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Introduction

Our hopes, like towering falcons, aim
At objects in an airy height;

The little pleasure of the game
Is from afar to view the flight.

Matthew Prior

In the wild, the falcon is the most effective predator for its size compared to any other.
While many birds hunt for their prey nocturnally, the falcon searches only during the day,
being an aggressive natural hunter. Itis considered to be equally as effective at fighting in
the air as striking a target on the ground.

This natural inspiration spurred development of the most versatile jet fighter in the air today,
the F-16A Fighting Falcon from General Dynamics.

FALCON was designed to be a highly realistic simulation of the F-16, yet you have the
opportunity to fly this powerful jet with tremendous ease. As you progress in flying skill, the
ability to take over more control of FALCON’s detailed F-16 features will strongly test your
mastery of flying in air combat, and provide many hours of enjoyment.

About This Manual

Fighter pilots have to spend much of their lives learning everything there is to know about
their airplanes, along with understanding the enemy’s planes and pilots they may go up
against in battle. A considerable time will pass in training before they even take a seatin a
fighter jet. We obviously don't plan to put you through such rigorous training just so you
can fly FALCON. However, in such a thorough simulation, there is a great deal to learn
over the course of playing FALCON that will determine how well you perform, especially at
the upper levels.

Therefore, in Part | of the manual, we're going to send you for a test flight at the lowest
level of the program. This will enable you to get a feel for the basics of flying the F-16. Most
of the plane’s true characteristics will be toned down a bit, and it will be impossible to crash
or be shot down.

After you've gone for a few introductory flights and are feeling pretty comfortable, read Part
Il of the manual to learn all the commands available to you while flying the FALCON, along
with a few hints about what to expect while flying at the higher levels of the program. We
cover some of the basics that one has to learn in order to be trained as a real fighter pilot.
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FALCON presents game difficulty levels according to a military pilot's rank. Part lll covers
the different ranks that you'll be striving to perform at, from First Lieutenant all the way to
Colonel. This section also covers the variety of air-to-air combat and ground strike missions
that you can select from.

Part IV moves deeper into the strategy and tactics involved in air combat, including
maneuvers that the enemy MiGs will be performing as they engage you in dogfights.
Learning how to perform some basic maneuvers yourself will help your performance at
upper levels of the simulation.

We have purposely designed the lower levels of the program to be relatively easy to
perform, so you can gradually develop the skills necessary to enter combat at higher ranks.
If you're familiar with how jet fighters like the F-16 operate, either through reading or the
play of other computer simulations (Maybe you're a real fighter jock!), you may be tempted
to skim over the manual and dive into the upper levels of the simulation. Be forewamed
though, at the Colonel level of FALCON , the simulation is very faithful to the operation of
the real F-16, and the MiGs you will be battling are close to invincible.

We recommend that you fly at the lower ranks until you have a firm grasp of the plane’s
characteristics and the nature of air battle. Then you can attempt to rise in rank and fly an
increasingly more realistic F-16 against more formidable opponents.

It goes without saying that we want you to have fun playing with FALCON. We certainly
have! At the same time, we hope we've given you an opportunity to leam a little about an
exciting, important subject. And maybe you'll discover, as we did, a newfound respect for
the pilots who fly these planes every day in the service of their countries.



Hardware Requirements

FALCON requires:

ATARI

* Atari 520 ST/FM

+ Atari 1040 ST/FM
AMIGA

+ Atleast 512k RAM

Note that the black box feature and certain sound and graphic enhancements are only
available on the 1 Mb models.

A joystick or mouse is optional.

* If you plan to employ the option to direct-connect two machines and dogfight against
another FALCON owner, you'll need a special cable (or cables) to connect the two
machines. See the special insert for information on this option.

Future Plans for FALCON

Let us know what you like and dislike about the program so we can reflect your wishes
when releasing updated versions. We plan to enhance and provide additional disks for
FALCON over time so that it remains the premier jet fighter simulation on personal
computers. Returning your registration card is the first step in making sure you'll know all
that is planned. Be a part of the process and tell us what you want to see in the program!






Part I: Your First Flight
in the FALCON

ARMAMENT

y T
ood Marning, Sir.
How's the wife and kids?

TOTAL WEIGHT: 27787 v
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Setup and Loading Instructions

Itis assumed that you are familiar with the basic terms and operations of your computer. If
this is the first program you have run on your computer, refer to the Owner's Manual to
become familiar with how to operate your system.

Loading the Program

ATARI ST

+ Insert disk and reset your system, insert disk 2 on the screen prompts.

AMIGA

+ Insert the Amiga kickstart disk in the drive(this is not necessary if you have an A500 or
an A2000) . When the “Workbench” icon appears on the screen, press the eject button and
remove the kickstart disk. Insert FALCON 1 disk in the disk drive. It loads automatically.
Insert disk 2 on the screen prompts.

Menus

When FALCON has loaded you will see the DUTY ROSTER, on top of which is a list of
menus. With the exception of the COMMS menu, these menus are not operable until you
have madeyour armament selection. However it is appropriate at this stage to give an
explanation of the menus.

File
The following options are available:

*  Retum to cockpit — Used where you have pressed the Esc key to make a choice from
one of the menus.

+  Abort Mission — Retums you to the Duty Roster

+  End Mission — When you have completed a mission and landed safely, choose this
option to see the Awards screen.

+ Read Mission Disk — You will not need this option until you have purchased a Mission
Disk.



+  Quit — Returns you to the computer operating system.

ACM

+  This option enables you to practice Air Combat Maneuvers. See the section entitled
“Air Combat Maneuvers™ for details of the maneuvers.

Scenery
+  Dotsonly
*  Detail only

*  Dots and Detail

The less the scenery on display the faster the program will run.

Control

+  Keyboard

+  Joystick

* Mouse 2 (You are able to “centre the stick” by clicking and releasing the right hand
mouse button.

Options
+ Normal scale
+ large scale

You are able to change the size of the MiGs.

+ Soundon
*  Engine off
+  Sound off

We recommand that you play with the sound of the engine off.
+  Training

With this option you will see thatin ACM the MiG will have his flight path indicated by
squares which you should fly through to if you wish to follow his track.



+  Super MiG — If you think the normal MiG pilots are not good enough, try this option!
COMMS

Leave this choice at the default selection of SINGLE PLAYER. If you are going to be the
only participant experiencing FALCON (on one machine), as would normally be the case.
However, if you wish to hook your machine up to another so you and another player can
“dogfight” against each other, select TWO. See the insert for information on connecting the
two machines.

If you select TWO for NUMBER OF PLAYERS, make sure the selection for the
BAUDRATE (speed) that your computers will communicate at is correct.

Duty Roster

The DUTY ROSTER maintains a record for up to ten “active” (meaning still alive!) players.
The last rank achieved and total “merits” (points) attained are displayed along with the
pilots’ names. (Since no one’s played from your disk as yet, all pilot name lines show a call
sign of “ROOKIE" with zero merits.) If you expect to have several people playing the game
and want to make sure that someone’s name isn't accidentally erased, we suggest
designating one of the name slots (say, the last one) as the “floater”, for newcomers and
occasional players to use.

+ On this first entry, highlight any of the “ROOKIE” name lines and click with the
mouse button. Type in the name you want to use for yourself at the top. Remember,
every fighter jock has a call sign! Be as creative as you like, just keep the name within
fiteen characters. (You can use the Backspace key to correct any error, and to erase
ROOKIE.)

When you're finished typing your name, press the OK box.



You can override a listed pilot’s name at any time if you want to add a new person or
name to the game. You might even want to keep separate “names” of yourself for
practice reasons. Just make sure not to overwrite an active pilot for whom you want
to maintain a record.

The DUTY ROSTER includes pilots who are still alive and haven't been either taken as a
prisoner of war (POW), or court-martialed for unacceptable actions. This list is different
from the “SIERRA HOTEL', which contains the top ten FALCON pilots who have ever
played from your disk, whether they are still alive (ACTIVE); or have been killed in action
(KIA), declared missing in action (MIA), or court-martialed (BUSTED), or RETIRED when
the pilot's name has been changed.

Use the mouse pointer to move between topics. Use the mouse button to highlight a
selection within a topic. When you are satisfied with your selections, click on the
ARMAMENT box to proceed to the next screen.

Rank

Select from a listed rank to determine the difficulty level. The order is from First
Lieutenant (easiest) all the way to Colonel (highest difficulty). (Note: Part il of the manual
discusses the differences between ranks, plus how they affect your plane’s performance
and that of the enemy.) You select a rank by simply highlighting the desired rank line and
clicking on the name button.

Missions

This is where you choose from any of twelve different missions involving air-to-air combat,
air-to-ground strikes, or a lot of both! There is a ribbon to the left of each mission name,
which will be awarded to you if the mission is completed successfully. (Note: Part il
of the manual describes details of the different missions.) Just like rank, you select a
mission by highlighting the mission name.
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Maximum Number of MIGS

You can choose between zero, one, two, or three as the total number of enemy MiG
planes (within rank and mission limits) possible to be onscreen at any particular time.
Clicking on the box will cycle through the number of MiG planes you require.

Program speed degradation may occur with more than one plane onscreen at a time,
depending on your hardware.

There are no MiGs on the Milk Run mission (if you stay in the mission area, that isl).
 Even 'so, just to make sure you don't encounter zy this first ime up, chick on the MAX#J:;;
'MIGS box to eliminate "the MnG pacture You'ﬂ have plenty of
enemysplanesfater.

+  After you've finished making rank and mission selections, click on the ARMAMENT
box to proceed to the armament selection screen.

Armament Selection

r

€ flle ACM Scenery Controi Sptions [y X
ARMAMENT

00d Moml
ECM U" We pn-conf?gured her last night.
Ril set and good luck.

Tota! Weight: isooo | TAKEOFF I

Becs use:you re flying at First Lieutenant level for the first light, you have unlimited
mam nt avallable Therefore. you won't make any choices from the Armament' :

Even so, take a look at the Armament selection screen and read the following information
just to get familiar with the procedure for future use.
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) __rélatlonshrp, Sarge will warn you rf he thinks you're amming the plane’wnh fo0 -
yeight. He'll make sure that your load is symmetnc (weight equally dfsmbuted)
! ’t allow the placement of more weapons on a stat:on thanis structurally

here in arming your F-16 will affect how well the plane perfonns inthe sky (at

tanks) If you carry too many missiles and bombs on a particular flight, your
 plane isn't going to maneuver very well, and you can expect a lecture from the Sarge

you take off. You must make your decisions based upon the mission you are em-
ngonandthaannamentmstock . e

Selection Procedure (All Ranks Except First Lieutenant)

+ Click on the up or down arrows to the right of each weapon to increase or decrease
the humber you wish to carry on your mission. If you request an additional item of any
type and the Sarge has it available for you, he'll say so, and the tally number to the right of
the weapon will increase accordingly. If you change your mind about any piece of weap-
onry and decide to decrease the amount carried, click the down arrow to decrease the
number for that particular item, all the way down to zero, if you wish. On any mission that
you embark upon (except those at First Lieutenant rank), the program defaults to a basic
configuration of (2) AIM-9J Air-to-Air Missiles. Of course, you don't have to accept this
basic configuration if you don’t want to take these weapons along, and the Sarge has other
desired weapons available. (At First Lieutenant rank, nines (9) will appear beside all
weapons lo show that armament is unlimited. The ALQ-131 ECM Pod and Extemal Fuel
Tanks show a one (1), but they are unlimited as well.)

Before flying at Captain rank or higher, you should take a look at the armament configura-
tion drawing on page 56 to see how weapons are placed onto your F-16.

At this point, you may have noticed that the Menu Bar at the top of the screen has become
completely activated. You'll learn about all the selections in due time, but for now the only
menu selection you need to make is the device you will be using as your F-16's directional
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("stick") control. Pressing Esc will bring up this menu bar during a mission.

Go to the "Control* Menu and select Mouse, Key, Joy or Mouse 2 depending on whether
you want to use the mouse, your keyboard, or aJoystick as your respective input device for
directional ("stick") control of your plane. Mouse2 is not self centering until the right-hand
button is pressed.

Note: Fighter pilots have told us that they get a little rusty at using their “stick” (directional
control) if they haven't been inside a plane for some time. It takes them a while to get the
feel back. Because we've tried to simulate the F-16's handling characteristics so closely,
you might want to start off using the keyboard for directional (stick) control, because it
tends to be a little more forgiving at first.

IMPORTANT!

' on't make any selections from the ACM Menu at this time or you will go
~ immediately into a training mode for learning Air Combat Maneuvers when you
enter the cockpit. These maneuvers require some previous experience with the
program for you to use effectively. If you make a selection from this menu by
accident and go off into one of the maneuvers, press the E§¢key to bring the
‘Menu Bar back. Go to the "File” menu and select "Abort Mission” to return to the
.- DUTY ROSTER screen. Make the same choices as before to return to this point.

+ When you've completed your selections, click in the TAKEOFF box to accept the arma-
ment and proceed to “takeoff ready” position. The Sarge will have a few words to say
before the armament selection screen disappears. Get in the habit of reading any mes-
sages he has for you, because they may save your life later on when you are flying ata
higher rank.

‘Note: You won't exactly be alone in the air after the Sarge signs off. Your ground
‘support crew will contact you occasionally (via messages along the top of your front
~ cockpit view) when MiGs are sighted as well as confirming your successful hits in air

battle. They will also notify you when you're flying off course.
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The FALCON Cockpit

HEAD-UP DISPLAY (HUD) FLIGHT PATH LADDER
HEADING SCALE (IN TENS OF DEGREES)

"G" (GRAVITY) FORCE INDICATOR
T Sy e S ALTITUDE SCALE (IN THOUSANDS OF FEET)

-
~
[

AIRSPEED SCALE: (IN TENS OF KNOTS) :
P NOSE WHEEL
T STEERING SYSTEW/
AOA (ANGLE OF ATTACK) INDEXER F000 Amwh.cwz_m%m»uox
= Y LIGHTS)

AN

THREAT WARNING SYSTEM' Q

ATTITUDE DIRECTOR INDICATOR

AIMIJ ENGINE FIRE LIGHT

MASTER STALL LIGHT
CAUTION LIGHT T
2
- RPM GAUGE
3
= SENSITIVITY
fot o T INDICATOR
£ o EMIT o P 4
COMED SCREEN (RADAR/MAP) rLAPS LISHT WHEEL BRAKES LIGHT
STORES CONTROL PANEL AIR BRAKES LIGHT % rropiLoT LiGHT

AOA (ANGLE OF ATTACK) INDICATOR
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Cockpit Orientation

After the Sarge signs off, the next screen has you seated in the FALCON, ready for takeoff.
Your plane is resting on Runway # 36.

Take some time to get familiar with your F-16. Inside the plane, you are facing the front of
the cockpit, which contains the most important displays and controls to be used in the
simulation. Look at the components of the cockpit, and compare them to the illustrations in
your Flight Manual and reference card. You don't need to know what every item represents
just now, since all the F-16's characteristics aren’t activated at First Lieutenant rank. (All
cockpit features are discussed in detail in Part Il of the Flight Manual.)

“G (Gravity) Force Altitude Scale
Indicator (in thousands of feet)

Flight Path Ladder

Airspeed Scale 5-Mile Radar
(in tens of knots) Ranging Scale
B il Tl ////,//////,//////////// Pl e Wi T

i, 2

1.0 +

Air-to-Air Current Altitude
Missile Specifics Detailed

HEAD-UP DISPLAY (HUD) IN “AIR-TO-AIR” MODE
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Now, let's discuss the ones you do need to watch on your first flight.

+ The most prominent feature of the cockpit is the Head-Up Display, or HUD,
which is located in the upper middle of the screen. The HUD is a piece of glass
(separate from the canopy) upon which important data is displayed electronically.
By having vital information displayed directly in front of your eyes, you don't have
to look around the cockpit as much, which helps to maintain your concentration in
battle. Although there are several different HUD types, it starts off in “Air-to-Air"
Mode and displays essential items such as airspeed, heading, gravity forces,
altitude, and the flight path ladder.

Brief Description of HUD components

Let's examine the main features of the Air-to-Air HUD.

Flight Path Ladder

Represents your plane’s angle of climb. When positive

. P numbers (0 through 9) are showing, the plane is in an
upward climb. Negative numbers (-0 through -9) signify
< . .
J adive. Each number represents an increment of ten
\\ degrees, from 0° to 90° in either direction. The ladder
3 3 displayed here shows the F-16 in a 38 degree climb.

(Negative numbers also shown by dotted line.)

Air-to-Air Missile Specifics
(Discretes)

Data relating to the specific HUD mode, in this case
“Air-to-Air.” The type and status of the weaponry is
displayed. You'll leam more about this later.

Aiming Reticle

This represents the effective aiming area for missile hits
when battling enemy MiGs. Part Il will expiain its

usage.
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Airspeed Scale

Displays the plane’s true speed (in tens of knots).

“G” (Gravity) Force Indicator

Shows the amount of centrifugal force that is acting upon
you and your plane at any time due to a number of
factors, including tuming (banking) rate and airspeed.

Heading Scale

Displays the direction (magnetic scale, and in tens of
degrees) that your F-16 is heading. You should note that the
plane starts off on the runway at a 0° heading, which
represents due north. East is 90°, south is 180°, and west is
270°.

Altitude Scale
Displays your plane’s altitude (in thousands of feet). Note

that the current altitude is always detailed at the bottom of the
HUD, directly below the Altitude Scale.

5-Mile Radar Ranging Scale

Specific to Air-to-Air HUDs, this scale's pointer starts to slide
downward when an enemy plane has approached within five
miles of your F-16. More on this later
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The Rest of the Cockpit

+ The AOA Indexer (left of the HUD) and AOA Indicator (beneath the HUD) are used
when landing your plane and during battle. They display your “angle of attack™. They aren’t
necessary at lower ranks, but after your first few landings, become adept at using them
because it's a necessary skill for landing the F-16 at higher ranks.

AOAINDICATOR

+ The JFS (Jet Fuel System) Start button will light up
when you start your engine.

« Directly underneath the HUD glass is a combination
Radar/Map screen, called the COMED (Combined Map/
Electronic Display). It will be the second most-watched
item in your cockpit after the HUD. In Radar mode, it
monitors details like the horizon and relative position of
enemy planes to yours. In Map mode, it shows your
current location in the FALCON world, along with land-
marks to guide you during missions. Press the “C” key
to toggle between Radar and Map. The default
selection is Radar.

« The Military Power/Afterburner Indicator shows
whether you are currently invoking the engine’s After-
burner (AB) for extra acceleration, or if you're using
standard Military Power (ML), which is a term for normal
engine usage and acceleration. Press the “/” key to start
the afterburner (stage one). Press the “>” key to
increase the afterbumer stage up to a maximum of 5.
Press “<" to decrease the stage or press “ /* (Slash) key
to go immediately to 100% Military Power. The default
setting is ML.




+ The Attitude Director Indicator (ADI) aids in orienting
your plane to the horizon while pitching and rolling. Use itin
combination with the “waterline” (your plane’s position parallel
to the horizon) and visual contact with the real horizon to
orient the plane directionally.

» The RPM Gauge represents the percentage (%) of power
that has been applied with the Throttle (“+") key. (This
example shows just over 70% of power being applied.)

« The Wheel Brakes light is on, signifying that your wheel
brakes are set. This keeps the plane from rolling when the
engine is started.

Before taking off, take a look out the other views from your cockpit, specifically the Left
View (“4" key-top row) and Right View (‘6" key-top row). You'll leam more about the
additional gauges and panels later. For now, you might note the initial compass heading in
the Left View (due north) and how it matches up to the degree heading in the HUD and
your current location on the COMED Map mode. These indicators can help you find your
way back to the landing strip if you're lost or returning home from a mission that takes place

a long distance away.

You also have a variety of out-of-cockpit views that give you an entirely different
perspective on the world you are flying in. You might want to take a moment now to
examine these different views, although they will probably be more spectacular when you're
in the air.

To see a satellite view or look down, press key U. Key 8 will show the tower view, whilst key
9 will show an outsiders view of the F16 (TRACK view). The track view can be seen from a

different position by pressing key 2. In addition the view can be zoomed by the use of keys
F1and F2.



About the Milk Run

The objective of the Milk Run mission is to destroy one or more of the buildings located 5
miles east of your home base.

On this mission, you'll use AGM-65 “Maverick” air-to-ground missiles.

N S 8
[0 . ®
2‘7No' ‘i‘gs- [ '%l
®
180°

Targets
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Takeoff Procedure and First Flight

You'll probably want to have your quick reference card close by during the takeoff

procedure.
IMPORTANT!I

Even though we've tried to pattern this initial flight instruction for a first-time user, the
FALCON cockpit has so many features that, even at First Lieutenant rank, things may
seem overwhelming at first. This is reason enough for including a “pause” key in the game.
If you're at a certain point in the procedure and want to read ahead to prepare for the next
action, simply press the “P” key to pause the simulation. When you're ready to continue,
press the “P” key again to resume flying. After a few flights, everything will become second
nature to you.

At times in this section, we'll discuss a procedure in light of what the same situation might
require in skill at upper ranks. However, operation-wise, everything still performs according
to First Lieutenant rank restrictions. You might want to look at the charts in Part Il that
cover what performance differences occur between the various ranks.

Directional Control (Flying with the “Stick”)

Fighter pilots control the directional movement of their planes with a hand control commonly
known as the “stick”. The following images show the ways you can control the same
directional movement of your F-16, depending on whether you prefer to use the keyboard
or a joystick.

Throughout the rest of the manual, we will use an “operation” with the stick as a common
way to describe a needed directional change at a particular time. For example, “pull back
on the stick” will equate to pressing the Down Arrow (1) key on the keypad, or moving
the joystick handle backwards, depending on the input device you're using. The following
images have the corresponding “stick” operation printed in boldface next to the particular
movement control.
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Keyboard
"push forward on Nose
thesstick’—_| Down Standard Keyboard
“pull right on Stick Control
the stick"
P Y
Bank (or Tum) i_ K L |Bank(or Tum)
Left ) . Right "push forward on
£ I the stick”
"pull left on 7
the stick” | “pullbackon hose
Nose | the stick” . NE  woull riaht
¢ "pull right on
Y 7 [Bf 9 the stlck"
N : J
TR N
Bank (or Tum) 4 5 nk(orTum)
. Left <+ —’ Right
Numeric Keypad A J
Stick Control /T )
(Optional if Keypad "pull left on #
Available) the stick” * J A AN g
N°se —1—__ "pullbackon
the stick"

Under the default setup, when you use the keyboard to control directional movement of
your plane, the F-16's “stick” automatically centers itself after each keypress. This enables
you to easily maintain a constant rate of turn. In other words, if you press the Left Arrow
(«) key once, your plane will bank left at a small constant rate, and continue to do so until
you make another directional change. If you want to increase the degree of turn (or any
other directional change), you need to hold the particular key down for a longer
period of time. Also, the longer you hold the particular key down, the faster the rate
of change will take place (all other things being equal).
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Joystick
Nose
"push forward —— Down %:2:82;0 n
on the stick” ﬂ
Bank (or Turn) Joystic Bank (or Turn)
Lef < (Handle) = | Right

"pull left on
the stick"

|

Joystick Button - Trigger (used for firing weapons)
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Sliding the mouse in a particular direction to change the pitch or bank of your plane is not
so different from using the keyboard. When you slide the mouse to effect a change in any
direction, the plane responds by changing its direction until you stop sliding the mouse,
which "centers the stick". When the mouse stops moving and the “stick" is therefore
"centered”, your plane continues on the same path until the mouse is moved again.

Mouse 2

This is an alternative method of mouse control. The “stick” is not centered until the right
hand button has been clicked and released.
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On the Ground

+ If you haven't done so already, press the “3" key (top row) to return to the Front View.

+ Check the front panel to make sure Wheel Brakes are engaged (the WL BRK light
should be on). If not, press the “W" key to apply them. Now it's time to fire ‘er up!
Activating the Jet Fuel System will start the F-100 engine. To engage the JFS, press the
Throttle Increase key (“+") once and the JFS Start light on the front panel will illuminate.
By watching the RPM Gauge, you'll see the engines automatically rev up to 60% RPM.

How to Taxi Your Aircraft

Even though it's not necessary to taxi the aircraft, you may want to in order to get familiar
with the Nose Wheel Steering (NWS) System. To the right of the HUD you'll see the NWS
System/Landing Gear Status Indicator. The RY (“ready”) light at the top should be lit,
indicating that your Landing Gear (which includes the NWS system) is in “down” position
and operational.

+ To taxi, rev your engines (to 65%) by pressing the Throttle Increase key (“+") until RPM
reaches 65%.

* Release the Wheel Brakes (“W" key) and your plane should start rolling. Never exceed
80% RPM with the Wheel Brakes engaged, or your aircraft may be damaged. Your
Nose Wheel Steering light (NS: the one in the middle) will illuminate once the plane is
moving. At this point you can use the stick controls to steer your F-16 on the r<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>