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Introduction: This scenery is designed for Microsoft's Flight Simulator 98. There is no knowledge if the scenery will run on any earlier versions of Microsoft's Flight Simulators





This FS 98 scenery package  represnets a forward deployed air base and army camps near the Kuwait border.  In the area of the air strip (north & east)  is  army field camps. Both, air base and the camps are hard to find in the midst of the vast desert, and just as the military found out, GPS is important for operation.  If you continue to fly north of the air field you will find a couple of Kuwait oil fields. 





The Air Base is considered a "Bare Base", meaning it is an unimproved air strip and tents for the personnel to operate out of and live. Having the air strip in the forward location, transports such as the C-130s can transport large army elements and supplies quickly to the border region. 


The Army camps are the same, being in the field, no permanent buildings are there. Both have static vehicles and aircraft. An additional feature to the oil fields is that you can set them  blazing by setting your flight simulator date to January 30, 1991.








Files:  SaudiAB.bgl	SaArmy.bgl	SaudArm.bgl


	KuwOil.bgl	KuwOil2.bgl	SaudTex (zipped)


	SaudiAB Rwy.STN	SaudiAB Ramp.STN








Instalation: 


  1. Insure you have  Airport txtur202 files installed in your Flight Simulator/Texture folder.





2. Install in your Flight Simulator/Scenery folder the following files: SaudiAB.bgl, SaArmy.bgl, SaudArm.bgl, KuwOil.bgl, Kuwoil2.bgl.





3. Unzip and install into your Flight Simulator 98/Texture folder all the files in the SaudTex (zipped) folder.





4. Install in the Flight Simulator 98/ Pilot folder, SaudiAB Rwy.STN, SaudiAB Ramp.STN files.


 





Special Note:  You do not have to load the txtur202 files if you already have the Airport 202 texture files loaded in you Flight Simulator Texture files.








You can also create a path in your Flight Simulator Scenery Library, but I will not get into the complicted process, for there is plenty of documentation out there to research or most serious Flight Sim Pilots know the process by heart.





.





Credits:  There are many people that I can thank for their assistance in the production of the scenery, but the first and major players are, Pascal Meziat and Manfred Moldenhauer for the  Airport Designer and SCASM programs, Dan Geis for the great Military Macros, Jerry Arzdorf for the military vehicles, Phill Stokes, for the C-130, Brett Sumpter for the Apache Helocopter.


 














