrew members check the old six and two 

Upon rolling out one immediately belly checks and clears the new six. 
clears the new six. As two turns he checks the old six and at two's 
rollout the visual search rever ts to the straight. and level lookout. 

A common mistake during visual lookout is looking too high at long 

rane. 

. 

10,000 feet altitude, separation between you and the bandit at 

10 miles required on ly a 10 1ookup, somevhere iust above the horizon, 
So at greater ranges your search should not 

not under the canopv rai1. 
waiver far ahove or bel ow the horizon. At closer ranges with a 1ockon 
use the canopy code to concentrate which area of the sky vou search, 

You pre-flight should ensure your he lmet visor is spotless and the 

canopv is clean. Experiment with your seat posit ion for your best vis-
ibility. While sauntering your way to the area, study the clouds, sun, 
and gnereral weather to anticipate where the smart bandit will most 1ike-

lv at tack. If the mirrors droop under have the crew chief tighten the 
screws. RWR audio and scope can assist prioritizing, (along with all1 
other available informat ion) which sectors you should concentrate your 

7. 

search. 



8. A couple quick questions on using wing flashes to check deep six; 
you know wing low, some rudder, (not he1ly checks). Wi11 that wing 
flash pive the bandit a tallv? Ts it more disconcerting (especiall1y to 
n W$O in the scope) than helpful? If you use a wing flash it must be 

he ld long enough to allow your eves to focus on some th ing and then scan 
the renr sector. 



RADIO TRANSMISSION, SQUADRON STANDARD 

1. The first call made by someone in the flight with knowledge that 

needs to be communicated could be the difference between a kill or a 

loss. Let 's not be so presumpt ious to think that we are going to be 

calm and collected when we see our first Mig, and then he able to a8sess 

h18 di8tance, closure, and angle off exactly. The excitement created py 

the situation will cause a certain amount of misinterpretation. The re 

quirement for an immediate react ion will also deny the aircrews time ror 

analysis of the exact situation. We already have several code words de-

fined; there fore, we should he cautious of adding more. 

The aircrews 2. There are several considerat ions to keep in mind, 

should avoid saying more than is necessary, and garbling un the rais. 
This is also true for intercockpit communicat ions. 
hased on the KISS principle. 

All cal1s should be 

3. The following are the squadron standard calls. They will convey what 
the aircrew does or does not see and what information is required. 

"Tally", indicates the bandit is in sight. "Visua1" is called vhen the 
other member of the element is in sight. 
the bandit is not in sight and his location is desired . 
called shen the other member of the flight is not in sight and his lo 
cat ion is desired. If the other member is not able to respond with his 

position, he will transmit "n able" . These standard calls should avoid 

con fusion. 

"No Joy", is to be used when 

"Position" is 

when cal1ing a turn for the flight the range of the handit must be 
cons idered. We must remember that range is just an estimate, so don't 
waste time trying to get the range exactly, the important thing is to 
get the flight turning. The calls will use the reference ranges oof 
3 ,000 feet and 9,000 feet. The cal1 to be made when a bandit is outside 
3,000 feet, and no ordnance is being delivered is "Call sign, hard left 
ripht...". The call if the bandit is outside 3,000 feet and ordnance 

The cal1 if the band-

4. 

is on the way is "Call sign, break 1eft/right. . .". 
it is ins ide 3,000 feet is "Call sign, jink left/right...". Outside of 
9,000 feet the movement of the flight is optional; the flight may extend 

The "hard' and "break" 
The "jink" call also is as defined 

in the text, but in this situation it is al so communicat ing range and 
Caution, if a jink out is started with negative 

"" and the bandit is not in sight, the jink out may cause the absorn-

A break out of the plane is required to de feat 
The Mig size target is smal1 compared to what we are used to see ing , 

or turn to meet the threat in the front quarter. 
call are as defined. in the FWS texts . 

ordnance information. 

tion of an IR missile. 

guns. 

8o take care when estimateng range. 
needs to he cons idered, since it will probably require a change from a 

hard turn to a break. 

Also high overt ake by the bandit 
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