AIR PIRATES

A 1/300th Air Miniatures game based on the Avalon Hill "Mustangs" board game with additions and modifications by Paul Hannah and Dave Schueler.

Also with some minor modifications from the original game aimed at making the game more suitable for early WW2 combat.

Version 1.1 3/01/2002

[1 ] GAME EQUIPMENT

You will need to provide the following equipment to play Mustangs Air-Pirates

1a)
GAMEBOARD: The gameboard is created from a sheet of felt, approximately 12 feet long and 6 feet wide. This can be decorated with fields, sprayed on with paint, with model trees and buildings. The cloth is marked in hexagons that can be painted on using a template. It is recommended that the hexagons be marked on form the center moving outwards and be approximately 5" from face-to-face. Mark the hexagon corners with tailors chalk, then paint the hexagons with acrylic fabric paint such as "Scribbles". Hexes are used to regulate movement and positioning.

1b) 
MODELS: The following units are required to play the game


1b1)
Aircraft models of 1/300 scale. These are mounted on a 1/16th brass rod peg for attaching to stands.


1b2)
Aircraft Stands. These are stands with an altitude rod, the height of which can be altered by changing the length of the rod. See the appendix for making altitude stands.

1c)
AIRCRAFT CONTROL CARDS: Each aircraft in the game has a control card that indicates its performance, speed, altitude ammunition remaining and damaged received.
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1d)
MANEUVER MARKERS: Each aircraft in the game has a set of maneuver markers that are used to indicate what maneuver the aircraft is currently performing. These are Left and Right Roll Maneuver, Straight Ahead Movement, A Half Loop Maneuver (Split-S or Hammerhead Turn etc.) Left and Right Turn, and Left and Right Tight Turn.


A sequence marker is also used to determine who has the initiative in maneuvering.

1e)
GAME CONTROL CARD: This card is used to mark of the turns and impulses of the game
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1f)
DICE: Dice are used to determine the random elements of the game. You will require a D4, D6, D10, D12 and D20 if bomber rules are being used. In fighter combat, the D10 is the most commonly used die and unless specified, all die rolls referred to in the rules are for a D10

1g)
THE RULES: These rules.

[2] SETTING UP THE BASIC GAME

Additional setup ideas are given in the Battle Manual (see The Scenarios, section). This format is for a Basic Game contest between two players

2a)
Make a competitive die roll. The high roll player gets the sequence marker.

2b)
Decide, in any mutually agreeable manner, the sides (Allied or Axis) each player will control. Then, each player selects any two identical air units from those available for their side. For example, the Allied player might select the two identi​cal P-51D air units (identification #1 and #2).

2c)
Spread the gameboard out between the players, with a Control Card for each aircraft near its player.

2d) 
On both Aircraft Control Cards, mark the speed and altitude for each aircraft in the "1" "speed" and "altitude" box. On the Game Control Card, mark Turn 1, Impulse one, to indicate that this is the beginning of the first turn.

2e)
Each player takes the set of eight maneuver markers for each aircraft.

2f)
The player with the sequence marker places all of his air units anywhere on the edge hex of the gameboard. Then, similarly, the other side places its air units, anywhere touching the edge hex of the gameboard

2g)
The player with the sequence marker places any desired maneuver marker for each of his air units, followed by the other side doing the same (see rule 5).

[3] GENERAL GAME RULES

3a)
THE SEQUENCE MARKER:


3a1)
The sequence marker is always held by one side or the other. The side cur​rently holding the sequence marker must always go first during a Phase.


3a2)
The player holding the sequence marker may, whenever desired, pass it to the opposing side at the start of any Phase (firing phase, maneuver phase etc.), forcing the new holder to go first during that Phase and all later Phases until the sequence marker is passed again.


3b3)
The sequence marker may be passed back and form, as desired, many times during a game, but never more than once per Phase.

3b)
GAMEBOARD EXITS: Air units are not allowed to exit the gameboard. If necessary, to avoid the edges of the gameboard, shift all air units and their maneu​ver markers the same number of hexes in the same direction to maintain their rela​tive positions. If this proves impossible, then players are forbidden to mark an air unit for a maneuver that would force an exit from the gameboard.

3c)
AIR UNIT FACING: The "front facing" of an air unit must always be pointed at a hexside, not at a hex angle. Except when complet​ing a roll maneuver (see 5d7), an air unit may only be moved straight forward into the hex to which its front facing points.

3d)
RECORDING GAME INFOMATION: Game information is recorded by the appropriate boxes on the Game and Aircraft Control Cards. Changes are recorded by marking the appropriate boxes as needed


3d1)
CURRENT TURN: The current Turn is indicated on the Game Control Card by the number in the box containing marked Turn 1


3d2)
CURRENT IMPULSE: The current Impulse is indicated on a Game Control Card by marking the appropriate box


3d3)
AIR UNIT INFORMATION: All air units have a corresponding Aircraft Control Card. 


3d3.1
An air unit's current altitude is indicated by the number in the box marked "Altitude" 



3d3.2
An air unit's current speed is indicated by the number in the box marked "Speed".



3d3.3
The number and types of hits scored on an air unit is indicated by the damage boxes checked off as hits occur.



3d3.4
Ammunition expenditure is marked off as each air unit fires.

3e) 
STACKING, SPEED AND ALTITUDE LMIITS:


3e1)
There are no limits on the number of units and/or markers located in a hex.


3e2)
No maneuver can be marked or change made that, on completion and com​puted from its current speed, would reduce an air unit's speed to less than its minimum allowed speed.


3e3)
No air unit may have a change made that would reduce its altitude to less than "0" or increase it to exceed the altitude number printed on the aircraft control card. No air unit may have an altitude change (climbing or diving) made that exceeds those changes allowed by and printed on aircraft control card.


3e4)
No air unit may have its speed increased to more than the level speed number printed on the air unit counter, unless the air unit dives during the previous turn's Change Phase. If diving, an air unit's speed may exceed its printed level speed number, but not its printed dive speed number, which can never be exceeded.

3f)
PLAY SEQUENCE: Games start when setup is complete, and is played in "Turns". Eight Turns per game. Each Turn has "Impulses", each of which is performed in a sequence of "Phases", as follows:


3f0)
BREAK CONTACT PHASE: Air units may attempt to break contact. (Optional Rule 16)


3f1)
CURRENT IMPULSE PHASE: Mark the impulses as they occur on the Game Control Card.



3f1.1)
SPOTTING PHASE: Air Units attempt to tally enemy air units (Optional Rules 15b). 


3 f2)
MOVE PHASE: All air units moving at the speeds in columns marked with arrows for the Impulse must be moved (see 5b).


3f3)
FIRE PHASE: Air units that completed a maneuver may be "fired" (see 6).


3f4)
MANEUVER MARKING PHASE: Maneuver markers are placed (see 5c).


3f5)
CHANGE PHASE: This is performed instead of the other Phases when "Change Altitude & Speed" box is marked off. Then, the speeds and/or altitudes of air units may be changed and turn and impulse markers adjusted for the start of the next Turn (see 7).

[4] THE CURRENT IMPULSE PHASE

4 a)
Mark the current impulse on the Game Control Card to show the current Impulse. At the start of a Turn, an impulse marker should be marked. Then, as the each impulse occurs, corresponding impulses should be marked off.
4 b)
On the Game Control Card, note which columns contain arrows. Air units moving at speeds corresponding to the numbers at the top of columns marked with arrows are the only ones moved during an Impulse. For example, if dur​ing an Impulse, there are arrows located in columns "2", "5", and "6"only all air units moving at speeds "2", "5" and "6" are moved during that Impulse.

[5] HOW TO MOVE

Winning requires maneuvering air units to fire and evade fire. Maneuvers are marked during Maneuver Marking Phases and performed during Move Phases, so knowledge of the movement rules is needed during both Phases.

5 a)
GENERAL MOVEMIENT RULES: The dice do not determine movement-they are used for firing.


5 a1)
Players may move any or all of their units as desired, in any order, subject to the limitations found elsewhere in the rules.


5a2)
An air unit may be moved from hex-to hex in any direction or combinations permitted by its movement capabilities. Hexes may not be skipped or jumped.

5 b)
THE MOVE PHASE: Look at the Game Control Card, all air units moving at the speeds in columns marked with arrows for the current Impulse must be moved. Air units moving at Speeds in columns not marked with arrows, are not and may not be moved during that impulse.


5b1)
All air units are always moved exactly one hex straight ahead, and, for some completed maneuvers, also pivoted within the hex entered (see 5d4, 5d5, and 5d6) or shifted to an adjacent hex (see 5d7).


5b2)
When a maneuver is completed, the maneuver marker is immediately removed from the gameboard and the air unit's speed reduced, where necessary (see 5d4 and 5d6). Maneuver markers are removed only when a maneuver is com​pleted or if its air unit is eliminated.

5c)
THE MANEUVER MARKING PHASE: New maneuver markers are placed on the gameboard at the game's start (see 2g) and, during play at the end of each impulse, for all air units that completed a previous maneuver and had that maneuver marker removed during the Move Phase (see 5b2). All maneuvers are marked by placing a desired maneuver marker in front of an air unit in the hex where the air unit will complete the maneu​ver.

5d) 
THE MANEUVERS: Air unit movement (their maneuvers) are marked during Maneuver Marking Phases and performed during Move Phases.


5d1)
MANEUVER MARKERS: An individual air unit's maneuvers are marked by using a set of maneuver markers.



5d1.I
During a Maneuver Marking Phase, an appropriate maneuver marker is placed in front of an air unit in the hex where the maneuver will be completed.



5d1.2
During a Move Phase, when an air unit is moved into a hex that does not contain its maneuver marker, the maneuver is not completed on that Impulse and the maneuver marker remains on the gameboard.



5d.1.3
During a Move Phase, when an air unit is moved into the hex contain​ing its maneuver marker, the maneuver is completed on that Impulse and the maneuver marker is removed from the gameboard.


5d2)
MANEUVER MOVEMENT REQUIREMENTS: To perform any maneu​ver an air unit must be moved a certain number of hexes.



5d2.1
The completion of a maneuver may require a number of Impulses and those Impulses may be spread over more than one tun.



5d2.2
Use the Control Card's MANEUVER CHART to determine the number of hexes that must be moved to perform a maneuver by cross-referencing the air unit's appropriate maneuver number (printed on the Aircraft Control Card) with its current speed. The first number found (before the "/" symbol) is the number of hexes that must be moved to per​form a maneuver (The number after the "/" is used for aircraft with damaged rudders and also for aircraft with limited maneuver due to carrying ordnance etc.). 

For example, during the Maneuver Marking Phase of an impulse "IV", a Spitfire Mk1 air unit moving at speed "4" is marked to perform a right roll maneuver. The turn maneuver number printed on its Aircraft Control Card is a "2". This shows that the Spitfire Mk1 must be moved 2 hexes to complete this turn maneuver


5d3)
STRAIGHT MANEUVERS: If not printed on the air unit's Control Card counters, the straight maneuver symbol for an air unit is one. The air unit maintains its facing after entering the hex that completes the maneuver.


5d4)
HALF LOOP MANEUVERS. A half loop maneuver is performed using an air unit's loop maneuver symbol. The air unit is piv​oted three hexsides (180 degrees) after entering the hex that completes the maneuver. Completing this maneuver reduces the air unit's speed by one so write the new speed in the "speed box" on the aircraft control card to show one less speed in the air unit's "Speed" track ) see 5b2). 


5d5)
TURN MANEUVERS (RIGHT OR LEFT: A turn maneuver is performed using an air unit's turn maneuver symbol. The air unit is pivoted one hexside (60 degrees) to the right (if a right turn maneuver is marked) or to the left (if a left turn maneuver is marked) after entering the hex that completes the maneuver.


5d6)
TIGHT TURN MANEUVERS (RIGHT OR LEFT: A tight turn maneuver is performed using an air unit's tight turn maneuver symbol. The air unit is pivoted two hexsides (120 degrees) to the right (if a tight right turn maneuver is marked) or to the left (if a tight left turn maneuver is marked) after entering the hex that com​pletes the maneuver. Completing this maneuver reduces the air unit's speed by one so write the new speed in the "speed box" on the aircraft control card to show one less speed in the air unit's "Speed" track ) see 5b2). 

[6] THE FIRE PHASE

Firing is resolved as follows:

6a)
FIRING POSSIBILITIES: Only an air unit that just completed a maneuver (i.e., its maneuver marker was removed from the gameboard during the Impulse's Move Phase) may be used to "fire" (its guns) forward at an opposing air unit, if desired and possible. An air unit may be fired only once per Fire Phase and at no more than one target unit.


6a1)
A firing air unit can be no more than one altitude higher or lower than a target air unit and the two air units must be located and faced so that their relative posi​tions appear on the Aircraft Control Card DEFLECTION DIAGRAM printed on its reverse. The red center silhouette shows the location and facing of a target air unit, and the outline pictures show the locations and facings of all possible positions for a firing air unit-EXCEPTION: see 6a4). Intervening air units do not block firing.
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6a2)
If firing is possible at more than one potential target unit, the firing player decides at which to fire.

6a3.1) 
The firing aircraft must be in a hex and facing as shown in the Gun Firing Position chart within one altitude level of the target OR in the same hex as the target one altitude level above or below the target. 

6a3.2)
If in the same hex as the target at the same altitude, the firing aircraft must be facing the same direction as the target and be the last aircraft to enter the hex. If two aircraft enter a hex in the same impulse and are facing the same direction, the slowest aircraft (after all adjustments for maneuvers and climb/dive) may fire.


6a4)
Not pictured on the DEFLECTION DIAGRAM, opposing air units in the same hex but no more than one altitude apart (as per 6a1-firing modifier 6c 1.2 applies) may be fired at each other, regardless of their facings.


6a5) 
REAR GUNS: Rear guns are usually positioned dorsally. Exceptions are explained Aircraft Control Card.



6a5.1
A rear gun may fire at any eligible tar-get during any non-consecutive fire phase. For example, the rear gun of a Me-110 C-I fires at a target during the firing phase of turn 1, impulse VI. The rear gun may not be used again until the firing phase of turn 2, impulse II.



6a5.2 
A target must be in a rear sector hex within two hexes of the firing air unit. See dia​gram. This target may be at the same altitude or at one altitude level higher. A target in the same hex as the firing unit MUST be one altitude level higher.




6a5.2.1
A rear gun may also fire one altitude level lower at a target if allowed in the Notes section of for a specific air unit. Rules 6a5. I and 6a5.2 apply but a target in the same hex must be one altitude level lower.




6a5.2.2
Units with multiple rear guns (see Notes for a specific air unit) may attack one target at the same altitude or one level higher plus a target at the same alti​tude or one level lower (see 6a5.1 6a5.2.1 and 6a5.2. 1). Each rear gun must wait one Fire Phase before firing again.



6a5.3 
A rear gun equipped air unit does not have to fire at an eligible target. If more than one target is available, the firing air unit may choose. If multiple units declare an attack on the same target, all are considered to have fired (even if the target is destroyed before a friendly unit can resolve its combat). This applies to fire attacks from ANY gun position. A new target may not be declared that Fire Phase. If a campaign is in effect, all shots should be completed in any order chosen by the attacker(s).



6a5.4
A rear gun may not fire at the same target as the firing unit's forward, oblique for​ward (OF) or other rear guns during the same Friendly impulse. It may fire as a separate attack against the same target as another unit's for​ward, OF or rear guns.



6a5.5
An aircraft must have a non-incapacitated RG or RRG to fire its rear gun factor(s).


6a6) 
OBLIQUE FORWARD GUNS



6a6.1
Fire from OF guns is performed the same as per rule section 6. An air unit may use the forward guns "or" the OF gun factors during a single firing phase. A rear gun set as an OF position MAY fire in the same phase as a forward gun. The AIRCRAFT DATA CARD would show aircraft with a rear gun which could be used as an OF position. The owning player must choose this option at the start of the game and may not change. Rule 6c1.4.8 does apply (but no other sections of 6c 1.4 for rear guns set for OF fire. An airplane with two OF gun positions may not fire both during the same impulse.



6a6.2
OF gun factors may not be used against targets one altitude level below the firing air unit. Exceptions are listed on AIRCRAFT DATA CARDS. To reflect the difficulty of aiming OF guns against fighter aircraft, OF gun factors are half their value against other aircraft types. Rear guns set as OF weapons (see above) should halve their listed val​ues (round fractions down) but never less than zero. This information is provided should a bomber be used as a specific air unit, rather than controlled by the bomber rules
6b)
FIRING ANNOUNCEMENTS: If firing is possible and the player wishes to do so, the firing player announces, in any desired order. that one of his air units is "firing" and its single opposing "target" air unit. Announcements of further firing by other air units is delayed until after the resolution of this firing.

6c)
FIRING MODIFIERS: "Firing modifiers" are added and/or subtracted to the numbers rolled on a die to resolve firing. These modifiers come from the involved air units' factors and situations. All of an air unit's firing modifiers are cumulative, and combined into a "total firing modifier". These firing modifiers are as follows:


6c1)
ATTACKER'S FIRING MODIFIERS: These firing modifiers apply to a firing air unit:



6c1.1
Add the firing air unit's gun factor.



6c1.2
A "-2" firing modifier applies if the target air unit is located one altitude level higher or lower than the firing air unit.



6c1.3
Use the firing modifier given on the DEFLECTION DIAGRAM that corresponds to the relative positions of the attacking and target air units on the gameboard.



6c1.4
Add the big target bonus for large aircraft, as noted by that targets "big target" modifier. (this usually only applies to bombers)



6c1.5
Add +4 if the firer is an "ace" pilot.



6c1.6
Add +2 if the firer is "Experienced" pilot.



6c1.7
Subtract 1 if the firer is a "Green" pilot.



6c1.8
Subtract 1 if the pilot is wounded.


6c2)
REAR GUN FIRING MODIFIERS



6c2.1
The Firing Position Modifier Dia​gram is not used for rear gun attacks. Firing modifiers depend on the relative positions of the rear gun and the target plus maneuvers plotted, or just completed, for the firing air unit.



6c2.2
Use the rear gun fire factor and modify as explained below. All modifiers are cumulative.

6c2.2.1
Draw an imaginary line from the center of the firing unit's hex to that of the tar​get hex. If the target is adjacent and the fire line crosses its front hexside, add two; if the line crosses the rear hexside, subtract one; if the line crosses any other hexside, add zero. A line which doesn't clearly cross a front or rear hex-side adds no modifier to the die roll.




6c2.2.2
For a target at two hex range, apply an extra "-2" modifier.




6c2.2.3
If a target is one altitude level away from the firing unit, include a "-2" modifier.




6c2.2.4
If the FIRING air unit is marked for, or completed, a right or left turn, use a "-1" modifier.




6c2.2.5
If the FIRING unit is marked for, or completed, any tight turn, roll or half-loop include a "-3" modifier.




6c2.2.6
An experienced rear gunner adds two, and an ace RG adds a '+4" modifier. An inexperienced RG uses a '-1" and a green" RG, a "-2" modifier.  For example, a Ki.45KAIa "Nick" with an ace rear gunner is at altitude 3 plotted for a tight left turn. It tar​gets a F4F-4 at altitude level 4 and a range of two hexes. The firing line crosses a side hex-side. The final firing modifier equals "-3" (0 RG factor, plus "+4" for an " ace" rear gunner, "-3" for the firing air unit's tight turn and "-2" for the one level altitude difference, with "-2" for the two hex range, plus 0 for the fire cross​ing the target's side hexside).


6c3)
DEFENDER'S FIRING MODIFIER: These firing modifiers apply to a target air unit:



6c3.l
Add the target air unit's defense factor.



6c3.2
Add the target air unit's defense factor. This factor is reduced by previous hits taken but is never reduced below "0". Example, a unit with 7 hits, only adds "0" if its base defense factor is "4" (not minus 3).



6c3.3
Subtract -2 if the target unit is an "Ace" pilot.



6c3.4
Subtract -1 if the target unit is an "Experienced" pilot.
6d)
FIRING NUMBERS: After the total firing modifiers for each side are deter-mined, both players roll a die and add their side's total firing modifier to their die roll. The die roll plus or minus the side's total firing modifier equals the side's "fir​ing number". If a side's firing number is modified to less than "1", consider it to be "I" for firing resolution purposes.

6e) 
FIRING RESOLUTION: Compare the opposing firing numbers to find the results of firing, as follows:

Target Is Equal or More: If the target air unit's firing number equals or exceeds the firing air unit's Tiring number, there are no hits. A "miss"! 

Attacker Is More: If the firing air unit's firing number exceeds the target air unit's firing number, but is not two or more times as much, one hit is scored on the target air unit. 

Attacker Is A Multiple: If the firing air unit's firing number is at least a multiple of the target air unit's firing number, the number of hits scored on the target air unit is equal to the whole number multiple. For example, an attacker's firing number exceeds a target's firing number by two times, but not by three times-two hits are scored. If an attacker's firing number exceeds the target's firing number by three times, but not by four times. three hits are scored, etc.

6f) 
RECORDING HITS: Damage is recorded and applied immediately as each air unit is fired. See section 13 for detailed explanations of hits.


6 f1)
MARKING HITS: For each hit, roll on the hit table for the location, as indicated on the Aircraft Control Card.


6 f2)
AIR UNIT ELIMINATION: An air unit is eliminated and removed from the gameboard (with its maneuver marker) when the total number of hits in any given area of the air unit reaches the maximum allowed for that area. NOTE: An air unit eliminated before its chance to fire does not fire.

[7] THE CHANGE PHASE

This is performed instead of any other Phases at the end of a Turn. Mark the Game Control Card in the "Change Altitude & Speed" box after completing this impulse. The speeds and/or altitudes of all air units may be changed during this Phase.

7a)
ENGINE POWER DEFINITIONS: An air unit has an engine power rating for level, climbing and diving. An air unit's rating is given on the Aircraft Control Card for that air unit. The air unit's ability to climb, accelerate and dive is affected by its engine rating.

7b)
SPEED AND ALTITUDE CHANGE PROCEDURE: On the Aircraft Control Card cross-reference a desired change in altitude with an air unit's engine power type (outlined in red for each aircraft) to find the possible speed changes that can be made with that altitude change. 
[8] THE END OF THE GAME

If the eighth Turn has been completed or if all air units on one side are eliminated, a game is over. For a basic game count 10 victory points per eliminated enemy air unit and I victory point per hit scored on uneliminated air units. The player with the most total victory points wins (or a "tie" if equal).

For a more detailed scoring system, see section 14.

[9] SCENARIO SPECIFIC OPTIONS

9a1.7)
SUN MARKER: If optional spotting rules (section 15) are used, the side starting with the sequence marker may indicate the direction of the sun. The sun direction is the same for all hexes on the gameboard.

9f) 
THE BOUNCE: The quicker one player sees his oppo​nent the more likely that this player will become the hunter and not the hunted. All air units, except as noted by a scenario can only fly straight and at its initial level speed with no altitude changes allowed until this air unit or its wingman make a tally or this air unit or its wingman are fired upon. This change allows the tactical initiative to belong with the first air unit that makes a tally. This would serve to maximize a "bounce" in which closing with the enemy air unit before the opponent can take evasive action becomes much more important. No player should reveal his altitude or speed until spotted. Dummy (unmarked) altitude height rods should be used until tallied.

[10 - 12] INTENTIONALLY BLANK 

These sections will appear as appendices. 
In the original board game rules, these sections dealt with specific scenarios and WWII aviation history as it applies to game tactics and mechanics. They have been left in these miniatures version to preserve the same numbering sequence. 

[13] AMMUNITION AND DAMAGE 

(and optional rules related to causing damage)

13a)
AMMUNITION AND GUNFACTORS: Ammunition expenditure is marked on the Aircraft Control Card.  


13a1)
Ammunition is expended as it is used. Each usage box represents approximately 3 seconds of fire for .303 (7.7mm) ammunition and approximately 2 seconds of use for .50  (12.7mm) and larger caliber weapons.


13a2)
Gun Factors are determined by the caliber of the weapons on the air unit. The following gun factors are used as a guide



13a2.1
Each .303 or 7mm size machine gun. Factor = 1/2 rounded down.



13 a2.2
Each .50 or 12.7mm machine gun. Factor = 1





13 a2.3
Each 20mm type cannon. Factor =2



13 a2.4 Each 37mm type cannon. Factor=3


13a3
Each time a gun is fired, mark off one ammo box on the Aircraft Control Card.


13a4)
Some air units, e.g. ME109 and MiA6M2 are armed with both cannon and machine guns, and may elect to fire, either cannons, MG's or both in a fire phase.


13a5)
OPTIONAL VARIABLE STARTING AMMUNITION: During scenario set up, for each gun position, roll a die. On a 1 add two ammunition factors. On a 2, add one factor. On a 3 through 6, no change. On a 7 or 8, subtract one ammunition factor. On a 9 or 10, subtract two ammunition factors. If the pilot, for the forward and OF guns, or the RG, for the rear guns, and types with only OF guns, is an ace, subtract two; if experienced, subtract one from the die roll. When the crew is green, add two; if inexperienced, add one to the die roll. No gun position should start the game with less than one ammunition factor.


13a6) 
Starting ammunition information is written down and kept hidden from opponents until the end of the game.

13b)
HIT TYPES AND EFFECTS: This section provides further explanation of section 6


13b1)
PROCEDURE



13b1.1
Hit markers are placed to show the number and types (engine, crew, fuel, etc.) of hits. For example, if an air unit had one rudder and two fuselage hits, a hit box would be recorded on the AIRCRAFT CONTROL CARD in the "Rudder" (1 rudder hit) box and another 2 hits marked in the "Fuse​lage" (2 fuselage hits) box.



13b1.2
If a "fire" starts (see 13b3.2, 131:3.4, and 13b4), mark the air unit model with a short length of black pipe-cleaner from the engine indicating smoke.



13b1.3 
Each air unit has a basic defense factor, usually "3" or "4". Has hits are received, this base defense factor is reduced by one for each hit received. The defense factor is never reduced below "0". For example, a P​5ID has a defense factor of "4" and has taken a total of "5" hits, but its target modi​fier is "0", not"-]"


13b2)
DETERMINING SPECIFIC HITS: For each hit scored on an air unit, a die is rolled again to determine the specific type of hit. The numbers that determine the type of hit are printed on the Aircraft Control Card. A roll of "1" or 2" gives an engine hit, "3" a crew hit, "4" a fuel hit, "5" or "6" a wing hit, "7", 8" or "9" a fuse​lage hit, and "10" a rudder hit.



13b2.1 
MULTICREWED AIR UNITS: On a hit number of 3, roll the die again. On a 1 through 5, the pilot is hit. On a 6 through 9, the RG (Rear Gunner) is hit. With a 10, both pilot and RG are hit. If there are three crew, for example, Torpedo Bombers, on a 1-3 the pilot is hit, a 4-6 the center crewman is hit, on a 7-9 the rear gunner s hit and on a 10, all three are hit. If the rear gunner is dead, a center crewman (RT operator, bombardier etc, may take his position during the next Change Phase. An incapacitated or dead crewman may be hit again but with no additional effect.



13b2.2 
Since certain hits affect a "bail-out" success, all friendly attacks against the same tar​get should be completed. Bail-out attempts are delayed until this is done.


13b3)
EFFECTS OF SPECIFIC HITS: Different types and/or numbers of hits can have dif​ferent effects on air units.



13b3.l 
AIR UNIT ELIMINATION: If the num​ber of hits of a specific type equals or exceeds the number of boxes shown for that type, an air unit is eliminated. For example, an air unit with two or more engine hits, three wing hits or four fuselage hits is eliminated.



13b3.2 
EFFECTS OF ONE ENGINE HIT: Use the "Damaged" column of the Engine Chart on the Aircraft Control Card during Change Phases only for air units with one engine hit. When a single engine hit is scored, immediately roll the die again. A "fire" starts if a "1" for jet or radial engines or a "I" or "2" for inline engines is rolled (see 13b4 for the effects of fires). An engine that has been damage but which does not catch fire, is marked with a white marker (pipe cleaner) to represent vaporizing fluid - oil/coolant leak etc.).




13b3.2.1
TWIN ENGINED AIR UNITS: Air units with twin engines are eliminated with THREE engine hits. After two engine hits the maximum level speed and diving speed is reduced by two.



13b3.3 
EFFECTS OF ONE CREW HIT: When a single crew hit is scored, no altitude changes exceeding one altitude level per Turn may be made during a Change Phase.




13b3.3.1
NO PILOT ARMOR: Effects of one crew hit for air units with no pilot protection (i.e. cockpit armor or armored windows). When a single crew hit is scored, immediately roll the die again. A die roll of one or two, the pilot is killed and the air unit is eliminated. The air units affected by this rule are: Ki-lO Perry, Ki-27 Nate, Ki-43 I Oscar, A5M4 Claude, A6M2 Zero, A6M3 Hamp, Me​109B/D/E- 1 (some E-1's were upgraded - scenario specific), Finnish F2A- 1 Buffalo, Gladiator, CW-2 1 Demon, P-35A, P43a Lancer, Amen-can P-36A (Pacific Scenario).




13b3.3.2
Further effects of one crew hit: When a single crew hit is scored, immediately roll the die again. The radio/telephone (R/'T) has been damaged on a die roll of ten. The effect of this is to limit communication between wingmen as per rule 15b8.3.



l3b3.4 
EFFECTS OF ONE FUEL HIT: When a single fuel hit is scored, immediately roll the die again. A "fire" Starts if a "1", "2" or "3" is rolled (see l3 for the effects of fires). An engine that has been damage but which does not catch fire, is marked with a white marker (pipe cleaner) to represent vaporizing fluid - oil/coolant leak etc.).




13b3.4.1
NO SELF SEALING TANKS: Aircraft without self-sealing fuel tanks. A "fire" Starts if a "1 - 5" is rolled on aircraft without self-sealing fuel tanks.  These air units are: Ki-lO Perry, Ki-27 Nate, K'-43 I Oscar, ASM4 Claude, ASM2 Zero, A6M3 Ramp, Gladiator, CW-21 Demon, P-35A, P​36A Mohawk, Me- 109B/D/E-l, Finnish F2A-l Buffalo. Air units with at least rudimentary or inefficient self-sealing fuel tanks, a fire starts with a die roll of 1 through 4; the air units effected by this: Ki-43 II Oscar, Ki-44 Tojo, and P-43a Lancer.



13b3.5
EFFECTS OF WING HITS: There are no extra effects for one wing hit. However, after a second wing hit, no tight turn, half-loop or roll maneuvers may be performed by the air unit. The air unit is immediately eliminated if marked to perform a tight turn, half-loop or roll maneuver at the time a second wing hit is scored.



13b3.6
EFFECTS OF FUSELAGE HITS: There are no extra effects for one or two fuselage hits. However, after the third fuselage hit, no half-loop or roll maneuvers may be performed by the air unit. The air unit is immediately eliminated if marked to perform a half-loop or roll maneuver at the time a third fuselage hit is scored.



13b3.7 
EFFECTS OF ONE RUDDER HIT: When a single rudder hit is scored, mark all maneuvers by the number after the "/" on the AIRCRAFT CONTROL CARD maneuver chart.

13b4)
FIRES: Once started and marked (see 13b1.2, 13b3.2, 13b3.4), if an air unit's "fire" is not extinguished during the same Turn as it started, the air unit is eliminated. During a Change Phase, immediately after changing altitude and/or speed, an attempt must be made to extinguish any "fires" on an air unit by rolling a die. A modified roll of "9" or more "extinguishes" a "fire" - remove the black fire marker and replace with a "white pipe cleaner" marker to indicate a damaged engine.). The die roll is modified by "+2" per altitude level just (i.e., during that same Change Phase) dived. Separate rolls are required for each fire marker showing.

13c) 
BAILING OUT: Especially when using options 14 and/or 18, players may wish to see if "pilots" successfully "bail out" of eliminated air units.


13c1)
BAIL OUT PROCEDURE: No "bailing Out" is possible from air units with two crew hits. For other eliminated air units, after determining all specific hits (which may modify or prevent bail Out die rolls), the bailing pilot rolls a die. A pilot is considered to successfully bail out if the player doing so rolls a modified number of 5 through 10. Modifiers to this player's die roll are "-3" per crew hit and "-2" per "fire" on the air unit.


13c2) 
EFECTS OF BAILING OUT: Players may wish to bail out to save victory points (see 9a2.2) or to save the "pilot" for later games (see 18).



13c2.1
(See Section 14, air unit values). If a pilot successfully bails out over a friendly area, the eliminated air unit is worth five 'victory points less than the air unit's usual victory point value. For example, a P-51D (normally "13" points) with an ace pilot ("+2" points; see 14b5.]) is worth a total of "15"victory' points. It is eliminated over a friendly area, but the pilot bails out ("-5" for bailing out over a friendly area), so the eliminated air unit provides the opponent with only "10" victory' points.



13c2.2 
If a pilot successfully bails out over a neutral area, the eliminated air unit is worth three victory points less than the air unit's usual victory point value.



13c2.3 
If a pilot successfully bails out over an enemy area, the eliminated air unit is worth two victory points less than the air unit's usual victory point value.


13c3) 
A pilot may attempt to bail out of an air-craft before it has been eliminated. Two is added to this player's die roll. The bail-out attempt, successful or not, eliminates the air unit.


13c4) 
Some pilots were known to shoot at enemy pilots suspended in their para​chutes. A parachute model should be made. The victorious pilot would at least have the opportu​nity to exercise this option in order to gain vic​tory points. The attacker would uses ammu​nition factor while the pilot in the parachute has no defense factor (except luck!). The pilot in the parachute descends one altitude with every Change Phase Impulse. Unless specified by a scenario, this option is limited to US and Japanese pilots and German pilots in Russia and while over England in the Battle of Britain.

13d) 
MID-AIR COLLISIONS AND RAMMING: Air-to-air collisions and deliberate ramming did occur with some frequency in the frenzy of combat. This optional rule should be used with spotting options (15). Both collision and ramming are resolved immediately after the Fire Phase and before the Maneuver Marking Phase. Thus, an air unit firing would lose the tally (unless the wingman maintains this tally) with the air unit occupying the same hex and would suffer the greater risk of a potential collision or ramming. In other words, you can choose to fire or evade.


13d1)
Optional air unit elimination: The potential of a mid-air collision would exist when two air units that have not tallied each other occupy the same hex at the same altitude at the end of the current movement impulse phase. The pilots may bail out for both collision and ramming using rule 13c3.



13d1.1
As neither player is attacking or defending but both are trying to evade each other, both players roll the dice and sum the result. The dice roll is increased by the sum 0 the combined speeds of both air units involved A combined modified dice roll greater than 2] means that the air units have collided and both are eliminated.



13d1.2
This would be the one situation where friendly air units might be forced to use the spotting phase to attempt to tally each other, including wingmen, using the spotting rules in order to prevent a possible collision. As long as there is one tally the possible collision is can​celled.



13d1.3
If more than two air units are involved, resolution is in order of the faster 




speed of the air units involved, regardless of whether they are friendly or enemy air units.


13d2)
Russian, Japanese and Polish pilots often actively attempted to ram enemy aircraft. The Russians called this tactic toran. To apply this rule a friendly air unit must make a tally with the air unit that it is attempting to ram and must move into the hex occupied by its oppo​nent during its current movement impulse. Both air units must be at the same altitude.



13d2.1
Ramming modifiers are added or subtracted to the numbers rolled on a die to resolve ramming. All ramming modifiers are cumulative.





13d2.1.1
Add the ramming air unit's speed.





13d2.1.2
 FOR THE AIR UNIT ATTEMPTING TO RAM: Add two for an ace, one for an experienced pilot and zero for an average pilot, but subtract one for an inexperienced pilot and two for a green pilot.





13d2.1.3
Add the target air unit's speed.





13d2.1.4
FOR THE TARGET AIR UNIT: Add four if the target air unit has made a tally on the air unit attempting to ram, but subtract four if a tally has not been made.



13d2.2
Ramming resolution: If the target aircraft's die roll is equal to or greater than the ramming aircraft's die roll the toran attack failed.

13e) 
OPTIONAL CRASH RULE: This represents the danger of an aircraft not being able to pullout of a terminal dive or crashing into low-level obstacles. This caused the death of many pilots, including Luftwaffe experte Anton Hafner (204 victories). The assumption being that a wounded pilot or damaged aircraft would have less control.


13e1)
An air unit diving to zero altitude with one crew hit or one engine hit or two wing hits is eliminated with a die roll of "10" or more. These hits could be prior to diving or recorded during the dive. The die roll is increased by the speed of this dive.



13e1.1
The pilot survives the crash with a modified die roll of 10. For the rest of this turn the pilot may be strafed using rule 13c4. There is a story that Soviet ace Lavrinekov (35 victories) landed his plane next to a German plane he just shot down, jumped out and killed with his bare-hands the fascist pilot who survived the crash. lust remember: it is only a game!



13e1.2
LaGG-3 were notorious for spinning out of control during tight turns, hence the Russian pilots gave the nickname of Lakirovanny Garantirovanny Grob meaning "varnished guar​anteed coffin" to this aircraft. A player using this air unit and attempting to make a tight turn rolls die. On a 10 or more, the air unit spins out of control, crashes and is eliminated. The die roll is increased by the speed at which the turn was attempted before completing the maneuver.

[14] 
AIR UNIT AND PILOT POINT VARIANTS

14a)
AIR UNIT POINT VALUES: All air units have a point value that is used both as a "selection point value" for the value of air units when setting up a scenario and as an equal "victory point value" for determining a winner if an air unit is eliminated during a game.


14a1)
The point values for all air units (including variants, see 14c) are listed in The Air Unit Point Values Chart in an appendix to the rules.


14a2)
The selection and victory point value of an air unit may vary due to its pilot quality (see 14b).


14a3)
The victory' point value of an air unit may be reduced if its pilot successfully bails out (see 13c).

14b)
PILOT QUALITY: This allows for variations in the skill levels of the "pilots" flying the aircraft.


14b1)
GREEN PILOTS: Green pilots have a very low level of training and experience, which makes it impossible to make optimum use of their aircraft.



14b1.l
An air unit with a green pilot is worth two selection and victory points less than normal.



14bl.2
An air unit with a green pilot has a "-2" modifier that applies when spotting (see 15b).



14bl.3
An air unit with a green pilot may not perform half loop or tight turn maneuvers.


14b2)
INEXPERIENCED PILOTS: Inexperienced pilots are somewhat better trained than green pilots.



14b2.1
An air unit with an inexperienced pilot is worth one selection and victory point less than normal.



14b2.2
An air unit with an inexperienced pilot has a "-1" modifier that applies when spot​ting (see 15b).



14b2.3
An air unit with an inexperienced pilot may not be used to perform half loop maneuvers.


14b3) 
AVERAGE PILOTS: Average pilots are those who are trained, but neither outstandingly good nor bad. An air unit with an average pilot is worth the standard selection and victory point value, and may be used to perform all maneuver',.


14b4)
EXPERIENCED PILOTS: Experienced pilots are well-trained and good at their work.



14b4.1
An air unit with an experienced pilot is worth one selection and victory point more than normal.



14b4.2 
An air unit with an experienced pilot has a "+2" modifier that applies when firing and spotting (see 15b).



14b4.3
An air unit with an experienced pilot may be used to perform all maneuvers.


14b5) 
ACE PILOTS: Ace pilots are absolute masters of their trade.



14b5.l) 
An air unit with an ace pilot is worth two selection and victory points more than normal.



14b5.2
An air unit with an ace pilot has a "+4" modifier that applies when firing and spot​ting (see 15b).



14h5.3
An air unit with an ace pilot may be used to perform all maneuvers.

[15] FIRING AND SPOTTING OPTIONS
15a)
HEAD-ON FIRING: Because of their relatively simple gun sights, World War II fighter aircraft moving very rapidly towards each other had little or no chance of scoring hits. There​fore, air units may not be fired at each other if closing at high relative speeds. Note, on the FIR​ING POSITION MODIFIERS DIAGRAM on the Game Card, some of the hexes showing rela​tive positions for firing contain a red dot. If a firing air unit is located in one of these hexes, and the combined speeds of the firing and target units total "12" or more, firing is not possible. For example, if target air unit "A" is at a speed of "7" and firing air unit "B" is at a speed of "5" and they are approaching each other no firing is possible since their combined speed is "12"

15b) 
SPOTTING RULES: In order to fire at an enemy aircraft, a pilot must first be able to "spot" or "see" it. Although, to provide an interesting game, air units here are usually consid​ered to "see" each other, in reality, many combat aircraft were shot down by unseen opponents. This option allows for spotting to play an effect n the game. If used, all opposing air units are considered to be "unspotted" at the start of a scenario.


15b1)
THE SPOTTING PHASE: A "Spotting Phase" occurs during each numbered Impulse between its Move and Fire Phases. "Spotting" is only possible at these times. All air units may be used to attempt to "spot" an opposing air unit during a Spotting Phase.


15b2)
SPOTTING POSSIBILITIES: During a single Spotting Phase, an individual air unit (called the "spotting" air unit) may be used in an attempt to "spot" any (spotting player's choice) one enemy air unit (called the "target" air unit), regardless of positions or distances (i.e., the air units may be more than one altitude or two hexes apart~it is possible to "see" an air unit when it is not possible to fire at it). Spotting attempts are possible by air units that have already tallied (see 15b5) one or more other opposing air units.



15b2.1
A spotting player announces, in any desired order, which of his air units is the "spotting" air unit and which opposing air unit is the "target" air unit.



15b2.2 
Announcements of further spotting attempts may be delayed until after the resolu​tion of an announced spotting attempt.


15b3) 
SPOTTING MODIFIERS: "Spotting modifiers" are added and/or subtracted to the numbers rolled on the spotting player's die to resolve a spotting attempt. No modifiers apply to the target air unit's player's die roll. All spotting modifiers are cumulative and combined into a "total spotting modifier". The spotting modifiers are as follows:



15b3.1
Pilot Quality: All pilot quality modifiers (see 14b) also apply to spotting attempts.



15b3.2 
Altitude Difference: A "-2" spotting modifier applies for each altitude level which the target air unit is higher or lower than a spotting air unit. For example, if a spot​ting air unit is at altitude level "4" and a target air unit is at altitude level "2", there is a two altitude level difference and a "-4" spotting modifier.



15b3.3
Hex Range: A "-1" spotting modifier applies for each hex (the "range") from a spotting air unit to a target air unit. For example, if a spotting air unit is located three hex distance form it target,  a "-3" spotting modifier is applied.



15b3.4
Into The Sun: "Looking into the sun" makes spotting more difficult. Anytime a target air unit faces the same direction as designated sun direction (see 9a1.7) and at a higher altitude level than the spotting air unit, a spotting modifier of "-5" applies.



15b3.5 
All-Round Vision Canopy: A "+2" spotting modifier applies if the spotting air unit has an "all-round vision canopy". An air unit has an all-round vision canopy only if so marked on its Aircraft Control Card.



15b3.6 
Target Located in Rear Sector: An air unit has "rear " and "front" which are forward and rearwards of the hex spines at right angles to the air units direction of travel. A "-3" spotting modifier applies if a target unit lies in a spotting unit's rear sector.


15b4) 
SPOTTING NUMBERS: After the total spotting modifiers for the spotting air unit are determined and announced, both players roll a die. The spotting player adds or subtracts the total spotting modifier to his die roll. The die roll plus or minus the air unit's total spotting modifier (always "0" for the target air unit) equals the side's "spotting number". If a side's spotting number is modified to less than "1", consider it to be "1" for spotting resolution purposes.


15b5)
SPOTTING RESOLUTION: Compare the spotting numbers to find the results of a spotting attempt, as follows:

Target Is Equal or More: If the target air unit's spotting number equals or exceeds the spotting air unit's spotting number, the target unit has not been "seen" the spotting attempt was a failure.

Spotter Is More: If the spotting air unit's spotting number exceeds the target air unit's spotting number, the target air unit is "seen" the spotting attempt was successful. The spotting air unit has made a "tally" (has "seen" or "spotted" the opposing aircraft).


15b6) 
RECORDING SPOTTING: Record successful "tallies" on sheets of scratch paper.


15b7) 
LOSING A TALLY: Once "tallies" are recorded, air units maintain them (the pilot is considered to continue "seeing" the opposing air unit or units once "tallied") until used to fire or fired at, as follows:



15b7.1
An air Unit that is used to fire loses all of its "tallies" except for the "tally" on the target air unit.



15b7.2 
An air unit that is used as a target unit for opposing fire loses all of its "tallies" except for the "tally" on the firing air unit(s), if there was a "tally" on the firing air unit before it was fired.



15b7.3
Erase all lost "tallies". A "tally" is officially lost only at the end of a Fire Phase.


15b8)
EFFECTS OF WINGMEN: Fighter aircraft flying together as a team are called "wing​men". Wingmen protect each other and can share spotting information.



15b8.1
At the start of a game, any pairs of identical air units may be defined to be wingmen.



15b8.2
Any "tally" recorded by an air Unit can also be recorded as a "tally" for that air unit's wingman air unit. Thus, during the same Spotting Phase, it is possible for an air unit to make and record one "tally" on its own and also to record up to all of the "tallies" recorded for its wingman.


15b9) 
EFFECTS OF SPOTTING: In order for an air unit to be fired at an opposing air unit, the firing air unit must have a "tally" on the target air unit; otherwise, firing is not possible. If a target air unit does not have a "tally" on a firing air unit, an attacker's firing modifier of "+4" applies when firing.

[16] BREAKING CONTACT

16a) 
BREAKING CONTACT ATTEMPTS: Either or both sides may attempt to "break con​tact" with one or more air units, as desired, during the Break Contact Phases of Turns. Breaking contact is an attempt to disengage air units, and represents slipping into or behind clouds or mist, blending into the background, etc. Air combats can end abruptly! Players may wish to break contact with an air unit for any number of reasons, whenever it appears advantageous.


16a1) 
No breaking contact attempts may be made during Turn One.


16a2) 
All attempts at breaking contact must be announced by both sides before any attempts are resolved.

16b) 
BREAKING CONTACT RESOLUTION: One breaking contact attempt per air unit per turn is allowed, and each individual attempt to break contact must be resolved before attempt​ing the next. An attempt to break contact cannot be made on turn 1. Only 


16b1) 
To resolve a breaking contact attempt, both sides roll one die and their rolls are com​pared. A modifier applies to the side attempting to break contact. Turn 2 (-6), turn 3 (-5), turn 4 (-4), turn 5 (-3), turn 6 (-2), turn 7 (-1), turn 8 (-0).

16b2) 
If the modified number rolled by the side attempting to break contact exceeds the num​ber rolled by the opponent, the attempt to break contact succeeds, and the designated air unit is removed from the gameboard (it has successfully disengaged and left the battle area), and takes no further part in the game. Otherwise, the attempt fails. Air units that break contact are not considered to be eliminated, but any damages marked on them still count for victory points (see 9a2.2) at the scenario's end.

[17] OPTIONAL RULES

17a)
AIR UNITS LACKING RADIO/TELEPHON (R/T) COMMUNICATION: Some aircraft in WW lacked R/'T communications. For these air unit wingmen can share tallies only if they are two hexes from each other and at the same altitude Neither air unit can be engaged in combat (filin1 or being fired at). This effects all Russian air units between 1939-1941, all Japanese air unit'. between 1939-1942 and the Italian CR.42. Set rule 13b3.3.2 for the same effects of one crew hit

17b)
BREAK CONTACT: Air units that break contact just simply disappear on a die roll - slips out of sight, into cloud perhaps. Alternatively, a successful attempt to break contact results in the designated air unit no longer tallied by the opponent or his wingman. The air unit that breaks the tally remains in the game and also loses all of his tallies.

17c)
"HONCHO" RULE: The aggressive spirit and superior aerobatics ability of a top fighter pilot could allow for an increase by one line higher (on the Maneuver Chart) than normal when plotting a new maneuver for an ace. For example, a white diamond symbol is treated as a red circle symbol. This option can only be used once per game by an air unit piloted by an ace, and the air unit must be undamaged. The air unit is immediately eliminated if one engine hit, one crew hit, one wing hit or one rudder hit is recorded while the air unit is attempting to "push the envelope."

17d)
ZOOM CLIMB: Any air unit that in the previous Change Phase elected to dive at least one altitude at its maximum speed may "zoom-climb" during the next Change Phase. The climb rating is increased by one rating provided that the air unit did not perform a maneuver (tight turn or half loop) during the intervening turn that would slow its air speed from the maximum allowed. An aircraft with an "Fair" engine performance would increase its climb rating to "Average" in a "Zoom Climb".

18 d)
TAIL CHASE: Any air unit in the hex immediately to the rear of an enemy air unit, always marks his maneuver after the enemy ahead of him, irrespective of who holds the sequence marker. 

[18 -19] CAMPAIGNS

These sections will appear as appendices

[20] BOMBER RULES

GENERAL BOMBER RULES: 

20a)
MOVEMENT: Bombers move like other aircraft, except that the Bombers must indicate maneuvers and altitude changes before all other aircraft. Maneuver, speed, and altitude information for the bombers is given in the Bomber Classes section below. 

20b)
DAMAGE: Bomber damage is noted and allocated in the same manner as the Mustangs optional damage rules (Rule 13b), except that the bomber defense factor is not reduced for each hit. 

20c)
BIG TARGET BONUS: When attacking a bomber, the fighter gets a +1 big target bonus for each engine on the bomber (Example: when attacking an Italian SM-79 bomber which has 3 engines the attacking plane gets a +3 bonus). Exception: fighters armed exclusively with 30mm cannon do not get this bonus. 

20d)
30mm CANNON: For each hit by a fighter armed exclusively with 30mm cannon, mark off two boxes for the area that is hit on the bomber. 

20e)
SKILLED PILOT ATTACK OPTION: Experienced or Ace pilots that are attacking a bomber head-on or directly from the rear may use this option. If this option is selected, the attacking fighter does not use the big target bonus modifier (all other modifiers still apply), but may choose the area hit by the attack. The fighter may choose Engines, Fuel (tail only), or crew (head-on only). However, if the bomber rolls an unmodified 10 for the defense roll it is an automatic miss. 

20f)
DEFENSIVE GUNNERY: Bombers can fire their defensive guns each impulse, even if the bomber or no other planes move in the impulse. Note: For simplicity, in these rules bomber gunnery focuses on the chance that an attacking fighter will be hit by making one roll for each fighter rather than having a bomber attack with each gun or turret. 


20f1)
When bombers attack an enemy fighter, a die is rolled for each fighter in range of any bomber (not for each bomber that can shoot at the fighter). The type of die rolled for the bomber attack depends on the Bomber Class and the position of the fighter. If a fighter is in range to more than one bomber, the die type used is the one that is the most advantageous for the bombers. The player controlling the bombers rolls the appropriate die type. If the result is a 1, the fighter takes at least one hit. The fighter may take more hits depending on the bomber class and proximity to other bombers, see the appropriate Bomber Class section below for more information on the damage done by bombers. 



20 f1.1
If the fighter being attacked is jet or rocket powered, the next higher type of die is used, but never more than a D20. The die types used for bomber attacks are (from lowest to highest) D8 - D10 - D12 D20. 

20g)
CRIPPLED: A bomber is crippled if it takes 1/2 or more hits in any one area. Bombers that are crippled must jettison their bomb load, have their maximum speeds reduced by one, have their gunnery reduced as described in the appropriate Bomber Class section below, and must dive at least one level during the next Change Phase.


20g1:
HOLLYWOOD MANEUVER: A crippled bomber may attempt to remain at the current altitude rather than loose 1 altitude level. This option may often be riskier than it is worth. There are times, however, when it is necessary to try it. In the movies, the always try it.



20g1.1
Add all the hits currently received by the bomber, counting each engine hits as two hits.


20g1.2
The bomber may immediately jettison all of its ordnance (if loaded) and add a "+3" modifier to the roll (20g1.2)



20g1.3
Roll D10. Compare the roll to the number arrived at above (20g1.1)



Die roll equal s or exceeds number of hits: The bomber may remain at its current altitude.



Die roll is less than number of hits: The bomber must loose one altitude level. If already at altitude zero, the bomber crashes.


20g1.4
If while attempting the die roll, an unmodified "1" is rolled, the bomber breaks up and crashes.

20h)
FIRES: when damage causes a bomber to catch fire, the normal rules for putting out fires during the Change Phase are used (13b4). However, a bomber is not automatically destroyed if it does not put out the fire. Instead the burning bomber takes an extra hit in the area that is on fire (Example: a bomber that caught fire due to an engine hit would take another engine hit if it was unable to put out the fire). If the fire destroys the last hit for the area that is on fire, the bomber is destroyed. 


20h1
Bombers may only dive 2 levels when trying to put out fires, except for Single Engine Light Bombers, which may dive 3 levels (use the Dive 2 Levels chart for speed changes). 

20I)
BOMBER CLASSES: We have broken the bombers of World War II into eight general classes. This means that some subtle distinctions between bombers may be lost when using these rules. The Bomber Classes are: 


20i1
Single Engine Light Bombers. 


20i2
Obsolescent Bombers.


20i3
Fast Medium Bombers. 


20i4
Medium Bombers.


20i5
Late War Medium Bombers.


20i6
Early Fortress Heavy Bombers. 


20i7
Late Fortress Heavy Bombers.


20i8
Superfortress Bombers.


20i9
Arado Blitz Bomber


20i10
Single Engined Recon Planes

Each class has characteristics and special rules associated with it. These are recorded on the Aircraft Control Cards for the bombers and are shown in appendix 2.
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