MUD MOVING with Precision LAT LONG steerpoints

If you have stationary targets it could not be easier now, make sure you have the precision Steerpoint and Lat Long Recon option selected in the BMS config, then in the recon screen, select from the list the target you have been assigned and make a note of it's Lat Long co-ordinates. You can use MK 84's for this from 20,000 ft no problem.
When you are in the jet, if the mission timing is important (i.e. you have to be at the Target on time) take off first, then when you are ingressing to SP2, flick through the steerpoints until you have selected the Target steerpoint (usually 5), then hit the list button on the UFCP, and then hit 1(dest), this calls up the destination page, and the first line should be highlighted, if it is, simply press the numbers on the UFCP that correspond to the Lat or Long Co-ords you noted ( I cant remember which the top line is, but it will be logical enough, they will not vary by much from what you have written down) Hit enter and the highlight will move to the next line, enter those numbers and hit enter (on the UFCP) the hit the return switch, then reselect steerpoint 2 and continue your ingress, once you reach the IP or are 15 miles from target (which ever comes first) select A/G GM mode and CCRP bombing mode (the default) click the CZ (centralize cursor) button and the select target. You will now be locked onto the very building you have been assigned, just fly straight and wait till the bomb drops (having the pickle depressed of course!!!)

Minute later, boom mission success!

Now to take it a stage further, in recent times one aspect of mud Moving that has become increasingly difficult due to some HUD alignment issues, is the use of High Drag bombs from low level, all to often the bombs either fall short or overshoot, despite putting the pipper right on the target, but now using the precision waypoints means that you can now do a high speed low level run in CCRP mode! 

And there's even more!! If you are part of a 4 ship strike, by doing a careful recon and making a note of at least three different targets co-ordinates, you can now assign separate targets for the AI, 1 for the Element, 1 for the Wingman and 1 for the lead (You have to be the lead to do this of course!)
First get airborne and then select the target steerpoint as in the above instructions, only this time input the co-ordinates for the elements target, then continue the ingress, about 20 miles from the target, select the target steerpoint, CZ the cursor and lock it and tell the element to attack that target (E1), then list and dest again, input the wingman’s co-ordinates, W1, then fly around to give yourself room and input your own targets co-ordinates, hey presto three targets taken out in one mission, and you picked 'em!

If you intend to use BSU's for this (including the AI) then you must set the generic bomb altitude for 400 - 1000 ft in the Spconfig file, otherwise the AI will try and drop them from 20 K or whatever alt you currently have set!

A Further Caveat to this which just occurred to me, if you do use BSU's for your mission, be sure to set the Generic Bomb altitude in the BMSconfig file back to a high alt As soon as you finish, otherwise you will have the AI dropping MK82/83/84's from low level and probably fragging 'emselves silly in the process!!

And a further refinement (an excellent one it is too) from Awtkast:

This information is PRICELESS!

When you started this thread I had printed it out so i could try it and now (after about a week or so) it is second nature to program the LAT and LON coordinates using the UFCP.

In fact, I've taken it a step further by adding waypoints for the wingmen before I enter the mission. If I am leading a flight of 4, I use (for example) WP5 as my target, I add waypoint 6, 7, 8, 9.... so on and so on... and then use those for my wingman and flight. I choose more targets in the recon screen, write down the LAT and LON co-ordinates for those targets and when I am programming WP5 as my target, I cycle through to WP6, program my second target, cycle to WP7, program my third target and on and on until I've used up the way points for the co-ordinates I have written down. I usually command the flight into a TRAIL formation when we are closing in on the targets.

As I get near the targets, I cycle through the WPs and lock them up and give the "attack my target" order to my wingman and flight. I then cycle back to my target (usually WP5) and continue in to my bombing run. This works great as the rest of my flight gets to their own tasks at the same time as I am going in to what is usually the highest priority target (I want to be responsible for the success of the mission, so I try to make sure the target I want to hit is the one with the most priority! 
 INCLUDEPICTURE "http://forums.frugalsworld.com/ubb/ubbhtml/cool.gif" \* MERGEFORMATINET 


).

Of course, depending on available munitions, enemy air defence, how many of my flight have made it this far, etc, etc, etc..........I determine how many of the lower priority targets need to be destroyed this time out. I don't even have to get back into the thick of battle. ESPECIALLY if there is heavy and persistent AAA or SAMs (wasn't the escort flight supposed to perform a SEAD??? ). I can fly a perimeter and assign targets by cycling through the appropriate WPs, lock up the target at that WP, call to whoever has munitions left to "attack my target"!

It works great and the days of returning to the base with my flight fully loaded with munitions because I couldn't get close enough to the buildings or runways to lock them up are over!!!

Thanks!

