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Intro 

The Hawk T1/A Advanced Trainer is a single engine, low wing, low cost, twin seat, advanced military 

jet powered trainer. The aircraft was originally built my Hawker Siddeley and later British Aerospace 

and BAe Systems. The first flight was completed on 21st of August 1974 and the Hawk was introduced 

already back in 1976 to the RAF as the successor to the Hawker Hunter. 

The twin seat configuration is a tandem configuration, providing the aircraft with a slim fuselage that 

perfectly fits the narrow Rolls-Royce Turbomeca Adour Mk. 151 twin-shaft turbofan engine which 

creates a dry thrust of 5,200 lbs (23.1Kn).  

Even though the aircraft is designed as a trainer aircraft, the T1 can be equipped to an operational level 

featuring two under-wing pylons for carrying AIM-9L Sidewinder missiles as well as one centerline 

Aden Mk 4 cannon. The aircraft has a max speed of 560kts, a service ceiling of 48,000ft, a range of 

1.310nm and is a very agile military aircraft that has proved successfully as a trainer for now 40 years 

of service. 

 

  

 

 

 

 

 

 

 

General Information & Aircraft Specs  



 

 Produced by BAe Systems (Hawker Siddeley & British Aerospace)  

 National Origin UK  

 First Flight 21st of August 1974  

 Introduction 1976  

 Role  Advanced Trainer   

 Built  1,000+  

 Successor of Hawker Hunter  

 Status Active and in service  

 

 Crew  2    

 Length 39ft 3in (11.9m)  

 Height 13ft 2in (4.0m)  

 Wingspan 30ft 10in (9.4m)  

 Wing Area 179.6 ft2 (16.7m2)  

 Empty Weight 3,647 kg  

 MTOW 5,700 kg  

 Power Plant Rolls-Royce Turbomeca Adour Mk. 151 twin-shaft turbofan  

 

 VMO Max Speed 560kt (645mph) at 11,000ft  

 MMO Mach 0.92 (autopilot disengaged) 

 Cruise Speed 420kt  

 Stall Speed #1 80 KIAS clean/100% fuel 

 Stall Speed #2 70 KIAS gear down/full flaps 

 Range 1,310nm (2,428km)  

 Service Ceiling 48,000 ft  

 Rate of Climb 9,300ft/min (2,835m(min)  

 G-limits +8/-4 

 

 

 

 



Purchase, Download and Installation 

I purchased this aircraft at www.FSPilotShop.com and the purchase and download went super easy and 

without any issues. The file is app. 893Mb that has to be downloaded however this was quickly done 

due to a very good connection at FSP where I could utilize a large part of my fiber connection. 

The filename is JFD-640 and the file requires app. 1.30Gb of free hard drive space for installation. The 

installer features an FSX, FSX SE and a P3Dv1, v2 and v3 version which is selected by the user in the 

beginning of the installation process. Also the installer features both a demo version as well as the 

payware version – why the installer for the demo version is included I don’t know… that doesn’t make 

much sense since I certainly would select the payware version since that is the version that I have 

purchased. 

I tested the installer for the FSX version and this test and review will only focus on the FSX version of 

the aircraft. To complete the installation you need a license key which is mailed to you from FSP 

shortly after the purchase has been confirmed. 

The FSX installer features an auto-find FSX-folder that just made the installation simpler. The 

complete installation was done in about half a minute or so and without any problems or issues. 

Entering the virtual hangar I found the BAe Hawk perfectly installed under the drop down menu of 

BAe. There are a total of 12 liveries that are nicely shown with unique images of the tail. However in 

my opinion it would have been better that the complete aircraft was shown with a unique image and not 

just the tail. I also noticed that a livery of the famous Red Arrows was included which certainly was a 

great surprise to find – I saw the Red Arrows in 2016 at EKKA Karup Air Force Base, Denmark 

performing a superb show, so now being able to select a Red Arrows livery and take the Hawk to the 

sky, was absolutely awesome. 

The loading time when taking the Hawk for a flight was slightly impacted, nothing serious but still the 

overall loading time was extended with about 10-15 seconds or so. 

Included in the aircraft add-on package is an 80 page operation manual / user guide that I certainly 

would recommend reading or at least skimming prior to the first flight. The Hawk is not a very 

complex aircraft to fly, however there are a lot of features etc. written in the guide that increases the 

usage of the aircraft.  

One of the interesting features described in the operation manual is the panel selector window which 

you can auto-open using SHIFT+2. With this panel you can customize the aircraft on various levels, 

from selecting a one or two pilot layout, to have the control stick visible or invisible, to activate the 

internally stored pilot ladder, the external ladder including platform, toggles the chocks, pitot and 

engine covers on/off, hatches, instrument panels, HUD, GPS and weapons and much more – all these 

http://www.fspilotshop.com/


features are created in this small panel. You also have a weapons configuration panel that can be auto-

opened using SHIFT+3 and with this panel you as a simmer is able to customize the weapons layout 

further. Additionally there is also an “onboard” checklist that can be used to complete the various steps 

on e.g. start-up etc. – this can be toggled on/off using SHIFT+4. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



The Hawk add-on pack also features a configuration program where you can select the realism settings 

of the flight dynamics of the aircraft. Here you can select either the standard flight model which is 

developed using real-world coefficients as stated in the description, to increase the realism and 

providing the simmer with a more advanced and precise control response or, you can select the Extra-

Stable flight dynamic which will decrease the realism of flying the aircraft through various air masses 

providing the simmer with an easy flight experience but not a very realistic flight experience. This test 

and review is based on the setting Differential (Realistic) and standard flight model. 

Last the add-on pack also features a CfgGen program which will enable an easy installation of new 

liveries – this function I did not try out, but it seems that I needed a Just flight livery for being able to 

executing the CfgGen program properly.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



External 

I started my test by taking a look at the model itself doing a walk-around of the Hawk. I saw a very 

detailed and very realistic model that certainly resembles the real aircraft nicely. I compared the aircraft 

to several images that I could find on the internet as well as pictures from my private selection from 

various air shows, and the resemblance was very good. 

The model features the very distinctive canopy with the markings above the pilot’s heads together with 

the small negative angle elevators and the small rounded aerodynamic vertical stabilizer that are some 

of the features that are quite unique for this aircraft. Not saying that no other aircraft has these features, 

but they are indeed features that people recognize this aircraft for. I have always thought that the 

aircraft looked like a beautiful little dauphin, tiny, very aerodynamic but extremely agile. 

The textures used are high quality textures that fit the model perfectly. There are lots of small details in 

the textures that adds to the experience of the aircraft model as the small rivets, small images and 

drawings on the fuselage, as well as the metal plates that covers the wings and fuselage are all very 

well created and looks nice and realistic. I could not see that much wear and tear which gave me an 

impression of the Hawk being a fresh model out of the assembly line – this I would have expected to be 

a bit different since this is an aged aircraft, but okay, for the Red Arrows version which is a display 

version, they just need to look perfect and shiny. 

The aircraft model is also filled with a variety of animations such as the primary controls (elevator, 

rudder and ailerons) together with gear up/down, gear suspension, tail hook up/down, rotating wheels, 

turning nose wheel, speed brake, flaps up/down, internal latter up/down and canopy open/close etc. All 

animations are very well created with a realistic and smooth motion that also fits reality in regards to 

duration – this e.g. for extending the flaps or gear etc. 

There are also a few combined animations where by activating one animation, another animation is 

automatically activated as well. This for example when opening the canopy the pilot’s helmet visor or 

face shield also rises. Additionally you also have the pilot and navigator’s heads turning when using the 

rudder and ailerons which again give a nice extra experience of the effort put into this add-on. This 

additional combined animation is split on the pilot’s head turning using the ailerons which nicely 

animates the pilot’s head position during a bank, and the navigators head will turn when using the 

rudder – to improve that I would suggest that also the pilot’s head would turn when using the rudder, so 

that he or she could see where the aircraft was going during a taxi turn, but never the less the combined 

animations are very good quality and very realistic. 

The Hawk features some effects as e.g. a small smoke effect when powering up the engine. The smoke 

is not very dense and neither very large, just a small bobble of light gray smoke that quickly is blown 

away by the engine exhaust. There is also a light effect, which is good quality and with a clear and 



bright shine and with a nice warmth to it. The lights are accurately placed on the aircraft according to 

the images that I could find on the internet of the real Hawk. 

I also looked in the engine exhaust to see if I could see the fire in the burning chamber, but what I saw 

was just a black engine exhaust. I know that this aircraft does not feature an afterburner so I of course 

was not expecting an afterburner flame effect however, I would think that I could see some kind of fire 

looking directly into the exhaust, but no. 

There were no real engine smoke effect during flight which I also would have expected but there were 

a very cool 3-color selectable display smoke effect when selecting the smoke pod. That was a huge plus 

when flying the Red Arrows livery – the smoke pod can be applied to all liveries. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Internal 

When jumping inside the Hawk I found that both the front seat and the rear seat were available as 

virtual cockpits (3D) which I find to be awesome. In real life I am educated to also fly from the rear 

seat of a tandem glider, and that just makes the complete flight experience even better, since that does 

require more effort from the pilot, so I certainly likes that both seats are created. 

Unfortunately there is no 2D cockpit included which I had hoped for. Normally I only use the virtual 

cockpit but I know that many simmers still likes to use the 2D cockpit. But unfortunately that is not an 

option with this add-on. 

Going back to the virtual cockpits I found myself sitting in a very realistic cockpit environment. I 

searched the internet for several images of the Hawk’s cockpits and the virtual cockpits compared to 

the various images that I found of the real cockpits, were very close in details and systems. 

The panel selector window which I used to customize the aircraft model, also have features for some of 

the internal part as the flight control stick that normally will cover some of the lower main panel, this 

can be switched on/off. Also the GPS/HUD function can be customized as well as the armament panels 

in the upper left corner of the main panel etc. Certainly very nice details that do add to the complexity 

and the experience of the cockpits.   

The virtual cockpits are created to be very realistic where the avionics, the switches and buttons etc. are 

all very nicely created and placed accurately according to the real Hawk’s panel layout. There are a few 

effects that I noticed – one was of course the cockpits lights which are fair quality with a realistic shine 

over the panel etc. Another effect is the mirrors which I was quite surprised about because they did not 

just have a fixed mirror image, but actually a mirror effect where the image would change if I changed 

the back or pitch of the aircraft. The image was certainly not very clear but still gave a very nice extra 

experience of flying the Hawk. 

In regards to animations, then the Hawk’s virtual cockpits are filled with a variety of good quality 

animations such as the primary controls (flight control stick and rudder) together with the trottle, the 

various buttons and swithces and of course some of the avionics as the attitude indicators etc. All 

animations are very nicely created and has a fluintly motion that looks very realistic. I notised that 

when viewing the wings – more precisly the airlerons from the cockpit, I could not see the airlerons 

moving up/down when the engine was off. However when the engine was up and running the airlerons 

animation worked beautifully seen from the virtual cockpit. Weather this is true to real life, that the 

airlerons does not move when the engine is off, I am unaware, but that do sound a bit strange since I 

am quite sure the Hawk’s controls are connected by wires or similar and not just by a computer 

controlling hydraulic pressure. 



The textures used in both virtual cockpits are good quality textures and the depth performance is very 

realistic. The finish around the edges etc. is also very realistic and I find the Hawk’s virtual cockpit to 

appear with some degree of wear and tear – this I find to be awesome and that truly adds to a more 

realistic experience and atmosphere when flying this aircraft. An example of the wear and tear is e.g. 

the edges around the avionics where the metal has various shades and also missing some paint here and 

there. Excellent details ! 

The Hawk’s cockpit systems is not that complex and there is not that many buttons and switches – still 

all systems seems to be working nicely and with a good and realistic depth to them. I could not get the 

aircraft to fire any of the weapons, which of course would have been great, and the add-on also 

currently does not support Tacpac. That said, the aircraft is still a beauty to fly and looks very realistic. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Sound 

The sound set included for this add-on is overall a good quality and realistic sound set, featuring the 

complete engine sound at various rpms as well as the startup and shutdown engine sounds. Comparing 

the engine sound to Youtube video files of the Hawk, gave me a quite fair and realistic resemblance 

especially the external sound set that was very close to the real and high frequency jet engine sound.  

However, when listening closer to the internal sound set of the engine when flying the aircraft, I 

unfortunately found it to be not that powerful and strong in realism – it was not a standard sound set but 

it was missing some depth to it. 

That said, the sound set for the aircraft also features the complete environment as the click of switches 

and buttons as well as a nice rumble sound when stalling the aircraft or blasting down the runway 

during take-off. Also there is a nice wind sound again especially when stalling the aircraft and that I 

very much liked. 

I tested the sound set in both ordinary stereo, 2.1 stereo with front speakers and an active subwoofer 

and finally also in a complete 7.1 surround sound setup. The sound worked beautifully in all settings 

and was clear with a nice change in the volume and setting when changing the view outside the aircraft.  

 

 

 

 

 

 

 

 

 

 

 

 

 



Flight Dynamics and Characteristics 

In regards to the flight dynamics of the Hawk, then since I have not flown this aircraft in real life, I 

cannot verify the realism, however I will try and explain my experience and how the add-on performed 

against the real life specs together with my knowledge of how an aircraft should react. 

Starting the test on the ground I first looked at the handling of the aircraft – what I found was that the 

Hawk has some very efficient wheel brakes and the nose wheel most certainly could make the aircraft 

turn on a very small radius. Also the nose wheel control was smooth and very easy without any 

complications what so ever. In general the aircraft is super easy to taxi, this also due to the excellent 

view from the front seat where you have a full panorama view. 

I did however encounter a small issue with the nose wheel at first, but that was my own mistake for not 

reading the manual thoroughly enough – When doing the first taxi I was unable to unlock the nose 

wheel, but after reading the manual I found the key for that. In the bottom of the front seat there is a 

metal bar that can be extracted over the right rudder pedal from the center lower pedestal – this is the 

nose wheel lock bar which of course needs to be in the unlock position before being able to use the 

nose wheel. That is just a nice little detail but certainly of great importance. 

Next test was the wheel brakes hold function and the engine test and warm-up. I tested the wheel 

brakes at full throttle = 100% and they were able to hold the aircraft perfectly. The engines rpms go 

from 0-100% where idle is at 54% and between 54% and 69%, the engine does not provide enough 

thrust to get the aircraft rolling. A minimum of 70% throttle is needed to get the aircraft rolling. 

The take-off was a joy – the aircraft gained speed quickly, the environmental sounds of the rumbling 

and wind when blasting down the runway increased nicely according to the added speed, and the 

aircraft was easy and very stable to control during the complete take-off roll. 

Lifting of and raising the gear felt very realistic. The aircraft is a small and not very heavy aircraft so I 

immediately felt the turbulence in low altitude, but still the aircraft was easy to control with a smooth 

and realistic motion when applying smaller control input. If I instead applied strong and fast control 

inputs, I felt the Hawk gaining a firm and accurate motion that is perfect when doing advanced and 

aggressive aerobatic maneuvers. 

One thing I also noticed about the weight and size of the aircraft was when trying to perform a cross-

wind landing in a thunderstorm – that was indeed quite a challenge since the aircraft is very much 

effected by the stormy weather, but very much fun and challenging. 

I also tested the full throttle max IAS in level flight at 11,000’ of altitude. The max IAS that I was able 

to obtain was 450kts which is fair within the specs but I could not see any difference when changing 



from a clean configuration to a configuration with armament of all four pylons and the belly – that I do 

find to be a bit unfortunate since I would have expected to see a difference in the max IAS. 

The VMO is stated to be 560kts which is very well programmed into the IAS indicator and I could 

easily reach the 560kts in a dive. However, there were no warning chimes when exceeding the 560kts 

and going to overspeed. Only the standard FSX warning of overspeed came in the right lower corner of 

the screen. I do not know if there in real life is an overspeed warning chime in the Hawk, but I would 

expect so.  

The speed brake was also tested and there was a great impact on the IAS when applying the speed 

brake. I also noticed that I was unable to use the speed brake if the landing gear was down – that I have 

not been able to verify if that is true to real life. Strange though since I sometimes very much would 

like to use the speed brake during a high angle approach. 

The service ceiling is stated to be 48,000’ which I of course also tested. I tried several times with 

various climb procedures but was only able to climb to 41,150’. That is unfortunately a rather huge 

difference from the 48,000’. 

Flying the Hawk in aggressive maneuvers I was testing if there might be any viper tails effects but 

unfortunately not. The only trails that I found were the standard FSX contrail when flying at altitudes 

above app. 25,000’. 

I also did a test during one of the test flight where I removed both one and both pilots to see if that had 

any impact on the aircraft. Surprisingly I found that it had! When flying the aircraft with a two crew 

configuration and the aircraft was trimmed for level flight, the nose would pitch up if removing either 

one or both crew members. That is a cool detail and very realistic since the weight in the front end of 

the aircraft suddenly would be lower and thereby the aircraft would be “over-trimmed” = nose pitch up. 

Stall is certainly something I like testing and this I also tested on the Hawk. Stalling the aircraft in a 

straight out level stall with a pitch angle of 250 resulted in a nice and realistic rumbling sound where 

after the nose would slowly pitch down. To exit the stall the pilot do need to manually progress the dive 

before being able to slowly pull out of the dive. I found that when the aircraft stalled, the tolerance for 

staying out of the stall after gaining control again, was very limited and I had to be very easy on the 

controls. 

Stalling the aircraft with the same pitch but combined with a 450 bank turned out to be much like the 

level stall. However the wing that was pointing upwards (e.g. doing a right turn, it would be the left 

wing), would stall first and thereby drop giving the feeling of entering a spin to the left. The aircraft 

auto-recovered the spin effect but still the pilot would have to manually progress the dive to exit the 

stall and being able to pull out of the dive. 



I also performed an aggressive stall with 600 nose pitch up and 600 bank level - the result was at first a 

wobbling feeling where the nose slowly went down and hereafter it ended in a spin-like state with 

semi-auto recovery. Again where the pilot actively had to progress the dive to exit the stall and being 

able to pull out of the dive. I could not get the Hawk to do a realistic stall but I was however able to 

manually force a stall-like motion for a limited time.  

After all these stall tests I also tested the stall speed of the aircraft as clean configuration vs. non-clean 

configuration and with gear and flaps up. I unfortunately found no difference at all – the stall started 

both times at 110kts. I would have assumed there should have been a little difference but no. 

I also tested the stall speed for gear and flaps up vs. down where I also would assume to find a 

difference. The result was a small difference of 10kts - gear and flaps down were at 70kts where gear 

and flaps up were at 80kts, which is very well in accordance with the specs. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Conclusion 

My conclusion of the Hawk is that Just Flight has created a very beautiful rendition of the famous T1/A 

Hawk. They have created a very authentic aircraft model with super fine details that are very accurate 

and true to real life. The model features lots of animations that are created very well together with high 

quality textures and several distinctive liveries. 

There is both a virtual cockpit for the front and rear seat but unfortunately the add-on does not include 

a 2D cockpit. The virtual cockpits are created as the model, with a high level of realism and accuracy 

that supports the very authentic atmosphere I felt when flying the Hawk. The textures used for both 

cockpits, are also of high quality and also do support wear and tear that absolutely adds to the overall 

impression of the aircraft. The 3D performance (depth performance) and the finish are also very well 

created. 

The sound set is fair with a realistic engine and environment sound. The sound quality is good with a 

clear and clean sound that can be played in various modes as stereo, 2.1 and 7.1 surround. 

The flight dynamics are very well in accordance with the specs, however with a few minor corrections 

but overall quite accurate and realistic. Flying this aircraft was absolutely much fun and especially 

being able to fly as a member of the Red Arrows was an awesome experience. I found no impact on my 

frame rates, which of course is excellent. 

If you like flying military jets or just like to do advance aerobatics in a non-prop aircraft; you will find 

that this is absolutely an aircraft that would be of interest. The aircraft is very well created and the team 

at Just Flight has created a very beautiful and realistic rendition of the T1/A Hawk. 

The T1/A Hawk Advanced Trainer scored a nice 4.63 out of 5 and I would like to thank the team at 

Just Flight for creating this awesome bird. Excellent work! 

 

 

 

Rays Aviation 

 

 

 



Technical Requirements and Review Computer Specifications 

 

Technical Requirements 

 Flight Simulator FSX, FSX Steam Edition, Prepar3D v1/v2/v3  

 Intel i5 3.2GHz or similar 

 4GB RAM 

 1GB Graphic Card 

 OS: Windows XP, Vista, 7, 8, 10 (32-bit / 64-bit) 

 1.3GB free hard drive space 

 

 

 

Review Computer Specifications 

 Windows 10 (64-bit) 

 FSX + Acceleration Pack installed 

 Intel Core™ i7-4790K 4x4.00GHz (Turbo 4x4.40GHz) 

 Asus Maximums VII Ranger (ROG-series) 

 Antic Koehler H20 650 Water Cooler 

 Kingston Hyper Beast-series 32Gb DDR3-2133 RAM 

 500Gb Samsung 850 EVO SSD 

 3Tb Seagate Barracuda (7200rpm, 6Gb/s) 

 Asus GeForce GTX 980 Strix OC 4Gb 

 150/150Mbit Fiber Internet Connection 

 REX Overdrive for FSX 

 


